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In  1987  a  small  company  called  Bard  Games  publiched 
The  Chronicles  of  Talislanta,  the  first  in  a  series  of  books 
about  a  role  playing  game  called  Talislanta.  The  fantastic 
artwork  of  P.D.  Breeding-Black  and  a  quirky  world  setting 
influenced  by  the  works  of  author  Jack  Vance  soon  earned  the 
game  something  of  a  cult  following  as  well  as  some  pretty 
good  reviews.  "Out  of  the  ordinary,"  said  Dragon  Magazine. 
"So  rich  with  information  that  even  non-role-players  will 
enjoy  reading  it,"  said  Science  Fiction  Age.  "Top  10 
Recommended  Games"  {Heroic  Woridsby  Lawrence  Schick); 
"Ten  Favorite  Games"  (The  Complete  Guide  to  Role-Playing 
Games  by  Rick  Swan).  And  my  personal  favorite,  also  from 
Mr.  Swan:  "It's  as  if  H.P.  Lovecraft  had  written  Alice  in 
Wonderland  with  Hans  Christian  Anderson  and  William  S. 
Burroughs." 

Over  a  decade  has  passed  since  then.  In  that  time,  Talislanta 
has  been  through  four  different  publishers  (and  one  non- 
publisher),  three  different  editions  (and  an  aborted  fourth 


edition),  and  enough  perils,  pitfalls,  and  near-death  experiences 
to  kill  off  a  dozen  other  games.  Yet  despite  the  problems 
Talislanta  has  survived,  thanks  mainly  to  the  efforts  of  its 
fans,  whose  loyalty  and  support  have  made  Talislanta  "the 
Rasputin  of  role  playing  games"  -  hard  to  kill  (and  also  a  little 
weird). 

If  this  is  your  first  exposure  to  Talislanta,  a  word  of 
explanation  is  probably  in  order.  Talislanta  is  not  your  average 
role  playing  game.  Unlike  most  fantasy  games,  Talislanta  isn't 
based  on  traditional  European  mythology  or  some  archetypal 
medieval  setting.  Instead,  Talislanta  is  a  strange  and  exotic 
place  populated  by  unusual  cultures,  creatures,  and  characters 
such  as  Wizard  Hunters,  Dream  Merchants,  Thaumaturges, 
Rogue  Magicians,  and  Mystic  Warriors,  to  name  just  a  few.  If 
you're  looking  for  elves  and  dwarves  here,  you're  out  of  luck. 
However,  if  you're  looking  for  a  unique  and  colorful  role 
playing  experience,  you've  come  to  the  right  place. 


My  very  good  friend  (and  original  Bard  Games  Legal  Eagle), 
Joel  Kaye,  without  whom  the  first  Talislanta  books  would 
never  have  been  published; 

artist  P.D.  Breeding-Black,  who  helped  create  the  original 
look  and  feel  of  the  Talislanta  milieu,  and  is  also  a  great  and 
loyal  friend; 

Ron  Spencer,  a  terrific  artist  who  also  added  a  lot  to  the 
milieu,  and  was  always  a  pleasure  to  work  with; 

Anson  Maddocks  and  Mark  Tedin,  whose  work  did  so  much 
to  enhance  the  look  of  the  3rd  edition  Talislanta  books; 

Patty  Sechi,  my  lovely  wife  and  also  Talislanta' s  very  first 
graphic  artist; 

Jesper  Myrfors,  for  his  inspired  art  direction  during  the  WotC 
years; 

Joe  Bouza,  for  the  original  map  of  Talislanta  and  for  his  help 
throughout  the  Bard  Games  era; 

equipment  expert  Richard  Thomas,  archetype-guy  Rick 
Emond,  expert  bird-man  Larry  Dixon,  Todd  Cameron 
Hamilton,  Victor  Wren,  Sandra  Santaro,  Daniel  Gelon,  Grant 
Costa,  Richard  Kane  Ferguson,  Siamak  Naficy,  Tal3 
cartographer  Eric  Hotz,  Sandra  Everingham,  Rich  Kaalaas, 
Jeff  Goldman,  and  Spencer  Kip; 

writers,  editors,  and  wordsmiths  John  Harper,  Adam  Sonfeld, 
Colin  Chapman,  Mark  (Tipop)  Williams,  for  service  well 
beyond  the  call  of  duty  on  Tal4  and  its  ill-fated  precedents; 
typist  Lauren  Schnitzer  for  turning  my  hand-written  scrawls 
into  the  first  Talislanta  manuscripts;  Eric  Chandler,  Tony 
Herring,  Anthony  Pryor,  Bill  Armintrout,  Stevie  McBride, 
and  all  the  writers  who  contributed  to  the  CT  series;  Jonathan 
Tweet,  Robin  Laws,  Mike  McDonald,  James  Hayes  Jr., 
Beverly  Marshall  Saling,  Jenny  Scott,  Peter  Adkison,  Jeff 
Goldman,  George  Lowe,  and  all  the  WotC  crew 


1st  and  2nd  Edition  playtesters  Rick  Petrone,  Simon  Shapiro, 
Butch  Taylor,  Fred  Dobratz,  Osiris  Wisdom,  Graham  and  the 
mysterious  Brad;  Eric  Chandler,  Brad  lewis,  Alex  Whitney, 
Brian  Bilski,  Pat  Olsen,  Nick  Juliusburger,  Cheryl  Berti,  and 
Kim  Donnell; 

3rd  Edition  playtesters  Steve  Bishop,  Marty  Dennis,  Hubert 
T.  Dolan  Jr.,  Jeff  Goldman,  Mike  Halse,  Gail  hermodsen, 
Michael  R.  Kilpatrick,  Thomas  Lents,  George  Lowe,  Jesper 
Myrfors,  Mary  Oettinger,  Brandon  Clark  Parks,  Torr  Randall, 
Chuck  Sohlberg,  David  Sandberg,  Greg  Stolze,  and  Eric 
Tumbleson 

Lisa  Stevens,  Peter  Adkison,  and  everyone  at  WotC  for  their 
efforts  on  behalf  of  the  Talislanta  game; 

Jesper  Myfors,  John  Tynes,  Daniel  Gelon,  Rob  Heinsoo  and 
Maria  Garcia  for  helping  to  save  the  old  Talislanta  inventory 
from  a  fate  worse  than  death; 

to  anyone  whom  I  might  have  accidentally  forgotten  to  thank; 

my  wife,  Patty,  and  my  step-children  Kayte  and  Jesse,  for 
putting  up  with  all  of  this  crazy  business  in  the  first  place; 

and  last  but  certainly  not  least,  to  all  the  Talislanta  fans  around 
the  world  who  have  helped  support  the  game  throughout  the 
years,  and  have  hung  in  there  despite  numerous  set-backs, 
snafus,  and  abortive  almost-editions:  you  cats  are  the  coolest. 

Johd  Tmqrw 

John  Tynes,  for  advice  and  support  when  we  were  struggling 
to  get  this  thing  off  the  ground;  Christine  Felton,  PageMaker 
Guru;  Jason  Werner,  for  going  there  first;  Steve  and  Jeannie, 
for  love,  support,  encouragement,  inspiration,  and  finances. 

The  original  Talislanta  game  group  -  Patrick  Cunningham, 
Chris  Holmes,  Hiren  Desai,  Kevin  Denehy,  and  Drew  Curtis. 
You  guys  are  the  best.  Without  you  (and  the  Kang  Civil  War) 
I  never  would  have  had  the  opportunity  to  work  on  this  book. 
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The  Talislanta  game  and  fantasy  world  are  the  creations  of  Stephan  Michael  Sechi.  Talislanta  is  a 
trademark  of  SMS,  and  is  used  by  Shootingiron  Design  under  authorization.  All  rights  reserved.  Talislanta 
Fourth  Edition  Role  Playing  Game  is  ©2001  by  Stephan  Michael  Sechi  and  Shootingiron  Design. 


This  chapter  contains  the  complete  rule  system 
for  the  4th  edition  of  the  Tal  i si anta  fantasy  role  playing 
game.  It  includes: 

Introduction:  overview  of  the  basics  of  role  playing.  If 
you' re  an  experienced  role  player  you  can  skip  this  part 
and  begin  with  M  aterials. 

T  he  Action  Table:  an  expl  anati  on  of  the  si  ngl  e  rul  e  that' s 
used  f or  al  I  acti  ons  i  n  the  game 

Character  Creation:  Guidelines  for  designing 
characters  used  in  the  game. 

Attributes,  Skills,  Combat,  and  Magic:  General  rules 
and  examples  for  each.  Skills,  Combat  and  Magic  each 
receive  a  more  thorough  treatment  in  their  own  chapters, 
as  well. 

IDTROPtKTIOD 

Tal  i  si  anta  i  s  a  role  pi  ayi  ng  game  (or  R  PG  f  or  short) 
designed  for  two  or  more  players.  One  person  must 
play  the  part  of  the  G amemaster  (called  the  G  M ),  while 
the  others  take  on  the  role  of  Player- Characters  (called 
PCs). 

Role  playing  games  are  like  simulations  of  your 
favorite  movie  or  television  series.  The  G amemaster 
helps  establish  the  setting  and  the  basic  premise  of 
each  adventure,  while  the  Players  take  on  the  roles  of 


the  series'  main  characters.  Together,  the  participants 
will  create  an  ongoing  series  of  adventures  called  a 
campaign.  A  Talislanta  campaign  is  open-ended,  and 
can  I  ast  as  I  ong  as  the  G  amemaster  and  PI  ayers  I  i  ke.  T  he 
only  object  of  the  game  is  to  have  fun. 

Thir  ROLX  Or  Thir  QfllD^IWmTR 

The  G  amemaster  plays  a  vital  part  in  the  Tali  si  anta 
game,  serving  as  a  combination  narrator,  moderator,  and 
role- player.  As  narrator,  the  G  M  must  set  the  stage  for 
each  adventure  the  Players  will  undertake,  helping  to 
describe  what  the  PCs  see,  hear,  and  sense  about  their 
surroundi ngs.  A  s  moderator,  the G  M  is  requi red  to  j udge 
the  results  of  all  actions  undertaken  by  the  PCs  and  to 
remai  n  f  ai  r  and  obj  ecti  ve  at  al  I  ti  mes.  A  s  rol  e-  pi  ayer,  the 
GM  must  play  the  parts  of  all  non-player  characters 
(NPCs)  and  creatures  that  the  PCs  meet  during  the 
course  of  their  game  careers. 

GM  s  have  to  know  the  rules  of  the  game,  as  well 
as  the  Talislantan  milieu.  They  have  to  be  creative,  and 
they  should  al  ways  remember  that  the  PCs  are  the  focal 
point  of  the  campaign.  If  the  players  are  enjoying  the 
game,  the  GM  is  doing  a  good  job. 

Thir  Rolx  or  Thir  Player 

The  main  role  of  each  player  is  to  choose  and 
create  a  Player-Character  that  will  serve  as  his  or  her 
game  persona.  Because  every  PC  must  interact  with  the 
Talislantan  milieu,  you  should  be  familiar  with  your 
character's  culture,  homeland,  and  profession.  Develop 
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a  personality  for  your  PC :  is  he  braveor  cowardly,  selfish 
or  altruistic?  What  are  his  likes  and  dislikes?  What  is  he 
afraid  of,  and  what  does  he  believe  in?  Does  your  PC 
have  a  goal  in  life?  The  more  you  know  about  your  PC, 
the  more  interesting  he  or  she  will  be  to  you  and  to  the 
other  players  in  the  game. 

Players  should  learn  the  basic  rules  of  the  game, 
particularly  those  that  pertain  directly  to  their 
character's  Skills  and  Equipment.  The  guidelines  in  the 
Character  Creation  section  will  tell  you  everything  you 
need  to  know  about  making  a  good  PC. 

IDflTTRIflLJ 

To  play  the  Talislanta  RPG  you'll  need  at  least 
one  twenty-sided  die  (called  a  d20).  Thesecan  be  found 
at  any  hobby  or  game  store.  Pencil  and  paper  usually 
come  in  handy,  too.  Everything  else  you'll  need  to  play 
has  been  provided  in  this  book. 

^TTIDQ  VKttVY  TO  PLAY 

Like  most  RPG s,  Talislanta  is  not  a  "pick-up  and 
play"  typeof  game.  To  get  the  most  out  of  yourTalislanta 
campaign,  the  Gamemaster  and  players  should  spend 
some  ti  me  I  ooki  ng  through  theT  ravel er' s  G  ui  de  secti on 
of  thi  s  book,  w  hi  ch  descri  bes  the  conti  nent  of  T  al  i  si  anta 
and  its  diverse  inhabitants.  The  Gamemaster' s  Section 
in  Chapter  6  contains  advice  on  planning  a  Talislanta 
campaign  that  will  be  best  suited  to  your  group.  The 
GM  should  read  this  section  and  discuss  it  with  the 
players  before  beginning  play. 


flCTIOD  TflBLX 

All  actions  in  theTalislanta  game  are  resolved  by 
a  single,  simple  procedure: 

1.  Comparethecharacter'sSkillor AttributeRating 
with  the  Degree  of  Difficulty  (the  relative  ease  or 
difficulty  of  the  action). 

2.  Takethedifference(a  positive  number,  a  negative 
number,  or  zero)  and  add  it  to  a  d20  roll. 

3.  Consult  the  A  ctionTablef  or  the  result. 

That's  all  you  really  need  to  know.  All  the  rules  in 
this  book  are  just  variations  of  the  above  procedure. 
Players  contribute  by  describing  the  Intent  of  their 
character's  actions  to  the  GM  .Then  it'stheGM  'sjobto 
interpret  the  outcome  of  the  Action  Table  and  how  it 
effects  the  particular  scene  the  player  characters  are 
involved  in. 

F  or  your  convenience,  the  Action  Table  is  printed 
on  the  character  sheet  provided  in  the  back  of  this 
book. 

flcrion  TflBLX  W^Y 

•  Mishap:  notonly  does  the  attempted  actionfail,  but 
it  fails  miserably  and  may  have  additional  negative 
consequences  (accidental  damage  to  the  character 
attempting  the  action,  opposite  of  the  intended 
effect,  etc.).  It'stheGM  'sjobto  determine  the  actual 
results  of  any  M  ishap,  based  on  the  circumstances 
surrounding  the  attempted  action. 

•  Failure:  the  action  fails  to  achieve  the  intended 
result. 

•  Partial  Success:  the  action  is  only  moderately 
successful,  achieving  part  but  not  all  of  the  intended 
effect  (such  as  half-damagef  rom  an  attack  or  partial 
effect  from  a  spel  I ,  for  exampl  e) . 

•  Full  Success:  the  action  achieves  the  intended  result. 

•  Critical  Success:  the  action  is  even  more  successful 
than  intended,  achieving  the  player's  stated  intent 
and  also  yielding  additional  benefits  of  some  sort 
(attack  causes  a  Critical  Wound  that  disables  the 
opponent,  increased  effect  from  a  spell,  etc.).  It's 
the  GM 's  job  to  determine  the  actual  results  and 
extent  of  any  Critical  Success,  based  on  prevailing 
circumstances. 
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Action  Table  die  rolls  may  be  subject  to  bonuses 
or  penalties  for  any  of  thefol  lowing  modifiers: 

•  Attributes 

•  Skill  ratings 

•  Intent 

•  Degreeof  Difficulty 

•  Opposing  Attributes  or  Skills 

•  Multiple  actions 

•  Non-proficiency  penalty 

Attribute 

Attributes  represent  natural  abilities,  such  as 
strength,  intelligence,  and  dexterity.  Each  has  a 
numerical  value,  referred  to  as  its  Attribute  Rating.  In 
theTalislantagame,  theA  ttribute  Rating  for  a  humanoid 
of  "average"  ability  is  "0";  an  attribute  rating  of  +1  or 
greater  i  s  above  average,  w  hi  I  e  a  rati  ng  of  - 1  or  I  ower  i  s 
below  average. 

Attributes  can  be  used  as  modifiers  to  specific 
Skills  by  adding  the  Attribute's  numerical  value  to  the 
level  of  theSkill  (the  total  is  referred  to  as  the  Ski  1 1  Rating; 
q.v.) .  A  ttri butes  can  also  be  used  to  determi  ne  the  result 
of  acti  ons  f  or  whi  ch  there  i  s  no  specific  ski  1 1 ;  for  exampl  e, 
lifting  a  heavy  object  (a  function  of  the  Strength 
Attribute)  or  trying  to  locate  a  lost  item  (a  function  of 
the  Perception  attribute). 

Whenever  an  Attribute  is  used  by  itself  for  an 
Action  Table  die  roll,  it  is  always  doubled.  Note  that 
this  applies  to  negative- rated  Attributes  as  well.  Zero- 
rated  A  ttri  butes  remai  n  the  same. 

5nll  RflTingy 

Skills  are  abilities  acquired  through  training  and 
practi  ce,  such  as  com  bat  and  mag  i  c .  T  here  are  tw  o  terms 
used  to  describe  Skills:  Level  and  Rating.  Skill  Level 
indicates  the  character's  degree  of  training,  with  "0" 
representing  a  basic  level  of  proficiency.  A  Skill's  Level 
can  be  improved  with  training  and  experience  (see 
Improving  Skills,  in  this  section). 

Skill  Rating  is  the  combination  of  a  character's 
trai  ni  ng  (L  evel )  and  natural  abi  I  ity  (a  rel  ated  A  ttri  bute). 
Each  Skill  has  an  Attribute  that  acts  as  its  modifier;  for 
example,  the  modifier  for  the  Thieving  talent,  Picking 
Pockets,  is  Dexterity.  To  determine  the  thief's  overall 
Skill  Rating,  add  the  level  of  theSkill  plus  its  A  ttri  bute 
modifier.  Whenever  a  Skill  is  used  for  an  Action  Table 
dieroll, always useitsSkill  Rating. 


Idttdt 

Intent  is  a  player's  description  of  what  his  or  her 
Character  hopes  to  accomplish  by  a  particular  action. 
This  helps  the  Gamemaster  determine  the  chance  of 
success  for  the  attempted  action,  as  well  as  its  actual 
outcome.  For  example,  the  Intent  of  an  attack  might  be 
to  i  nj  ure,  di  sarm,  tri  p,  or  any  of  a  dozen  other  stratagems. 
If  the  player  i nforms  the  G  amemaster  beforehand  of  the 
character' s  intentions,  the GM  will  be  better  prepared  to 
interpret  the  Action  Table  die  result.  Intent  is  also 
i  important  i  n  hel  pi  ng  the  G  M  establish  an  acti  on' s  D  egree 
of  Difficulty. 

P^FKX  Or  VWVKULTY 

Degree  of  Difficulty  is  a  modifier  determined  by 
the  Gamemaster.  It  is  based  on  the  GM 's  appraisal  of 
how  hard  or  easy  it  would  be  for  an  individual  with  an 
A  ttri  bute  or  S  ki  1 1  R  ati  ng  of  "0"  to  attempt  a  given  acti  on . 
The  Degree  of  Difficulty  modifier  typically  ranges 
between  +10  and  -10,  with  easy  actions  being  given  a 
bonus  (+1,  +2,  etc.)  on  the  Action  Table  die  roll,  and 
difficult  actions  being  given  a  penalty  (-1,  -2,  etc.).  The 
character's  Intent  and  any  extraordinary  circumstances 
surrounding  the  proposed  action  are  also  factors  in 
determining  Degreeof  Difficulty. 

Ovvukv  fl^nony 

Whenever  a  character  attempts  an  action  that  is 
directly  opposed  by  another  individual  or  creature,  the 
opponent's  ability  rating  is  used  as  the  Degree  of 
Difficulty.  In  such  cases,  the  Degree  of  Difficulty  will 
either  be  the  opponent's  Skill  Rating  or  an  Attribute 
Rating,  whichever  is  most  appropriate. 

Sherra  thethief  wants  to  useher  Stealth  skill  to 
sneak  past  a  watchman.  Because  this  is  an 
Opposed  Action,  the  Degreeof  Difficulty  is  the 
watchman's  ability  to  detect  the  thief.  The 
watchman  has  the  Guard  skill  at  rating  7. 
Sehrra's Stealth  skill  rating  is  9.  Sherra's  player 
rolls  a  d20  and  adds +2  (the  difference  between 
Stealth  9  and  Guard  7)  to  the  roll.  If  the 
watchman  had  a  Guard  skill  of  +11,  Sherra's 
player  would  roll  a  d20  with  a  -2  modifier  to 
the  roll,  instead. 

IDcjltiplx  fl^Tion?  {WTwnaD 

Asa  basic  rule,  each  character  is  allowed  to  take 
one  action  per  round.  Optionally,  this  rule  can  be 
modi f  i  ed  to  al  I o w  c haracters  to  take  M  u I ti  pi e  A  cti  ons  i  n 
a  si  ngl  e  round.  F  or  each  acti  on  al  ready  performed  duri  ng 
the  round,  characters  suffer  a  cumulative  -5  A  ction  Table 
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penalty.  Extra  actions  can  be  performed  during  a 
character's  turn,  or  later  in  the  round  as  responses  to 
the  actions  of  other  characters.  The  GM  decides  what 
constitutes  an  "action"  and  what  doesn't.  Simple  things 
like  quickly  looking  around  a  room  or  dropping  an  item 
probably  aren't  actions  that  would  add  to  the  multiple 
action  penalty.  M  orecomplex  procedures  I  ike  drawing  a 
weapon  or  dismounting  from  an  equs  probably  would 
count  as  extra  actions.  In  some  cases,  the  GM  may  ask 
the  player  to  make  a  skill  or  attribute  roll  to  determine 
the  success  of  ordinary  tasks  performed  as  part  of  a 
multiple  action  sequence  (a  DEX  roll  to  quickly  throw 
off  a  bulky  cloak  and  still  make  an  attack,  for  example). 

Thena  the  Danuvian  Virago  wants  to  throw  her 
empty  mug  ata  rude  male  across  the  table,  then 
stand  up  and  punch  him  in  the  face.  First, 
Thena's  player  makes  an  attack  roll  to  hit  with 
the  mug.  This  is  a  normal  attack  roll  since  it  is 
Thena's  first  action  during  the  round.  Next 
Thena's  player  rolls  to  see  if  she  punches  the 
male.  This  attack  roll  suffers  a  -5  penalty  (in 
addition  to  any  other  modifiers)  since  Thena 
has  already  acted  once  during  this  round.  If 
Thena  wanted  to  then  take  a  third  action,  her 
player  would  roll  with  a  penalty  of -10. 

Note  that  a  result  of  M  ishap  on  any  M  ultiple 
A  cti on  di e  rol  I  prevents  any  addi ti onal  acti on  from  bei  ng 
taken  inthat  round.  For  example,  if  Thena'sfirstdieroll 
results  in  a  M  ishap,  she  does  not  get  to  attempt  the 
second  action. 

Combat,  M  agic,  and  someof  themorecomplicated 
Skills  have  additional  rules  and  modifiers  that  the 
Gamemaster  and  players  should  know  about.  For  more 
i  nf  ormati  on  see  the  correspondi  ng  chapters  i  n  thi  s  book. 

ncnr  to  player?  odd 

The  heart  and  soul  of  the  Talislanta  game  system 
is  the  interaction  between  the  players  and  the 
Gamemaster.  It  is  the  GM's  job  to  help  simulate  in  the 
game  those  things  which  makereal  lifeso  unpredictable: 
a  stroke  of  good  fortune,  a  freak  accident,  the  strange 
occurrences  that  defy  all  odds  or  lay  waste  to  the  most 
carefully  made  plans. 

Players  can  help  the  Gamemaster  by  offering 
specific  information  on  their  character's  Intent  before 


rolling  on  theAction Table.  It  isal so  importantfor  players 
to  allow  their  GM  to  embellish  Action  Table  results 
without  interfering  in  the  course  of  the  game. 
G  amemasters  will  earn  the  trust  of  thei  r  pi  ayers  by  bei  ng 
fair  and  objective,  and  by  maintaining  a  degree  of 
moderation  in  their  renderings.  Imaginative  and 
inventive  narration  isfine,  aslong  as  it's  not  overdone. 

TII7K  ID  ThK  QfllD^ 

IntheTalislantagame,  time  is  measured  in  discrete 
units,  called  rounds.  A  round  is  roughly  six  seconds 
long,  enough  timefor  a  character  to  trade  blows  with  an 
opponent,  cast  a  spell,  or  do  anything  else  that  can  be 
accomplished  in  six  seconds  or  less. 

Except  in  combat  and  similarly  critical  situations, 
it  is  usually  not  necessary  for  the  Gamemaster  to  keep 
such  strict  track  of  time.  For  example,  a  day's  ride  can  be 
covered  by  theGM  in  a  single  sentence,  if  nothing  special 
is  planned  for  that  day.  The  Gamemaster  should  feel 
free  to  take  a  flexible  approach  about  time  in  the  game 
and  use  detailed  round-by-round  descriptions  of  the 
action  only  as  needed.  Similarly,  theAction  Table  can 
be  used  to  cover  a  few  seconds  of  action,  or  an  entire 
day  of  warfare. 

^XP^RKD^  PQIDTy 

In  role  playing  games  such  as  Talislanta, 
characters  earn  E  xperi  ence  Poi  nts  (X  P  f  or  short)  for  thei  r 
accomplishments.  These  points  can  be  used  to  increase 
thelevel  of  a  character's  Skills,  as  explained  in  Chapter 
4.  E  xperi  ence  poi  nts  are  awarded  by  the  G  amemaster,  as 
follows: 

•  1-20  XP  per  adventure  or  gaming  session,  based  on 
the  difficulty  of  the  adventure  and  the  style  of 
campaign  being  used  by  your  group,  as  explained  in 
the  G  amemaster' s  S  ecti  on  i  n  C  hapter  6. 

•  Bonus  of  1-10  X  P  for  good  role  playing,  based  on 
the  persona  that  the  player  has  created  for  his  or  her 
character.  The  GM  may  elect  to  increase  or  reduce 
th  i  s  f  i  gu  re  based  on  the  sty  I  e  of  the  g  rou  p' s  campai  gn . 

•  1 X  P  per  each  game  week  that  a  character  devotes  to 
training,  which  can  be  used  to  improve  the  Ski  1 1  being 
practiced. 
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^HflRfKTTR 

T  he  f  ol  I  ow  i  ng  outl  i  ne  provi  des  a  general  overvi  ew 
of  the  procedure  for  character  creation.  M  ore  specific 
information  can  be  found  in  the  corresponding  sections, 
as  indicated. 

I.  ^H005T  flD  flR^M^TYP^ 

The  Archetype  section  of  this  book  contains  over 
a  hundred  different  archetypes,  each  representing  a 
type  of  character  that  hailsfrom  a  parti  c  u  I  ar  T  al  i  si  antan 
culture.  Over  half  of  these  are  specifically  designed  to 
be  used  as  Player-Characters.  Those  designated  as 
NPCsareNon-PlayerCharacters,  designed  primarily  to 
be  used  by  the  G amemaster.  As  such,  they  may  not  be 
suitablefor  use  as  PCs  in  a  beginning-level  game  (check 
with  your  G  M  ).  U  sethe  A  rchetype  I  ndex  in  the  A  ppendix 
to  quickly  find  any  archetype  you're  looking  for. 

Each  PC  archetype  requires  only  a  few 
modifications  in  order  to  be  ready  for  use  in  the  game 
(NPCs  can  be  used  by  the  GM  as  is,  or  modified  as 
desi  red) .  A  fter  looki  ng  over  the  various  PC  archetypes, 
choose  one  that  you'd  like  to  play. 

IPPORIDflTIOD 

Using  a  pencil,  record  the  archetype's  Physical 
Characteristics,  Attributes,  Skills,  Special  Abilities  (if 
any),  starting  Equipment,  and  Wealth  on  the  Character 
Sheet  included  in  the  Appendix  (you  may  photo-copy 
this  for  personal  use).  Choose  your  character's  height 
and  weight  based  on  the  range  of  measurements 
described  in  the  archetype. 

3.  P^RyonflLiz^  Your  ^hara^r 

(OPTIODAL) 

If  you  want,  you  can  personalize  your  character 
by  any  of  the  foil  owing  methods: 

•  Further  embellish  the  description  of  your  character 
by  adding  distinguishing  features  and  detailing  the 
outward  appearanceof  thecharacter,  as  desired.  For 
example,  you  may  decide  that  your  character  favors 
flamboyant  attire,  has  a  wicked-looking  scar  over 
one  eye,  affects  a  sinister  demeanor,  or  whatever 
you  choose. 


•  To  make  your  character  different  from  other 
characters  of  the  same  archetype,  increase  any 
Attribute  (or  Attributes)  by  a  total  of  up  to  two 
points,  and  reduce  any  Attribute  (or  Attributes)  by  a 
total  of  two  points.  For  example,  a  player  creating  a 
warrior-character  might  decide  to  increase  the 
Warrior's  Strength  by  +2,  and  decrease  his 
Intelligence  and  Charisma  by  -1  each. 

•  To  create  personality  traits  for  your  character,  review 
the  entry  for  your  character's  homeland  in  the 
Traveler's  Guide  section  and  decide  how  your 
character  differs  from  the  typical  member  of  her 
society.  Forexample,  you  mightchooseto  haveyour 
character  be  brave,  cowardly,  greedy,  generous,  shy, 
or  outgoing.  Traits  can  also  have  a  basis  in  the 
character's  personal  history.  Forexample,  ever  si  nee 
his  encounter  with  a  werebeast,  Miramus  the 
M  agician  has  been  afraid  to  be  alone  in  the  woods 
at  night. 

Review  the  section  on  Attributes  in  this  chapter, 
and  f  ol  low  the  guidel  i  nes  to  determi  ne  your  character's 
H  it  Points  (H  P),  M  ovement,  and  Encumbrance  ratings. 

If  your  character's  archetype  includes  a  choice  of 
Skills,  review  the  Skill  descriptions  in  Chapter  4  and 


CHAPTER  ONE: THE  RULES 


1 

choose  the  Skills  you  want.  If  the  archetype  includes  a 
choice  of  magical  Orders  or  M  odes,  review  the  chapter 
on  Magic  and  decide  which  onesyou  prefer.  You'll  need 
to  choose  a  Background  skill,  based  on  the  type  of 
culture  in  which  your  character  was  raised  (Nomadic, 
Rural,  Urban,  etc.).  You're  also  allowed  2  additional 
Common  Skillsof  your  choice. 

Note  that  Language  Skills  for  beginning 
characters  are  based  on  degree  of  proficiency,  as  follows: 
Basic:  Level  0,  Fluent:  Level  +3,  Native:  +10. 

To  simplify  things  it's  best  to  figure  out  the  Skill 
Ratings  for  each  of  your  character's  Skills  in  advance, 
before  you  begin  your  first  adventure.  To  do  so,  add 
each  Skill's  level  to  its  Attribute  modifier  and  and  write 
down  the  totals  in  the  appropriate  space  on  your 
Character  Sheet. 


ATTRIBUTE 


In  the  Talislanta  game  system,  there  are  eleven 
different  attribute  ratings: 

•  IntelligenceRating 

•  Perception  Rating 

•  Will  Rating 

•  Charisma  Rating 

•  Strength  Rating 

•  Dexterity  Rating 

•  Constitution  Rating 

•  Speed  Rating 

•  CombatRating* 

•  Magic  Rating* 

•  Hit  Points 


6.  R^ORP  ^QGIPI7)^nT  (TO  (U^flLTH 

If  your  character's  archetype  includes  a  choice  of 
weapons,  review  the  chapter  on  Equipment  and  make 
your  sel ecti ons.  R ecord  any  i  important  i  nf ormati on  about 
your  character's  possessions,  such  as  the  Damage 
Rating  of  any  weapons  and  the  effective  Range  of  any 
missile  weapons  your  character  may  possess.  See  the 
Equipment  section  in  Chapter  7  for  information  on 
weapons,  shields,  and  armor. 

Record  your  character's  starting  Wealth.  The 
figures  included  in  the  archetypes  are  meant  as 
guidelines,  and  the  GM  may  decide  to  increase  or 
decrease  your  character's  available  funds  according  to 
your  character's  particular  background.  If  you  want  to 
buy  additional  equipment  before  the  game  begins,  check 
the  price  lists  in  the  Equipment  chapter  to  see  what's 
available  and  what  your  character  can  afford. 

7-  ^ODTfKTT  aW  ^HflrVMTR  Hl5TORY 
Ask  your  GM  to  provide  some  Contacts 
(acquaintances)  for  your  character.  With  the  GM's 
assistance,  fill  in  someof  the  details  of  your  character's 
past  and  the  circumstances  under  which  your  character 
will  begin  his  or  her  game  career. 

8.  ^Hooy^  a  raiDe 

Turn  to  your  character's  homeland  in  the 
Traveler's  Guide  section.  Using  the  examples  in  the 
Language  entry  for  reference,  make  up  a  name  for  your 
character.  The  character  is  now  ready  to  enter  the  world 
ofTalislanta. 


*  Note:  Unlike  previous  editions  of  thisgame,  Combat 
Rating  and  Magic  rating  are  now  separate  attributes 
rather  than  derived  characteristics. 

ln>Tau<^nKX  RflTinq  (IDT) 

This  is  a  measure  of  the  individual's  intellect  and 
powers  of  reason.  Intelligence  is  the  deciding  factor 
whenever  an  individual  attempts  to  deduce  the  basic 
meaning  of  obscure  or  unfamiliar  maps,  dialects,  or 
writings,  appraise  the  relative  value  of  goods,  solve 
puzzles  and  mysteries,  and  so  forth. 

P^R^PTIOD  RflTIDQ  (P^R) 

This  is  a  measure  of  the  individual's  sensory 
awareness,  taking  into  account  the  abilities  of  sight, 
hearing,  smell,  taste,  and  touch,  plus  such  intangibles 
as  instinct,  intuition,  and  psychic  talents.  Perception  is 
the  deciding  factor  whenever  an  individual  attempts  to 
detect  unseen  presences  or  ambushes,  detect  illusions, 
I ocate  I ost  or  hi  dden  arti cl es,  noti  ce  i  mportant  detai  I  s  or 
changes  in  surroundings,  or  utilize  any  sensory  ability. 

OJill  RflTirMOJIL) 

This  is  a  measure  of  the  individual's  willpower, 
determi  nati  on,  faith  and  wi  sdom.  W  i  1 1  R  ati  ng  determi  nes 
how  well  a  character  is  able  to  resist  temptation,  bribery, 
seduction,  torture,  coercion,  interrogation,  or  spells  of 
Influence. 

^MflRiyiDfl  RflTinq  (^Hfl) 


This  is  a  measure  of  the  individual's  powers  of 
persuasiveness,  including  such  intangibles  as 


CHAPTER  ONE: THE  RULES 


leadership  and  the  ability  to  command  the  respect  of 
others.  Charisma  Rating  affects  a  character's  ability  to 
lead  or  persuade  other  individuals,  make  a  favorable 
impression,  negotiate,  bargain,  or  haggle. 

5trtoth  RflTinq  (5TR) 

This  is  a  measure  of  an  individual's  physical 
power.  Strength  Rating  determines  how  much  weighta 
character  can  carry  or  I  ift,  how  much  damage  a  character 
does  with  a  hand-held  weapon,  and  so  forth.  It  is  also 
the  deciding  factor  in  attempts  to  bend  or  break  objects, 
force  open  or  hold  shut  a  door,  and  restrain  other 
characters  or  creatures. 

This  is  a  measure  of  the  individual's  agility, 
coordination  and  maneuverability.  Dexterity  Rating  is 
an  important  factor  in  most  physical  skills  and 
determines  how  well  a  character  can  perform  acts  of 
manual  dexterity,  dodge  or  evade  an  attack,  keep  his  or 
her  balance,  or  catch  a  thrown  object. 

^OD5TITUTIOD  RflTIDq  (TOD) 

This  is  a  measure  of  the  individual's  endurance, 
stamina,  and  durability.  Constitution  Rating  determines 
how  well  a  character  can  resist  the  effects  of  disease, 
wounds,  poisons,  toxins,  exposure,  hunger,  and  thirst. 

Jrzw  RflTinq  (7VV) 

This  is  a  measure  of  how  swiftly  an  individual  is 
capableof  moving,  either  on  land,  in  thewater,  through 
the  air,  or  by  other  means.  Speed  Rating  determines 
I  n  i  ti  ati  ve  i  n  c om  bat,  as  w  el  I  as  attem pts  to  pu  rsue  oth ers 
or  escape  pursuers. 

Kommr  RflTing  (^R) 

T  hi s  i s  a  measu re  of  a  character' s  natural  abi  I  ity  i  n 
combat  situations.  It  reflects  a  combination  of  physical 
and  mental  attributes,  cultural  and  social  factors, 
biological  traits,  and  personal  inclination.  Combat  Rating 
serves  as  the  modifier  for  most  combat-related  skil  Is. 

WmK  RflTing  (FOR) 

This  is  a  measure  of  a  character's  natural  affinity 
f  or  M  agi  c.  L  i  ke  C  ombat  R  ati  ng,  i  t  ref  I  ects  a  combi  nati  on 
of  natural,  cultural,  and  personal  factors.  M  agic  Rating 
serves  as  the  modifier  for  using  magical  Orders  and 
M  odes.  Characters  with  low  or  negative  magic  ratings 


have  trouble  determining  when  magic  is  used  on  or  near 
them  and  may  have  a  subconscious  distrust  of  magicians 
in  general. 

Hit  Poimr  (HP) 

T  hi  s  i  s  a  measu  re  of  a  character' s  abi  I  ity  to  sustai  n 
injury  before  dying.  The  average  number  of  hit  points 
that  an  individual  or  creature  possesses  is  determined 
by  race  and  archetype.  This  total  is  modified,  one  time 
only  for  beginning  characters,  by  adding  or  subtracting 
a  number  of  points  equal  to  the  individual's  Constitution 
R  ati  ng .  T  hereafter,  H  i  t  Poi  nts  do  not  i  ncrease.  H  i  t  Poi  nts 
are  not  used  asan  AttributeM  odifier  orto  makeAction 
Table  rolls. 

Attribute  EkrxrtiDflRKy 

M  ost  normal  humanoids  have  attributes  in  the -5 
to  +5  range,  with  zero  being  the  "average."  Attributes 
greater  than  +5  are  considered  "superhuman"  and 
attributes  below  -5  indicate  a  serious  disability  of  some 
kind. 

VUZWKOl  PRO^PURI; 
TOR  ATTRIBUTE  ROLL? 

A  nyti  me  a  character  uses  an  A  ttri  bute  to  determi  ne 
the  result  of  an  attempted  action,  use  the  following 
procedure: 

1.  Player  states  I  ntent  (which  Attribute  isto  be  used, 
and  what  isthe character  tryingto accomplish?) 

2.  Doublethe  Attribute's  numerical  Rating 

3.  GM  determinesbonusesorpenalties(basedonthe 
Degree  of  Difficulty  or  opposing  factors) 

4.  Player  rollstoattempttheaction 

5.  GM  judges  result. 

ATTRIBUTE  ROLL? 

1.  Stating  I  ntent 

Before  rolling  on  the  Action  Table  to  use  an 
A  ttri  bute,  the  pi  ayer  needs  to  state  hi  s  character' s  i  ntent. 
Tell  theGamemasterwhich  Attributeyou're using,  and 
what  it  is  you' re  trying  to  accomplish. 

2.  DoubletheAttribute'sRating 

Whenever  an  Attribute  is  being  used  as  the 
primary  modifier  for  an  action  it  is  always  doubled  first. 
This  rule  applies  to  plus-rated  (positive)  and  minus- 
rated  (negative)  A  ttri  butes.  Zero-rated  A  ttri  butes  remai  n 
the  same  (two  times  zero  =0). 
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Kurn  the  Kharakhan  Giant  needs  to  make  a 
Strength  roll  to  attemptto  lifta  massive  boulder. 
Kurn  doubleshisSTR  attributeof +8  for  a  total 
of +  16  to  his  roll. 

3.  Determining  Bonusesand  Penalties 

After  the  player  indicates  which  Attribute  is  being 
used  and  describes  the  character's  intent,  the 
G amemaster  must  determi ne  if  any  bonus  or  penalty  will 
be  applied.  This  is  done  before  the  player  rolls  on  the 
Action  Table. 

F  i  rst,  take  th  e  c  h  aracter' s  d  o  u  b  I  ed  A  ttri  b  ute  R  ati  ng 
and  apply  it  as  a  modifier  —  positive,  negative,  or  zero. 
T  hen ,  you '  1 1  need  to  determi  nethe  Degree  of  Difficulty. 
If  the  character's  action  is  being  opposed  by  another 
individual  or  creature,  decide  which  of  the  opponent's 
abilities  will  be  used  as  the  Degreeof  Difficulty.  If  it  is  a 
Ski  1 1 ,  the  opponent'  sSkill  Rating  isused  forthis  purpose. 
If  it  is  an  Attribute,  the  opponent's  Attribute  Rating  is 
doubled  and  used  as  the  Degree  of  Difficulty. 

If  the  action  is  unopposed,  then  the  Degree  of 
Difficulty  is  based  on  how  simple  or  difficult  it  will  be 
for  the  character  to  achieve  his  or  her  stated  intent. 

When  Kurn  tries  to  lift  the  boulder,  his  player 
rolls  his  doubled  Strength  rating  (+16)  versus 
the  Degree  of  Difficulty  for  the  weight  of  the 
stone.  The  GM  decides  that  the  stone  is 
impossiblefor  a  normal  (0  STR)  man  to  lift,  so 
he  sets  the  difficulty  at-15.  Of  course,  Kurn  isa 
Giant,  nota  normal  man,  so  he  still  hasa  +1 
modifier  to  his  roll  (16  - 15  =  1). 

Other  factors  that  may  apply  include  the 
character's  physical  condition  (wounded,  tired,  etc.), 
thefooting  (slick,  unstable,  etc.),  and  soon.  Comparing 
applicable  bonuses  and  penalties,  the  GM  arrives  at  a 
singlefigure.  This  is  the  modifier  that  will  be  applied  to 
the  player's  Action  Table  roll. 

4.  TheAttributeRoll 

To  determine  whether  the  Attribute  is  used 
successful  I  y  or  not  the  pi  ayer  rol  I  s  a  d20  on  the  A  cti  on 
Table,  applying  the  GM 's  modifier  to  the  die  result. 

5.  J  udging  the  Result 

With  all  Action  Table  rolls,  it  is  the  G M 's  job  to 
translate  the  results,  taking  into  account  the  modified 
die  roll  total  and  the  player's  stated  intent,  and  any 
other  rel  evant  factors.  R  evi  ew  the  i  nf  ormati  on  of  A  cti  on 
Table  results  in  this  chapter  for  examples. 


Attribute  ay  IDopifkr? 


Attribute  Ratings  are  used  as  modifiers  for 
applicable  Skills,  increasing  or  decreasing  the  affected 
skill  accordingly.  The  total  of  Skill  level  and  itsA  ttribute 
modi  f  i  er  i  s  referred  to  as  the  S  ki  1 1  R  ati  ng. 

Sherra  hasa  level  of +3  i  n  the  ski  II,  Acrobatics, 
and  a  DEX  of +2  (DEX  is  the  modifier  forthis 
skill).  Sherra's  Skill  Rating  in  Acrobatics  is 
therefore +5. 

ABILITY  RaflTTP  TO 
ATTRIBUTE 

Rwrcnon  Roll? 

The  first  impression  that  a  character  makes  on 
any  new  acquaintance  is  determined  by  making  a 
Charisma  roll  on  the  Action  Table.  Failure  indicates  an 
unfavorable  or  even  hostile  reaction;  Success  indicates 
acceptance  (or  at  least  ambivalence),  while  Critical 
Success  will  always  yield  the  most  favorable  response 
possible  under  the  prevailing  circumstances.  At  the 
Gamemaster's  discretion,  reaction  die  rolls  can  be 
employed  for  encounters  of  almost  any  sort.  In  some 
situations,  skills  such  as  Fashion  can  be  used  for 
reacti  on  rol  I  s,  dependi  ng  on  the  nature  of  the  i  ndi  vi  dual  s 
being  encountered,  their  native  culture,  and  otherfactors. 

Individuals  and  creatures  can  move  up  to  100  feet 
inoneround'stime,  pi  us  twenty  feet  per  +1  Speed  Rating 
or  minus  ten  feet  per  -1  Speed  Rating.  This  rate  of 
movement  assumes  an  even  surface,  a  straight  course 
of  travel,  and  limited  encumbrance.  When  using  a 
character's  or  creature's  Speed  Rating  to  determine 
distance  traveled,  remember  that  one  mile  per  hour  is 
equival  ent  to  aboutnine  feet  per  round.  Normal  walking 
speed  for  most  humanoid  creatures  can  be  considered 
to  be  about  20  feet  per  round.  It  is  only  rarely  necessary 
to  keep  track  of  movement  on  a  foot-by-foot  basis, 
however.  See  the  "M  ovement"  section  of  the  Combat 
Chapter  for  more  details. 

Themaximum  amount  of  weightthataTalislantan 
humanoid  with  average  ("0"  Rating)  Strength  can  carry 
is  their  own  body  weight,  plus  twenty-five  pounds  per 
each  additional  +1  Strength  Rating  or  minus  ten  pounds 
per  -1  Strength  Rating.  Negative  encumberance  is  not 
possi  bl e.  A  creature  w hose  wei  ght  I  i  mi t  i  s  negative  can 
lift  and  carry  less  than  one  pound.  At  maximum 
encumbrance,  individuals  suffer  a  penalty  of  -5  on  all 
Action  Table  die  rolls  related  to  movement  of  any  sort 


(including  all  combat  and  spellcasting  that  requires 
getsures).  Encumbrance  figures  for  quadrupeds  are 
quadrupled. 

^OlDBflT  V(\W)PSK 

Damage  totals  for  physical  attacks  employing 
natural  or  other  weaponry  are  modified  by  adding  the 
attacker's  Strength  Rating  to  the  weapon's  Damage 
R  ati  ng  ( D  R ) .  D  amage  total  s  f  or  devi  ce- propel  I  ed  mi  ssi  I  e 
weapons  such  as  arrows  are  not  modified  by  the  user's 
Strength,  although  hand-thrown  weapons  such  as 
javelins  are.  For  more  information  on  Damage  Ratings 
see  the  chapter  on  Combat. 

The  average  individual  or 
creature  heals  at  the  rate  of  5  Hit 
Points  per  day,  plus  one  additional 
point   of    healing    per  +1 
Constitution  Rating.  Individuals 
with  negative  Constitution  Ratings 
heal  at  the  rate  of  5  H  P  per  day,  mi  nus 
one  point  of  healing  per  -1  CON 
Rating  (theminimumrateof  healing 
is  one  point  per  day).  Note  that 
specific  injuries  such  as  broken 
bones  may  take  longer  to  heal 
than  simply  regaining  the  hit 
points  lost.  This  is  left  to  theG  M 's 
discretion. 
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Individuals  or  creatures  reduced  to  zero  or  less 
Hit  Points  are  rendered  unconscious  and  on  the  verge 
of  death.  Should  this  happen  the  Gamemaster  must  roll 
on  the  Action  Table,  using  the  victims  Constitution 
Rating  and  current  Hit  Points  as  modifiers.  Thetotal  will 
yield  one  of  thefollowing  results: 

•  Mishap:  barring  a miracleof  somesort,  thevictim's 
career  has  come  to  an  untimely  end.  If  the  victim 
was  a  PC,  the  player  can  create  a  new  character. 

•  Failure:  thingsarelooking  grim.  Thevictim  isfading 
fast  and  will  need  to  make  another  CON  roll  every 
minute  at  a  cumulative  penalty  of  -1  per  minute.  A 
result  of  f  ai  I  ure  or  worse  on  any  of  these  subsequent 
CON  rolls  results  in  death.  A  result  of  partial  success 
or  better,  and  the  vi  cti  m  gets  to  I  i  vef  or  another  mi  nute. 
At  best,  thevictim  will  suffer  a  permanent  injury  of 
some  kind  (as  per  a  result  of  Partial  Success). 

•  Partial  Success:  thevictim  will  recover,  but  will  suffer 
some  sort  of  permanent  i  nj  ury .  Possi  bi  I  ities  i  ncl  ude 
disfiguring  scars,  a  1-point  reduction  of  one  of  the 
vi  cti  m' s  A  ttri  butes,  amnesi  a,  or  some  other  di  sabi  I  i  ty 
appropriate  to  the  circumstances  surrounding  the 
victim's  "near-death  experience"  (GM 's  ruling) 

•  Full  or  Critical  Success:  the  victim  will  recover 
completely,  with  or  without  medical 
attention,  and  suffer  no  permanent 
damage. 


7MA3 

T  here  are  ten  categori  es  of  ski  1 1  s  i  n  the  T al  i  si  anta 
game,  each  rel  ated  to  a  parti  cul  ar  aspect  of  the  character' s 
background  and  training.  These  are:  Common,  Language, 
Combat,  Performing,  Scholar,  Thieving,  Trade, 
W  ilderness,  M  agical,  and  Special  A  bilities.  Specific  skills 
are  covered  in  detail  in  the  Skills  Chapter. 

TOR  yftlLL  ROLL? 

A  nyti  me  a  character  uses  a  S  ki  1 1  to  determi  ne  the 
result  of  an  attempted  action,  use  the  following 
procedure: 

1.  Player  states  I  ntent  (which  Skill  is  to  be  used,  and 
what  isthe character  trying  to  accomplish?) 

2.  G  M  determines  bonusesor  penalties  (based  on  the 

character's  Skill  Rating  and  the  Degree  of 
Difficulty  or  opposing  factors) 

3.  Player  rollsto  attempt  the  action 

4.  GM  judges  result. 

TRILL  ROLL? 

1.  Stating  I  ntent 

Before  rolling  on  the  Action  Tableto  usea  Skill, 
the  player  needs  to  state  his  character's  intent.  Tell  the 
Gamemaster  which  Skill  you're  using,  and  what  it  is 
you're  trying  to  accomplish.  Don'tforget:  Skill  Rating 
(Skill  level  +  Attribute  modifier)  is  always  used  for  any 
type  of  Skill  roll. 

2.  Determining  Bonusesand  Penalties 

A  f  ter  the  pi  ayer  i  ndi  cates  which  Skill  isbeing  used 
and  describes  the  character's  intent,  the  Gamemaster 
determines  if  any  bonus  or  penalty  will  be  applied.  This 
is  done  before  the  player  rolls  on  the  A  ction  Table. 

Apply  the  character's  Ski  1 1  Rating  as  the  modifier 
for  the  attempted  action.  Then  determine  the  Degree  of 
Difficulty.  If  the  character's  action  is  being  opposed  by 
another  individual  or  creature,  decide  which  of  the 
opponent's  abilities  will  be  used  as  the  Degree  of 
Difficulty.  If  it  is  a  Skill,  the  opponent's  Skill  Rating  is 
used  f or  thi  s  purpose.  If  it  is  an  A  ttri  bute,  the  opponent' s 
Attribute  Rating  is  doubled  and  used  as  the  Degree  of 
Difficulty. 


If  the  action  is  unopposed,  then  the  Degree  of 
Difficulty  is  based  on  how  simple  or  difficult  it  will  be 
for  the  character  to  achieve  his  or  her  stated  intent.  For 
example,  if  a  character  is  trying  to  pick  a  lock,  the 
complexity  and  condition  of  the  lock  determines  the 
Degree  of  Difficulty. 

Comparing  Skill  Rating  and  Degree  of  Difficulty, 
the  GM  arrives  at  a  single  figure.  This  is  the  modifier 
thatwill  be  applied  to  the  player'sA  ction  TableSkill  roll. 

4.  The  Skill  Roll 

To  determi  ne  w  hether  the  Ski  1 1  i  s  used  successful  ly 
or  not  the  pi  ayer  rollsad20  on  theActionTable,  applying 
theGM  'smodifierto  thedieresult. 

5.  J  udging  the  Result 

TheGM  interprets  the  result,  taking  into  account 
themodified  die  roll  total,  the  player's  stated  intent,  and 
any  other  relevant  factors. 

(Jy\m  7nll?  that  Your  ^mmnxn 
Vwd't  XXcwk 

When  a  character  attempts  to  use  a  ski  1 1  that  he  or 
she  does  not  know,  there  are  two  different  ways  the  G  M 
can  handle  the  situaiton. 

1.  Let  the  character  usea  similar,  related  skill 
in  place  of  the  required  skill.  TheGM  willassessan 
additional  Degree  of  Difficulty  penalty  based  on  how 
related  she  thinks  the  two  skills  are.  This  is  called  the 
Substitution  Penalty. 

Scratch  the  F  erran  Thief  has  been  cornered  by 
two  ruffians  who  think  he  stole  their  purses. 
The  F  erran  has  no  weapon  but  has  picked  up  a 
stout  stickfromtheground  and  wants  to  defend 
himself  with  it.  Scratch  does  not  have  the  Club 
skill,  but  he  does  have  Short  Sword  at +5.  The 
GM  decides  that  this  is  close  enough  and  lets 
Scratch's  player  usetheShort  Sword  skill  with 
only  a  -2  penalty. 

2.  Let  the  character  attempt  the  action  as  if  they 
had  the  skill  at  level  zero.  The  GM  may  assess 
additional  penalties  if  she  feels  that  the  skill  requires  a 
great  deal  of  training  or  experience  to  even  attempt. 

Crush  the  Thrall  wants  to  sneak  aboard  an 
Imrian  slave  ship  while  it  is  docked  in  Tarun. 
Crush  does  not  have  the  Stealth  skill. TheGM 
lets  Crush's  player  roll  on  theActionTable  as  if 
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Crush  had  a  Stealth  skill  of  zero.  C  rush's  player 
rolls  with  a  +2  modifier  (Stealth  0  +  Dexterity 
rating  of  +2  =  +2).  Note  that  Crush's  player 
does  not  double  his  Dexterity  rating  since  this 
isstrictly  a  skill  roll,  notan  attribute  roll. The 
GM  rules  that  si  nee  sneaking  around  is  a  simple 
taskonly  a  -3  substitution  penalty  is  necessary. 

Later  on,  C  rush  encounters  a  locked  chest  that 
he  wants  to  open.  Crush  does  not  have  the  Locks 
skill  but  he  wants  to  try  to  pick  it  anyway.  Once 
again,  the  GM  lets  Crush's  player  roll  on  the 
Action  Table  as  if  he  had  a  Locks  skill  of  zero. 
However,  the  GM  rules  that  lockpicking  is  a 
very  precise  and  sophisticated  skill  that 
requires  training  (not  just  nimble  fingers)  so 
Crush  takes  an  additional  penalty  of -10. 

Note  that  some  skills  like  M  agic,  Alchemy,  and 
Special  Abilities  cannot  be  attempted  at  all  unless  the 
character  possess  them. 

IIDPROMDQ  TRILL? 

As  players  earn  Experience  Points  (XP)  for 
adventures,  they  can  use  accumulated  XP  to  improve 
thei  r  character'  sSkills.  Thecost  in  X  P  to  improveaSkill 
is  equal  to  twice  the  new  Skill  level  (not  the  total  Skill 
Rating,  which  is  the  combination  of  Skill  plus  Attribute 
modifier).  Forexample,  theCymrilian  magician,  Etarre, 
has  the  Ski  1 1 ,  A  rcane  L  ore,  at  a  L  evel  of  +5.  To  i  mprove 
herSkill  Level  to  +6 ,  Etarre  must  spend  12  XP  —  twice 
the  new  Skill  Level  of +6. 

Skills  can  only  be  improved  one  Level  at  a  time. 
Though  PCscan  improve  more  than  oneSkill  atatime, 
the  same  Skill  can  only  be  improved  once  per  week  of 
game  time. 

ftauifw  Dan  5nlu 

Experience  Points  accumulated  though 
adventuring  can  also  be  used  to  acquire  new  skills. 
A  ddi  ti  onal  S  ki  1 1  s  can  be  acqui  red  at  a  cost  of  one  X  P  per 
each  week  of  time  required  to  learn  the  new  talent,  as 
i  ndi  cated  i  n  the  Skill's  descri  pti  on  ( see  the  S  ki  1 1  s  C  hapter 
forthis  information). 

If  anew  Skill  is  completely  unrelated  to  the  PC's 
archetype,  he  or  she  may  need  to  hi  re  a  qualified  person 
to  teach  the  new  talent.  Forexample,  if  a  magician  wanted 
to  acquire  the  Skill,  Tracking,  he  might  have  to  hire  a 
tracker  or  hunter  to  teach  hi  m  thi  s  tal  ent  (see  H  i  rel  i  ngs, 
in  the  Gamemaster's  chapter,  for  details  on  hiring  a 
qualified  instructor). 


Once  the  necessary  XP  and  time  have  been 
expended,  the  player  can  add  the  new  Skill  to  the  PC's 
Character  Sheet.  All  new  Skills  have  a  beginning  Level 
of  +l.To  improve  the  skill  level,  the  cost  in  XP  isequal 
to  the  twice  the  new  level  of  the  skill,  as  explained  in 
Improving  Skills. 

fl  Dott  About  ^p^ial  Ability 

Though  someSpecial  Abilities  are  used  much  I  ike 
Skills,  they  can  not  be  acquired  as  additional  skills. 
Rather,  Special  A  bilities aretalentsderived  asa  resu 1 1 of 
an  individual's  race,  background,  or  culture.  Those 
Special  Abilities  with  a  Skill  Level  and  an  Attribute 
M  odifiercan  beimproved,  as  per  the  rules  of  Improving 
Skills. 

trill  mj\my  tor 

The  creatures  included  in  the  Traveler's  Guide 
section  of  this  game  use  a  simplified  system  for 
determining  the  extent  of  their  abilities.  In  place  of  the 
assortment  of  Skills  that  PCs  and  NPCs  possess, 
creatures  are  rated  according  to  their  overall  Ability 
Level,  which  is  used  as  an  Action  Table  modifier  for 
almost  every  situation.  Additionally,  Constitution 
Ratings  have  already  been  added  to  Hit  Point  totals, 
and  Strength  Ratings  have  been  factored  into  Damage 
R  ati  ngs.  C  reatures  do  not  have  C  ombat  R  ati  ngs  or  M  agi  c 
Ratings,  since  all  fighting  or  spel Icasti ng  abilites  are 
based  on  Ability  Level. 


TO 
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Like  all  actions  in  the  Talislanta  game,  Combat 
results  are  determined  by  rolling  a  d20  on  the  Action 
Table.  However,  thelevel  of  detail  required  to  simulate 
Combat  i  n  the  game  is  significantly  greater  for  Combat 
than  for  Skills  or  Attributes. 

As  with  all  Skills,  Combat  Skills  also  have  an 
Attribute M  odifier,  which  iscalled  CombatRating  (CR 
for  short) .  T  he  term,  C  ombat  S  ki  1 1  R  ati  ng,  al  ways  refers 
to  the  combination  of  a  Combat  Skill's  level  plus  the 
character'sCR  modifier. 

Kommi  Rounpy  (To  Tgrdt 

During  combat,  time  is  measured  in  rounds.  A 
round  is  roughly  six  seconds  long:  enough  time  for 
combatants  to  draw  weapons  and  exchange  attacks, 
move  up  to  the  maximum  allowable  distance  based  on 
their  Speed  Rating,  or  cast  a  spell.  During  a  combat 
round,  each  character  is  given  a  chance  to  take  action. 

A  si  n g I  e  c h aracter' s  acti  on  w  i  th  i  n  a  ro u nd  i  s  cal  I  ed 
aturn,  as  in  "it'sGor'sturn  to  attac  k . "  0  nee  al  I  ch  aracters 
involved  in  the  combat  have  taken  their  turn,  the  round 
is  over. 

Ufmm  RflTIDQ  &  PRCmXTIOD  RflTIDQ 

In  the  4th  edition  of  the  Talislanta  game,  it  is  no 
longer  necessary  to  make  a  separate  die  roll  to  determine 


how  much  damage  an  attack  does.  Instead,  weapons 
and  other  forms  of  attack  do  a  set  amount  of  damage 
based  on  their  Damage  Rating  (DR  for  short),  and  the 
Action  Tabledie  roll. 

Protection  Rating  (PR)  describes  the  protective 
value  of  armor.  In  the  Talislanta  game,  armor  is  rated 
according  to  the  number  of  Hit  Points  it  absorbs  per 
attack. 

For  more  information  on  Damage  Rating, 
Protection  Rating,  weapons,  and  armor,  seethechapter 
on  Combat. 

TOR  TOfDBflT 

Anytime  a  character  engages  in  Combat,  use  the 
following  procedure: 

1.  Combatants  roll  for  Initiative  (each  makes  an 
Attributeroll  using  Speed  Rating;  tiieopponentwith 
the  highest  roll  goes  first) 

2.  Player  states  I  ntent  (what  kind  of  tactic  is  the 
character  attempting,  and  what  is  its  specific 
intent?) 

3.  GM  determines  bonusesor  penalties  (based  on  the 
character' sand  opponents  Combat  Skill  Ratings, 
and  other  factors) 

4.  Player  rollstoattempttheaction 

5.  GM  judges  result. 
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^QIDBflT  ROLL? 

1.  Rolling  for  Initiative 

At  the  beginning  of  any  Combat  situation,  each 
combatant  makes  an  A  ttri  bute  rol  I  usi  ng  thei  r  respecti  ve 
Speed  Ratings.  This  is  called  rolling  for  Initiative.  The 
character  with  the  highest  Initiative  total  is  allowed  to 
act  first,  and  may  choose  a  Tactic  based  on  the  slower 
opponent' s  I  ntent  (see  #2) .  T  he  combatant  with  the  next 
highesttotal  goes  next,  and  so  on  until  all  the  combatants 
have  taken  their  turns. 

I  f  you  prefer  a  hi  gh  degree  of  detai  I  i  n  your  game, 
combatants  can  roll  for  Initiative  each  round.  If  you 
prefer  a  simpler  approach,  have  the  combatants  roll  for 
Initiative  only  for  the  first  round  of  Combat,  to  establish 
who  goes  first,  second,  and  so  on.  Then  have  all 
opponents  proceed  i  n  turn  for  the  remai  nder  of  the  fight. 

2.  Stating  I  ntent 

B  ef  ore  rol  I  i  ng  f  or  C  ombat  the  character  must  state 
his  character's  Intent.  This  is  done  by  choosing  a 
weapon  or  Combat  Skill,  and  a  CombatTactic.  There  are 
four  categori  es  of  C  ombat  Tacti  cs  in  theTalisI  anta  game: 
Attack,  Defend,  Movement,  and  Stunt.  Each  has  a 
number  of  variations,  as  described  in  the  chapter  on 
Combat.  For  example,  a  character's  Intent  might  be  to 
throw  a  spear,  parry  w  i  th  a  shi  el  d,  retreat,  or  try  to  tri  p  or 
distract  an  oppoent. 

The  winner  of  the  Initiative  roll  can  choose  to 
declare  I  ntent  f  i  rst  or  wait  until  other  combatants  have 
done  so,  in  order  to  anticipate  their  opponents'  moves 
and  act  accordingly.  Either  way,  theindividual  who  has 
the  I  niti  ative  rol  Is  f  i  rst. 

3.  Determining  Bonusesand  Penalties 

After  the  player  indicates  the  weapon  and  tactic 
being  used  and  describes  the  character's  Intent,  the 
Gamemaster  determines  if  any  bonus  or  penalty  will  be 
applied  before  the  player  rolls  on  the  Action  Table. 

Apply  a  bonus  based  on  the  Combat  Skill  Rating 
chosen  by  the  character.  To  save  time  during  the  game 
it's  a  good  idea  to  have  players  figure  their  characters' 
modified  Combat  Skill  Ratings  in  advance  and  record 
these  numbers  on  their  Character  Sheet. 

Apply  a  modifier  based  on  the  Degree  of 
Difficulty.  If  the  Combat  tactic  is  being  opposed  by 
another  individual  orcreature,  the  Degree  of  Difficulty 
isalways based  on  thedefender'sabilities.  Decidewhich 
ability  is  most  appropriate,  based  on  the  following 
considerations: 


•  If  thedefender  is  using  a  weapon,  usethe  defender's 
Skill  Rating  in  that  weapon  as  the  Degree  of 
Difficulty. 

•  If  the  defender  is  unarmed,  use  the  defender's 
Brawling  or  Martial  Arts  Skill  Rating.  If  the 
defender  has  no  such  talent,  use  his  or  her  basic 
Com  bat  Rating  AttributeastheDegreeof  Difficulty. 

If  the  attack  is  unopposed,  then  the  Degree  of 
Difficulty  is  based  on  how  simple  or  difficult  it  will  be 
for  the  character  to  achieve  his  or  her  stated  intent.  For 
example,  if  Dayn  The  Forgotten  is  trying  to  hit  an  unwary 
opponent  with  an  arrow,  the  Degree  of  Difficulty  would 
be  based  on  such  factors  as  the  targets'  range  and  degree 
of  cover,  not  the  opponent's  combat  abilities. 

Compare  applicable  bonuses  and  penalties,  and 
use  the  total  as  the  modifier  that  will  be  applied  to  the 
pi  ayer' s  A  cti  on  Tabl  e  C  ombat  rol  I . 

4  TheC  ombat  Action  Roll 

To  determine  whether  the  Combat  action  is 
successful  or  not  the  player  rolls  a  d20  on  the  Action 
Table,  applying  the  GM 's  modifier  to  the  die  result. 

5.  J  udging  the  Results 

After  the  player  rolls,  the  GM  will  interpret  the 
Action  Table  result,  taking  into  account  the  specific 
circumstances  surrounding  of  the  action,  and  other 
factors.  Combat  actions  intended  to  cause  damage  will 
produce  one  of  the  following  results: 

•  Mishap:  the  attack  fails  due  to  a  mishap  of  some 
sort;  the  attacker  stumbles  and  falls,  hits  himself, 
hits  an  unintended  target,  breaks  the  weapon  being 
used,  etc.  (GM 's  ruling) 

•  Failure:  the  attack  misses  the  intended  target. 

•  Partial  Success:  the  attacker  scores  a  gl  anci  ng  bl  ow 
that  only  does  half  the  attack  form's  total  Damage 
Rating  (rounded-up  to  the  nearest  whole  number). 

•  Full  Success:  the  attack  does  its  full  DamageRating. 

•  Critical  Success:  the  attack  does  full  DamageRating 
and  achieves  the  attacker's  stated  Intent.  If  the 
I  ntent  was  to  i  nj  ure  or  ki  1 1 ,  the  vi  cti  m  suffers  a  C  ri ti  cal 
Wound,  and  mustmakearoll  using  his  Constitution 
Rating  to  determine  how  badly  he  is  hurt.  Subtract 
the  Damage  Rating  of  the  attack  from  thisCON  roll. 
Partial  Success  means  the  victim  suffers  a  penalty 
of -5  on  all  further  actions  until  healed  of  the  Critical 
Wound.  Failure  or  M  ishap  means  the  victim  is 
incapacitated  until  healed.  See  the  chapter  on 
Combatfor  more  information  of  Critical  Wounds. 


I  n  T  al  i  si  anta' s  N  ew  A  ge,  there  are  many  d  i  f f erent 
types  of  Magic  being  practiced,  each  with  its  own 
traditions,  theories,  and  techniques.  And  these  are  only 
the  faded  descendants  of  the  great  arcane  disciplines 
of  old,  evidence  of  which  can  still  be  found  among  the 
many  ancient  ruins  scattered  across  the  continent. 

Talislanta's  very  existence,  peoples,  and 
geography  are  products  of  magic.  M  agical  storms  still 
sweep  the  continent,  leaving  sorcerous  mutations  in 
their  wake.  Impossible  and  fantastic  creatures  inhabit 
all  corners  of  the  world.  M  agic,  in  some  form  or  another, 
is  part  of  every  Talislantan's  life. 

An  Order  is  a  school  of  M  agic,  like  Wizardry  or 
N  ecromancy  —  thi  nk  of  i  t  as  a  character' s  f  i  el  d  of  magi  cal 
expertise.  There  are  eleven  Orders  practiced  by 
Talislantan  magicians  of  the  New  Age,  described  in  detail 
in  the  chapter  on  M  agic.  Though  each  interprets  magic 
i  n  a  different  way,  a  set  of  common,  underlyi  ng  pri  nci  pies 
governs  its  effects.  Note  that  Orders  are  not  Skills,  and 
are  not  used  for  A  cti  on  T abl e  di e  rol  I s. 

Players  should  concentrate  on  learning  all  about 
the  M  agical  Order  (or  Orders)  their  characters  have 
studied.  This  information  describes  how  magic  works 
for  members  of  that  Order,  and  how  such  spell  casters 
view  the  practice  of  M  agic.  Learning  an  additional  Order 
requires  100  weeks  of  training  (100  XP). 

A  M  ode  is  a  general  type  of  spell-effect,  such  as 
Illusion,  Conjuration,  etc.  There  are  twelve  different 
M  odes  that  together  descri  be  al  I  the  powers  and  abi  I  i  ti  es 
of  modern  magicians,  described  in  detail  in  the  chapter 
on  M  agic.  Players  should  be  familiar  with  the  M  odes 
that  thei  r  characters  know ,  as  thi  s  tel  I s  them  the  ki  nd  of 
spells  they  can  cast.  GMs  should  know  about  how 
Modes  work  as  well.  Modes  can  be  aquired  like  any 
otherSkill,  atacostof  20XP. 


In  the  Talislanta  game  a  spell  can  either  be  cast 
from  memory  or  from  a  written  work  such  as  a  scrol  I  or 
book.  The  following  sections  explain  how  these  two 
methods  work  in  the  game. 
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Thefollowing  isan  overview  of  the  procedure  for 
casting  spells  from  memory.  Each  of  the  steps  is 
explained  in  detail  below. 

1.  Player  states  I  ntent  (what  is  the  spell's  M  ode  & 
intended  effect?) 

2.  Player  chooses  Spell  L  evel  (how  powerful  will  the 
spell  be?) 

3.  GM  determinesbonusesorpenalties(basedonthe 
character's  Mode  rating,  spell  level,  and  other 
factors) 

4.  Player  rol  Is  to  cast  spell 

5.  GM  judges  result. 

Ka?T\m  ypaiy  prop) 
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1.  Stating  I  ntent 

Decide  what  kind  of  spell  you  want  to  cast,  based 
on  the  M  odes  your  character  knows;  if  your  character 
doesn't  know  the  M  ode,  you  can't  cast  a  spell  of  that 
type.  Keep  in  mind  your  character's  magical  Order,  how 
its  members  cast  their  spells,  and  whether  or  not  they 
use  material  components  or  rituals  of  any  sort. 

Once  you've  done  this  you  can  describe  the  type 
of  spell  the  character  is  casting  and  it's  intended  effect. 
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Is  the  spell  attacking  something  nearby?  Is  the  magician 
cooking  up  a  diabolical  curse?  Is  she  waving  her  arms 
and  chanting?  Is  she  drawing  arcane  runes  in  the  dirt? 
The  important  thing  is  to  state  your  Intent  clearly,  so 
theGM  and  other  players  can  picture  your  action  in  the 
scene. 

2.  Choosing  Spell  Level 

E  ach  time  a  spell  is  cast  from  memory,  the  player 
must  decide  how  much  energy  his  character  will  invest 
in  it.  In  game  terms,  the  quantity  of  energy  behind  a 
spell  is  known  as  its  Spell  Level.  M  agicianscan  usually 
castaspell  at  any  level  desired.  However,  thehigherthe 
Spell  Level,  the  more  difficult  the  spell  is  to  cast,  and  the 
greater  the  chance  of  a  magical  M  ishap. 

3.  Determining  Bonusesand  Penalties 

A  f  ter  th e  mag i  c i  an '  s  p I  ay er  has  d esc ri  bed  the  spel  I 
and  the  desired  effect,  the  GM  must  determine  if  any 
bonus  or  penalty  will  be  applied.  This  is  done  before 
the  player  rolls  to  cast  the  spel  I. 

Use  the  character's  modified  Skill  Rating  in  the 
chosen  Mode  as  the  primary  modifier.  Then  apply  a 
penalty  of  -1  per  level  of  the  spell  that  is  to  be  cast  as 
the  Degreeof  Difficulty.  Compare  the  two  figures  to  get 
the  modifier  that  will  be  applied  to  the  player's  Action 
Table  roll. 

Cyrila  theAeromancer  hasa  skill  rating  of +7 
i  n  the  M  ove  mode  and  wants  to  cast "  Touch  of 
the  Wind"  (a  M  ove  mode  spell)  at  Level  6.  Her 
final  Action  Table  modifier  is  +1  (7  -  6  =  1). 

4.  TheCastingRoll 

To  determine  whether  the  spell  is  successful  or 
notthe  player  rolls  a  d20  on  theAction  Table,  applying 
theGM 's  modifier  to  thedieresult. 

5.  J  udging  the  Result 

A  f  ter  the  pi  ayer  rol  I  s,  the  G  M  i  nterprets  the  A  cti  on 
Table  result,  taking  into  account  the  specific 
circumstances  surrounding  of  the  action,  and  other 
factors,  as  follows: 

•  Mishap:  the  spell  fails,  resulting  in  potentially 
disastrous  consequences  (see  M  agical  M  ishaps,  in 
this  section) 

•  Failure:  thespell  fails 

•  Partial  Success:  the  spell  has  half  the  intended 
effect,  range,  duration,  or  potency  (GM's  ruling 
based  on  the  type  of  spell  cast). 


the  spell  works  as  intended. 

•  C  ritical  Success:  the  spell  is  cast  as  efficiently  and 
effortlessly  as  possible.  This  spell  does  not 
contribute  to  the  caster's  Spell  Penalty  for  the  day 
(see  T  he  Spell  Penalty  on  the  f  ol  I  ow  i  ng  page) . 

Magicians  can  also  cast  spells  by  reading  them 
directly  from  magic  scrolls  or  spellbooks.  There  are 
benefits  and  drawbacks  to  this  method.  When  casting  a 
spell  from  a  written  work,  the  magician  receives  a  bonus 
of  +5  to  her  casting  roll.  However,  this  type  of  spell 
casting  requires  a  mini  mum  of  1  minute  (10  rounds)  per 
Spell  Level  to  cast. 

Scrolls  are  lightweight  and  easily  carried,  and  can 
be  reused  any  number  of  times.  However,  a  scroll  can 
only  contain  a  single  spell.  Spellbooks  can  contain 
hundreds  of  spells,  but  are  usually  cumbersome  and  ill- 
suited  for  travel.  M  ost  magicians  are  careful  to  guard 
their  books  from  those  who  might  want  to  steal  their 
secrets. 

T  here  are  few  thi  ngs  a  magi  ci  an  dreads  more  than 
a  M  agical  M  ishap.  Here  is  a  list  of  possible  M  agical 
M  ishaps  that  originally  appeared  in  the  first  edition  of 
the  Tali  si  anta  game,  back  in  1987. 

•  No  noticeable  effect  (50%  chance  of  side-effect 
occurring  later) 

•  Spell  rebounds  upon  caster 

•  Spell  strikes  unintended  target  (random  direction) 

•  Reverse  spel  I  effect  (rebounds  upon  caster) 

•  Reverse  spel  I  effect  (random  direction) 

•  Static  spell  effect;  area  charged  with  magical 
energies(5-footradiusaroundthecaster) 

•  Wandering  spell  effect,  5-foot  radius  charged  with 
magical  energies,  moves  at  random 

•  Phase-shift:  caster  teleported  to  random  location 

•  Black  holeeffect:  caster  and  any  individuals  within 
20 feet  are  drawn  into  another  dimension 

•  Temporal  rift:  caster  falls  backwards  (or  forwards) 
in  time 

•  Random  spell  effect  (Gamemaster's choice) 
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Any  spell  or  magical  effect  can  be  dispelled  by 
casting  a  counterspell  of  the  same  Mode.  If  the 
counterspell  is  of  a  different  Order  than  the  original 
spell,  the  magician  takes  an  additional  -5  penalty  to  his 
casting  roll.  Counterspells  have  the  same  range  and 
duration  as  regular  spells  of  the  same  M  ode. 

First,  the  magician  must  successfully  cast  the 
counterspel  I  (f  ol  I  ow  the  normal  spel  I casti  ng  procedure) . 
Then  compare  the  level  of  the  counterspel  I  to  the  level 
of  the  spell  to  be  countered.  Use  the  level  of  the 
counterspell  as  a  positive  modifier  and  the  level  of  the 
spel  I  or  magi  c  to  be  countered  as  theDegreeof  Difficulty 
then  roll  on  the  Action  Table.  Full  or  Critical  Success 
means  the  spell  has  been  countered,  and  its  effects 
negated.  Partial  Success  means  the  spell's  level  and  its 
effects  have  been  reduced  by  half  (round  up).  Failure 
means  the  counterspell  has  no  effect,  while  a  M  ishap 
may  actually  strengthen  or  extend  the  duration  of  the 
target  spell  (GM 's  ruling). 

For  example,  Alanar  casts  a  Level  9  spell  that 
creates  a  Wall  of  Winds  between  him  and  his 
rival,  Cyrila  the Aeromancer.  However,  Cyrila 
is  proficient  in  this  Mode  (Defend),  and  is  of 
the  same  Order  as  Alanar.  She  successfully  casts 
a  counterspell  at  Level  8,  hoping  thatthiswill 
be  sufficient  to  dispel  her  opponent's  magic. 
After  her  spel Icasting  roll,  Cyrila's  player  rolls 
again  ata  penalty  of -1  (her  level  8  counterspell 
minus  Alanar's  level  9  spell  =  -1).  She  rolls  a 
17, for  a  resultof  F  ul I  Success.Alanar'sbarrier 
sputters  and  dissolves  before  his  eyes. 

tyk  ypai  P^DflLTY 

Casting  spells  from  memory  is  mentally 
exhausting.  Each  time  a  spel  I  iscast,  themagician  incurs 
a  cumulative  penalty  of  -1  on  further  spell  casting  die 
rolls  for  that  day,  with  one  exception:  spells  that  result 
in  a  Critical  Success  do  not  contri  bute  to  this  penalty.  A 
minimum  of  seven  hours  of  rest  is  required  to  recover 
normal  spellcasting  abilities.  "Rest"  includes  sleep, 
meditation,  or  any  other  form  of  relaxation. 

Torren  the  Wizard  wants  to  cast  "Arkon's  Bolt 
of  Destruction."  He  has  already  cast  three 
spells  in  the  last  few  hours,  so  Torren  suffers  a 
minus  3  Spell  Penalty)  in  addition  to  any  other 
Action  Table  modifiers).  After  the  spell  is  cast, 
Torren's  player  noteson  hischaracter  sheetthat 
Torren'snew  Spell  Penalty  is -4.  The  next  time 
he  casts  a  spell,  he  will  take  an  additional  -4 
penalty  to  his  casting  roll. 


SeeTheGM  'sChapterf  or  alternative  Spel  I  Penalty 
systems  that  can  allow  for  a  more  (or  less)  magic-rich 
game. 


Rules  for  Enchanting  Items  can  be  found  at  the 
end  of  the  chapter  on  M  agic,  following  the  lists  of  M  odes 
and  Orders. 

TrK  5Vl^D-lTTI7)  Liidit 

Should  an  individual  attempt  to  carry  more  than 
seven  enchanted  items  on  his  or  her  person  at  a  time, 
each  will  cancel  out  the  other  and  all  will  temporarily 
cease  to  function.  Only  by  reducing  the  number  of  items 
bei  ng  carri  ed  to  seven  or  I  ess  w  i  1 1  the  remai  ni  ng  devi  ces 
return  to  normal  operation.  Note  that  potions,  powders, 
and  other  alchemical  concoctions  are  not  enchanted 
items,  and  do  not  count  towards  the  seven-item  limit. 
Formoreinformation,  seetherulesforEnchantment,  at 
the  end  of  the  M  agic  chapter. 
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I  n  the  T al  i si anta  game,  C ombat  can  be  a  sw i f t  and 
deadly  affair.  Whether  you're  playing  in  an  Heroic  or  a 
G  ri  m  F  antasy  campai  gn,  the  chances  of  your  character' s 
survival  will  improve  considerably  the  more  you  know 
about  the  rules  in  this  chapter.  This  section  includes 
informationon: 

Damage  Ratings:  for  weapons  and  other  attacks 
Protection  Ratings:  the  protective valueof  armor 
Combat  Tactics:  strategies  for  combat 

Note  that  Combat  and  Weapon  skills  can  be 
acq  ui  red  and  i  mproved  as  ex  pi  ai  ned  i  n  the  rul  es  f  or  S  ki  1 1  s 
in  Chapter  1.  See  Chapter  4  for  descriptions  of  these 
Skills. 

vammz  mv\m 

A  weapon's  Damage  Rating  (DR  for  short)  is 
equivalent  to  the  maximum  number  of  H  it  Points  it  is 
capableof  doing  inthehandsof  an  individual  or  creature 
of  "average"  (0-rated)  Strength.  For  example,  a 
longsword  withaDR  of  8  wil  I  doamaximumof  eightHP 
damage.  When  using  hand- held  weapons,  combatants 
add  their  Strength  Rating  (STR)  to  the  Damage  Rating 


total.  For  example,  a  warrior  with  a  STR  of  +2  will  do  a 
maximum  of  10  HP  damage  with  that  same  longsword 
(DR  8  pi  us  STR  +2  =10).  Remember  that  damage  totals 
for  device- propel  led  missile  weapons  such  as  arrows 
are  not  modified  by  the  user's  STR,  although  hand- 
thrown  weapons  such  as  javelins  are. 

The  Action  Table  result  indicates  how  much  of 
the  total  DR  aweapon  doesonagiven  attack,  asfollows: 

•  Partial  Success:  Half  the  total  DR 

•  Full  Success:  Full  Damage  Rating 

•  Critical  Success:  Full  DR  +Critical  Wound. 

A  complete  list  of  Damage  Ratings  for  weapons 
can  be  found  in  the  Equipment  chapter. 

A  weapon  can  be  enchanted  to  increase  its 
Damage  Rating  or  to  give  it  a  single,  spell-power  (such 
asaflaming  sword);  not  both.  For  example,  a  longsword 
with  an  enchantment  of  +1  has  a  DR  of  9  —  one  point 
better  than  a  non-magical  longsword. 


Body  slam 

DR  3+STR 

Choke 

D  R  4  per  round  (no  armor) 

Kick 

DR  2  +STR 

Punch 

r\  n   1  ,rTn 

DR  1 +STR 

Head  butt 

DR  l  +STR 

Shield  bash 

DR  3+STR 

Burning 

DR  4  per  round  (no  armor) 

Drowning 

DR  4  per  round  (no  armor) 

Falling 

DR  6perl0-footdrop(max60) 

Thirst 

DR  2  per  day 

Hunger 

DR  l  per  day 

Exposure 

up  to  DR  10  per  hour  in  extreme 

temps. 
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I  n  theTalislanta  game,  armor  is  rated  accordi  ng  to 
its  ability  to  absorb  and  reduce  damage,  which  is  referred 
to  as  its  Protection  Rating  (or  PR  for  short).  The  PR  of 
any  type  of  armor  is  equivalent  to  the  amount  of  damage 
itwill  absorb,  in  HitPoints.  For  example,  armorwith  a 
Protection  Rating  of  +3  will  reduce  the  damage  of  any 
attack  by  three  HP. 

Heavier  types  of  armor  usually  have  a  higher  PR, 
but  will  cause  the  wearer  to  suffer  a  penalty  for 
E  ncumbrance  unl  ess  he  or  she  is  strong  enough  to  carry 
the  additional  weight  (see  Chapter  l,  rules  for 
Encumbrance).  Detailed  information  on  the  Protection 
Rating  of  various  types  of  armor  can  be  found  in  the 
chapter  on  Equipment. 
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Armor  can  be  enchanted  to  increase  its  Protection 
Rating  or  to  render  it  impervious  to  a  single,  specified 
form  of  attack  (such  as  fire,  cold,  etc.);  not  both.  For 
example,  chain  mail  with  an  enchantment  of  +1  has  a  PR 
of  3—  one  point  better  than  non-magical  chain  mail. 

JttKLVJ 

Hand-held  shields  provide  additional  protection 
by  making  the  bearer  harder  to  hit.  When  used  by  an 
individual  with  the  Shield  skill,  a  shield  reduces  an 
attacker's  Combat  die  roll  by  -2.  The  disadvantage  is 
that  while  using  a  shield  the  defender  suffers  a  penalty 
of  -2  on  all  Dexterity- related  die  rolls.  Individuals  who 
lack  Shield  skill  can  substitute  their  Combat  Rating 
attribute  if  attempting  to  use  a  shield.  However,  they 
will  receive  only  half  the  shield's  benefits  (-1  reduction 


in  attacker's  Combat  die  roll),  and  must  accept  a  penalty 
of -4  on  all  DEX  rolls  pi  us  the  standard  Non-Proficiency 
penalty  (roll  dlO  instead  of  ad20). 
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On  occasion,  circumstances  will  have  an  effect 
on  combat,  resulting  in  a  penalty  or  bonus  on  the 
combatant's  Action  Table  die  rolls.  Here  are  some 
examples: 

•  Attacking  from  above: +2 

•  Defendingfrom  below:  -2 

•  Mounted  vs unmounted  opponent:  +3 

•  Limited  visibility*: -1  to -10 

•  Unstablefooting(mud,ice,etc):  1-  to -10 

♦Includes  fighting  in  darkness  (unless  one  has 
night  vision),  in  fog  or  mists,  or  with  vision  partially 
i mpai red;  the  extent  of  the  penalty  i s  based  on  visibility. 
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In  a  game  where  a  character's  stated  intent  can 
dramatically  affect  the  chances  of  success  or  failure, 
thechoiceof  tacticsplays  an  important  role.  Forexample, 
why  stand  toe-to-toe  with  a  Kharakhan  Giant  and  risk 
getting  flattened  when  you  can  attack  from  a  safe 
distance  with  a  bow,  or  use  your  quickness  to  dodge 
the  big  brute  until  he's  too  worn-out  to  hit  you? 

T  here  are  four  basi  c  categori  es  of  tacti  cs  avai  I  abl  e 
to  characters  in  theTalislanta  game:  Attack,  Defend, 
Move,  and  Stunt.  Each  counts asasingleaction;  using 
more  than  oneTactic  in  a  singleround  of  combat  requires 
the  attacker  to  take  the  standard  penalty  for  M  ultiple 
Actions  (see  Rules  section).  Attacks  (and  any 
spellcasting),  Movement,  and  Stunts  can  only  be 
performed  duri  ng  the  character' s  turn .  D  ef  ensi  ve  tacti  cs 
can  be  used  at  any  time  during  the  round. 

The  following  section  contains  descriptions  of 
each  of  these  tactics  and  their  most  common  variations. 

An  attack  can  be  defined  as  any  action  intended 
to  injure,  restrain,  stun,  or  otherwise  hamper  an 
opponent.  There arefour  kinds  of  attacks  in  theTalislanta 
game:  closeattacks,  ranged  attacks,  grappling  attacks, 
and  subdual  attacks. 
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Klo?z  ATTACK? 

A  Close  Attack  is  a  maneuver  that  attempts  to 
cause  damage  to  an  opponent  at  close  range.  Any  type 
of  hand-to-hand  combat,  with  or  without  weapons,  is 
considered  a  Close  Attack.  Unless  the  intended  target 
is  unaware  or  incapable  of  defense,  a  Close  Attack  is 
considered  an  Opposed  Action. 

To  simulate  a  Close  Attack,  the  attacker  rolls  on 
the  Action  Table,  adding  theSkill  Rating  for  the  weapon 
or  attack  form  being  employed.  The  defender's  Skill 
Rating  is  used  as  a  negative  modifier  (see  Defense,  q.v.). 

A  Close  Attack  can  be  used  vs  multiple  targets,  at 
the  standard  penalty  for  M  ultiple  Actions  (cumulative  - 
5  per  extra  target).  Alternately,  asingletarget  can  be  hit 
multipletimes  with  a  "rapid  fire"  attack,  with  the  same 
penalties  being  applied.  "Rapid  fire"  attacks  can  be 
dodged  or  parried  as  if  they  were  a  single  attack. 

Example:  Close  Attack 

Abdul  the  Arimite  Knife-F  ighter  stabs  at  an 
Imrian  Slaver  who  is  attempting  to  abduct  him. 


Abdul  has  a  skill  rating  of  17  in  arimite  knife 
fighting  (the  appropriate  attack  skill  in  this 
case).  The  I  mrian  isnotarmed  so  itmustdefend 
with  its  Brawling  skill  of  +9.  The  total  attack 
roll  modifier  is  +8  (17  -  9  =  8).  Abdul's  player 
rolls  a  10  for  a  total  of  18:  F  ull  Success.  The 
GM  describes  how  Abdul's  knife  cuts  into  the 
rough,  scaly  hide  of  the  Imrian  as  the  slaver 
roars  with  pain. 

Radot  Attack? 

A  Ranged  Attack  is  defined  as  any  attempt  to  hit 
an  opponent  or  target  from  a  distance.  Common  Ranged 
Combat  attacks  include  shooting  with  a  projectile 
weapon  such  as  a  bow  or  crossbow,  fi ring  a  catapult  or 
other  siege  weapon,  or  usi  ng  hand-hurled  weapons  such 
as  javelins,  rocks,  or  knives. 

If  the  intended  target  is  unaware  of  the  Ranged 
Attack  or  is  immobile,  the  Degree  of  Difficulty  is  based 
on  the  target's  range  and  availability  (size,  visibility, 
degree  of  cover,  etc.).  If  the  defender  is  actively  trying 
to  dodge  or  evade  a  Ranged  Attack,  the  Degree  of 
D i f f i c u I ty  i s  based  on  rangeand  availability  plusthethe 


defender' s  modif  i  ed  defensive  combat  S  ki  1 1  or  A  ttri  bute 
Rating.  Penalties  for  range  and  availability  are  as 
follows: 

•  Target  is  within  half  effective  range:  no  penalty 

•  Target  is  beyond  half  effective  range: -5 

•  Targetisbeyondeffectiverange: -10 

•  Targetisbeyond2timeseffectiverange:-20 

•  Target  is  moving:  -3,  plusan  additional  -1  per  point 
of  target's  Speed  Rating 

•  Target  is  protected  bycover:  -1  per  10%  cover 

•  Target  is  smaller  than  man-sized:  -1  to  -10 

•  Target  is  larger  than  man-sized:  bonus  of +1  to +10 

Notes 

All  penalties  for  range  and  availability  are 
cumulative.  For  example,  if  a  target  is  beyond  half 
effective  range  and  is  moving  at  a  SPD  of  +1,  the  total 
penalty  is -9. 

Depending  on  their  rate  of  fire,  some  missile 
weapons  can  be  used  vs  multiple  targets,  or  for  "rapid 
fire"  Ranged  Attacks.  The  standard  penalty  for  M  ulti  pie 
Actions  applies  to  Ranged  Attacks  as  well. 

The  effective  range  for  hand-thrown  weapons  is 
50  feet  pi  us  10  feet  per  +1  ST  R .  R  anges  and  f  i  ri  ng  rates 
for  all  other  missileweapons  can  befound  inthechapter 
on  Equipment. 

Example:  Ranged  Attack 

F  lynn  the  J  aka  is  firing  his  shortbow  into  a 
charging  pack  of  Beastmen  whilethe  caravan 
he  is  protecting  tries  to  make  its  escape.  The 
lead  Beastman  is  a  mere  75  feetaway,  which  is 
within  the  effective  range  of  F  lynn's  bow.  The 
Beastman  knows  it  is  about  to  be  shot  at,  so  it 
rolls  to  one  side  as  it  moves  in.  F  lynn  takes  a 
pena  Ity  eq  ua  I  to  the  B  eastma  n' s  defensive  ski  1 1 
rating  of  +9.  F  lynn's  Shortbow  skill  rating  is 
+14,  for  a  total  Action  Table  modifier  of  +5. 
Flyn's  player  rolls  a  d20  and  gets  a  5  for  an 
attacktotal  of  10:  Partial  Success.  F  lyn'sarrow 
does  only  half  damage  as  it  grazes  the  creature's 
thigh. 

Qrapplidq  Attack? 

A  Grappling  Attack  is  any  attempt  to  grab,  restrain, 
or  throw  an  opponent  through  the  use  of  strength, 
leverage,  or  special  grappling  weapons.  Grappling 
Attacks  are  handled  as  per  Close  Attacks.  However,  a 


defender  who  has  been  grabbed  or  restrained  may  take 
no  further  actions  until  he  attempts  to  escape  by  making 
asuccessful  Action  Table  roll  using  hisStrength  Rating 
(doubled),  Brawling  -3,  or  M  artial  Arts  skill  -3.  If  the 
defender's  escape  attempt  is  unsuccessful,  on  the  next 
turn  the  attacker  can  either  throw  or  choke  the  defender 
without  the  need  for  a  second  attack  roll.  A  thrown 
defender  can  be  hurled  up  to  5  feet  away  ( +1  foot  per  +1 
STR),  and/or  body-slammed  (DR  4  +STR).  Choking 
causes  4  DR  per  round  until  the  defender  escapes  or  is 
rendered  unconscious. 

G  rappl  i  ng  A  ttacks  cannot  be  used  agai  nst  mul  ti  pi  e 
targets.  A  single  target  can  be  both  grabbed  and  choked 
or  grabbed  and  thrown  in  the  same  turn,  at  a  -5  penalty 
for  the  extra  acti  on .  W  hi  I  e  engaged  i  n  a  G  rappl  i  ng  A  ttack, 
the  attacker  has  a  -5  penalty  to  his  defensive  skil  I  rating 
and  the  victim  has  an  effective  0  defensive  skill  rating. 

Example:  G rappling  Attack 

Crush  the  Thrall  is  fighting  for  wages  in  the 
death-pits  of  Akmir,  and  has  had  the  misfortune 
of  drawing  one  of  the  local  gladiators:  Sla- 
k'thor,  the  Sauran.  Crush  knows  that  the  lizard 
will  try  to  keep  him  at  bay  with  its  tail,  so  the 
Thrall  leapsonto  its  backand  tries  to  chokeit. 
Crush  uses  his  Tazian  Combat  skill  rating  of 
+  19  versus  Sla-kthor's  impressive  +18 
Brawling.  This  leaves  Crush  with  a  scant +  1  to 
his  Action  Table  roll.  Crush  rolls  a  13,  for  a 
total  of  14,  a  full  success.  Crush  gets  the  beast 
in  a  headlock  and  prepares  to  choke  it  next 
round.  When  it's  the  Sauran's  turn,  he  tries  to 
escape  Crush's  headlock.  Sla-k'thor  uses  his 
Brawling  rating  to  escape,  since  it  is  higher 
than  his  doubled  STR  rating.  The  Sauran  gets 
a  partial  success  on  his  escape  roll  so  the  GM 
rules  that  Crush  fails  to  do  any  damage  with 
his  choke,  butSla-kthor  is  still  grappled. 
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Because  of  their  unusual  nature  and  wide  variety 
of  effects,  G  rappl  i  ng  A  ttacks  have  different  A  cti  on  Tabl  e 
results  than  standard  Close  Attacks  as  follows: 

When  Attacking 

•  Mishap:  The  attacker  has  twisted  himself  into  an 
awkward  position  and  falied  to  effectively  hold  his 
opponent.  The  opponent  receives  a  +5  bonus  on 
their  next  attack  vs.  the  grappler. 

•  Failure:  The  attacker  fails  to  grab  the  defender. 

•  Partial  Success:  The  attacker  gets  a  partial  hold  but 
has  little  leverage.  No  choke  or  throw  attacks  may 
follow  this  attack.  The  defender  gets  a  +5  bonus  to 
his  or  her  attempt  to  escape  this  hold. 

•  Full  Success:  The  attacker  achieves  the  hold  they 
were  attempting.  They  may  throw  or  choke  the 
defender  with  their  next  action,  or  simply  continue 
to  hold. 

•  Critical  Success:  The  hold  is  epecially  well-placed 
and  strong.  The  defender  takes  an  additional  -5 
penalty  to  an  escape  attempts. 

When  Escaping 

•  M  ishap:  The  defender  twists  themself  into  an  even 
worse  position.  They  take  an  additional  -5  penalty 
to  any  further  escape  attempts.  Note  that  further 
M  ishap  results  do  not  add  to  this  penalty.  The 
maximum  is -5. 

•  Failure:  The  defender  remains  in  the  hold. 

•  Partial  Success:  The  defender  si  i  ps  part- way  out  of 
the  hold.  Add  +5  to  their  next  escape  attempt. 

•  Full  Success:  The  defender  escapes  the  grapple. 

•  C  ritical  Success:  The  defender  performs  a  perfect 
reversal .  T  he  defender  may  make  an  i  mmedi  ate  attack 
on  their  opponent  at  full  skill,  flee,  or  perform  any 
other  action. 

Fubpual  Attack? 

A  Subdual  Attack  is  an  attempt  to  knock-out  an 
opponent  by  non-lethal  means.  This  Tactic  requires  the 
use  of  a  blunt  weapon  (such  as  a  club,  staff,  Ariane 
mace  or  bow,  punch,  kick,  etc.)  and  can  be  used  as  part 
of  any  attack.  Damage  from  a  Subdual  Attack  is  tallied 
the  same  as  for  other  forms  of  attack.  However,  if  a 
subdual  attack  causes  an  opponent  to  be  reduced  to  0 
H  P,  the  victim  is  merely  rendered  unconsciousfor  1-20 
rounds.  HP  lost  as  a  result  of  a  Subdual  attack  is  restored 
shortly  after  the  victim  regains  consciousness  (1-10 
minutes,  orwith  asuccessful  CON  roll  against  Difficulty 
10,  pertheGM  's ruling). 


A  Defense  can  be  defined  as  any  action  intended 
to  avoid  or  block  an  attack.  There  are  two  types  of 
defensetactics  in  theTalislanta  game:  Dodge  and  Parry. 

A  n  opponent  who  does  not  have  the  initiative  or 
who  willingly  surrenders  the  initiativecan  elect  to  either 
Dodge  or  Parry  an  impending  attack.  To  do  so,  the 
defender  must  declare  the  intent  to  defend  before  the 
opponent  rolls  for  the  attack. 

The  procedure  for  defense  is  the  same  as  for 
attacks.  The  defender  rolls  on  the  Action  Table,  adding 
thei  r  def  ensi  ve  ski  1 1  rati  ng  and  subtracti  ng  the  attacker' s 
skill  rating.  Read  the  Action  Table  for  the  outcome  of 
the  Defensive  tactic.  Note  that  in  the  case  of  a  full  or 
ciritcal  defensive  success,  there  is  no  need  for  the 
attacker  to  roll  to  hit. 

Dodging  is  a  defensive  maneuver  that  moves  the 
character  out  of  harm's  way.  This  may  be  as  simple  a 
maneuver  as  ducking,  or  as  complex  as  a  backflip. 
D  odgi  ng  i  s  effective  agai  nst  cl  ose,  ranged,  and  grappl  i  ng 
attacks.  A  ny  of  the  f  ol  lowi  ng  Ski  I  Is  or  A  ttri  butes  can  be 
used  for  a  Dodge  attempt: 

•  EvadeSkill  Rating 

•  M  andaquan  Skill  Rating 

•  Acrobatics  Skill  Ratingat-5 

•  Dexterity  RatingorCombatRating(asperrulesfor 

substi  tuti  ng  A  ttri  butes  f  or  S  ki  1 1  s) 


Example:  Dodge 

Flynnthejaka  manages  to  disableall  butone 
of  the  Beastmen  before  the  pack  reaches  the 
caravan.  The  last  beastman  leaps  aboard  the 
wagon  F  lynn  is  on,  tearing  atthej  aka  with  his 
bare  claws  and  teeth.  Not  wanting  to  lower 
himself  to  fighting  like  an  animal  (or  being 
dragged  fromthewagon)  F  lynn  elects  to  dodge 
the  Beastman's  attack.  Flynn's  Evade  skill 
rating  is  +10.  The  Beastman's  Brawling  skill 
rating  is +9.  Flynn  rolls  with  a  +1  bonus  (10- 
9  =  1)  a  gtesa  final  result  of  8:  partial  success. 
The  J  aka's  evasive  maneuver  doesn't  entirely 
avoid  the  Beastman's  attack,  so  Flynnwill  take 
1/2  damage  if  the  Beastman's  attack  roll 
succeeds. 
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A  Parry  is  a  defensive  maneuver  that  interrupts 
an  attack  by  putting  something  in  the  attacker's  path, 
such  as  a  shield  or  weapon.  Shields  are  designed 
expressly  forthis  purpose,  and  givedefenders  who  have 
the  Shield  skill  a  +3  bonus  when  used  for  Parrying  (or 
+1  for  individuals  who  don't  have  Shield  skill  and  are 
attempting  this  tactic).  This  maneuver  is  known  as  a 
Shield-Parry.  Note  that  Enchantment  increases  the 
Shield-Parry  bonus  according  to  it's  plus-rating.  For 
example,  a  +1  shield  would  confer  a  bonus  of  +4  to 
Shield-Parries. 

Any  of  the  foil  owing  Skills  or  Attributes  can  be 
used  as  the  modifier  for  a  Parry  attempt: 


Weapon  Skill  Rating 
Guard  or  Shield  Skill  Rating 
Martial  Art  Skill  Rating 

B  rawling  (no  penalty  if  parrying  a  B  rawling  attack; 
penalty  of  -5  if  parrying  a  weapon  attack) 
C  om bat  Rating  (substitution) 

Ranged  Attacks  can  also  be  parried,  but  at  an 
increased  Degree  of  Difficulty  (penalty  of  -5  to  -10). 
Attacks  by  exceptionally  large  and  powerful  opponents 
that  overwhelm  the  defender  cannot  be  parried,  such  as 
blowsfrom  an  IceGiant'sclub,  oracharging  ogriphant. 


Note  that  a  result  of  M  ishap  when  attempting  to 
Parry  means  that  the  defender  is  not  only  hit  by  the 
attack,  but  whatever  was  being  used  to  parry  has  been 
damaged  or  destroyed  (GM 's  ruling). 


Example:  Parry 

After  Abdul' s  attacks,  the  I  mrian  Slaver  decides 
to  hit  back  with  its  claws.  Abdul  chooses  to 
actively  defend  against  this  attack,  by  parrying 
with  his  knives.  Abdul 's  Arimite  Knife  F  ighting 
skill  isl7  and  thelmrian's  Brawling  skill  rating 
is  10.  However,  Abdul  has  already  performed 
one  previous  action  in  the  round,  so  he  takes 
an  additional  -5  to  his  Parry  rolll  for  a  total 
modifier  of +2  (17- 10-5  =  2).  Abdul's  player 
rolls  a  d20  and  gets  a  9  for  a  total  of  11:  F  ull 
Success.  Abdul  will  take  no  damage  from  the 
Imrian's  attack  and  there's  no  need  to  roll  to 
see  if  it  hits. 
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M  ovement  i  s  a  tacti  c  i  ntended  to  i  ncrease  or  cl  ose 
the  distance  between  attacker  and  defender.  There  are 
three  variations:  Retreat,  Flee,  and  Advance.  Note  that 
in  all  three  cases,  rugged  ordifficultterrain  can  decrease 
the  maximum  distance  that  can  be  covered  in  around, 
andmayevenrequireDEX  orskill  rollsto navigatesafely. 
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A  Retreat  is  an  attempt  to  disengage  from  an  attack 
in  an  orderly  and  measured  manner.  The  retreating 
opponent  can  move  up  to  half  her  normal  M  ovement 
Rate  per  round  while  continuing  to  fight  or  defend 
against  attack  without  penalty. 

Fleeing  is  an  attempt  to  disengage  from  an  attack 
without  regard  for  considerations  of  defense  or  attack. 
Instead,  the  main  goal  is  to  escape  as  quickly  as  possible. 
A  Fleeing  opponent  can  move  up  to  hisfull  Movement 
R  ate  per  round,  but  may  not  attack  or  defend  whi  I  e  doi  ng 
so.  Attempting  to  Flee  whileengaged  in  CloseCombat 
of  any  type  exposes  the  fleeing  opponent  to  one 
Unopposed  attack  from  each  opponent  within  range.  A 
successful  Dodge  or  Parry  will  allow  an  individual  to 
F I ee  on  the f ol I ow i ng  round  w i thout  bei  ng  exposed  to  a 
CloseAttack. 

If  a  Fleeing  character  is  being  pursued,  both  the 
character  and  pursuer(s)  mustmakeAttributeRollsvs 
their  respective  Speed  Ratings  once  for  each  round  of 
pursuit.  Compare  Action  Table  die  rolls  and  Speed 
Ratings  to  see  if  the  Fleeing  individual  escapes  or  gets 
caught,  using  the  following  guidelines: 
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•  M  ishap:  stumbl e  and  f al I ;  you' re  i nj  ured  and  cannot 
continue  next  round. 

•  Failure:  stumble  and  fall;  you  can  get  up  and 

continue  next  round 

•  Partial  Success:  move  up  to  half  your  maximum 
M  ovement  Rate 

•  Full  Success:  move  up  to  your  maxi  mum  M  ovement 
Rate 

•  Critical  Success:  maximum  M ovement  Rate  plus 
you  gain  an  additional  50'  on  opponent 

Note:  for  M  ishaps  and  Failures  that  occur  during 
aerial  or  aquatic  pursuits,  substitute  stumbles  for 
collisions,  unfavorable  wind/water  currents,  and/or 
crashes  as  applicable. 

An  Advance  is  an  attempt  to  close  with  an 
opponent  at  half  maximum  M  ovement  Rate  or  I  ess.  This 
tactic  allows  the  individual  to  attack  or  defend  while 
moving,  without  penalty.  It  is  also  possible  to  use  this 
tactic  to  Advance  under  cover,  making  it  more  difficult 
for  opponents  to  target  the  advancing  individual  with 
Ranged  Attacks  (q.v.). 

A  high  speed  Advance  is  called  a  Charge.  This 
tactic  allows  the  individual  to  move  up  to  his  maximum 
M  ovement  Rate,  though  at  the  expense  of  any  attempts 
at  defense.  Attacking  while  Charging  is  possible,  at  a 
penal ty  of -3  for  CloseAttacks and -5  for  Ranged  Attacks. 
When  making  Close  Attacks  while  Charging,  add  the 
character's  Speed  to  the  damage  rating,  as  well  as 
Strength.  Seethe  Combat  Skill,  M  ounted  Combat,  for 
additional  modifiers. 
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A  Stunt  can  be  defined  as  any  type  of 
unconventional  maneuver  attempted  during  the  course 
of  Combat.  This  tactic  includes  such  flamboyant 
maneuvers  as  leaping  from  high  places,  swinging  from 
ropes  or  chandeliers,  vaulting  over  opponents,  and  the 
ki  nd  of  daredevi  I  moves  that  are  commonly  seen  i  n  most 
action-adventure  movies.  It  also  covers  "dirty  tricks" 
like  tripping,  throwing  dirt  in  an  opponent's  eyes,  and 
so  on. 

Any  applicable  Ski  1 1  or  Attribute  can  be  used  as  a 
modifier  for  a  Stunt,  though  most  actions  of  this  sort 
carry  a  stiff  penalty  for  Degreeof  Difficulty  (GM  's  ruling 
applies  in  all  cases).  Characters  who  possess  Martial 
A  rts,  Acrobatics,  and  certain  Performing  Skills  generally 


fare  better  at  Stunts  than  those  who  do  not  have  such 
specialized  abilities. 

Under  certain  circumstances,  a  Stunt  can  be 
combined  with  another  tactic  withoutincurring  apenalty 


for  M  ulti pie  Actions.  For  example,  leaping  over  a  bar 
counter  and  kicking  an  enemy  can  be  accomplished  in 
one  fluid  action,  and  need  not  entail  any  added  penalty 
for  multiple  actions.  However,  leaping  over  a  rail, 
swinging  from  a  chandelier,  and  kicking  an  enemy  who 
was  across  the  room  would  count  as  an  additional  action, 
resulting  in  the  standard  -5  penalty. 

Since  every  stunt  is  different,  we  won't  provide 
you  with  an  exhaustive  list  here.  It's  always  up  to  the 
GM  to  determine  what  the  Degree  of  Difficulty  is  for 
any  given  stunt,  based  on  the  specific  circumstances 
and  how  "cinematic"  she  wants  the  game  to  be.  It's 
usually  a  good  idea  for  the  GM  to  tell  her  players  ahead 
of  time  just  what  sorts  of  stunts  will  be  allowed. 

ExampleStunts: 

Abdul  cutsa  ropewith  a  thrown  knife,  bringing 
down  a  chandelier  on  the  heads  of  two  Cymrilian 
guardsmen.  (Arimite Knife F ighting;  Difficulty 
10  to  hit  the  small  target) 

Lucas  the  Sarista  Gypsy  whirls  his  cloak  in  the 
rushing  guradmen's  faces  as  he  jumps  behind 
the  bar.  Hopefully,  the  cloak  will  momentairly 
stun  and  blind  the  guards,  allowing  Lucasz  to 
seemingly  vanish.  (Acrobatics;  Difficulty  15  to 
confuse  all  three  guards) 


Z'ro  the  Zandir  Swordsmage  vaults  over  his 
opponent  at  the  last  second,  causing  the 
attacker  to  lunge  into  one  of  his  own  men. 
(Acrobatics  vs.  the  skill  of  the  attacker,  needsa 
Critical  Success.) 

flinxp  5hott 

An  aimed  shot  is  an  Attack  intended  to  hit  a  very 
speci  f  i  c  target  and/or  cause  a  very  speci  f  i  c  effect.  A I  most 
any  CombatTactic  can  be  used  in  conjunction  with  an 
Aimed  Shot.  A  Ranged  Attack  intended  to  cut  a 
windship'ssail,  disable  a  moving  conveyance,  or  knock 
a  weapon  from  an  opponent's  hand,  is  an  Aimed  Shot. 
So  is  a  Close  Attack  intended  to  disarm  an  opponent  by 
striking  his  hand,  or  a  Shield  Parry  used  to  deflect  a 
missile  in  a  specific  directi on.  The  ability  to  temporaily 
stun  or  subdue  an  opponent  with  a  single  blow,  a  staple 
of  the  acti on-adventure  genre,  can  al  so  be  accompl  i shed 
with  an  Aimed  Shot. 

A  i  med  Shots  are  handled  much  I  i  ke  other  Combat 
Tactics,  the  main  difference  being  that  maneuvers  of 
this  sort  usually  carry  a  pretty  severe  penalty  for  Degree 
of  Difficulty  —  not  surprising,  given  the  fact  that  an 
Aimed  Shot  is  by  its  nature  much  more  difficult  to 
accomplish  than  a  standard  attack.  A  result  of  Success 
or  Critical  Success  is  required  to  achieve  the  intended 
effect;  for  A  i  med  S  hots,  an  A  cti  on  T  abl  e  resul  t  of  P  arti  al 
Success  is  the  same  as  Failure. 

Aimed  Shots  can  also  be  used  to  hit  the  small 
parts  of  an  opponent  that  are  not  covered  by  thei  r  armor, 
and  thus  ignore  its  Protection  Rating.  The  additional 
Degree  of  Difficulty  penalty  for  this  tactic  is  equal  to 
the  total  PR  of  the  armor  worn.  For  example,  to  strike 
through  a  seam  in  K  ang  BattleA  rmor  (PR  7)  the  attacker 
would  take  an  additional  -7  to  his  or  her  attack  roll. 

A ny  attack  that  i s  made  w i th  the  i ntent  to  "kill"  or 
injure  that  yields  an  Action  Table  result  of  Critical 
Success  will  cause  a  Critical  Wound.  Assuming  the 
victim  has  not  been  reduced  to  zero  or  less  Hit  Points, 
he  must  make  a  roll  vshisCON  Rating  (minustheDR  of 
the  attack)  to  determine  the  extent  of  the  injury,  as 
follows: 

•  Critical  Success/Success:  victim  can  continue 
without  penalty 

•  Partial  Success:  victim  can  continue,  but  suffers  a 
penalty  of -5  on  all  die  rol Is  unti I  theCritical  Wound 
damage  is  healed  (by  magical  or  non-magical 
healing,  or  through  rest  and  recuperation) 


•  Failure/M  ishap:  victim  is  incapacitated  and  rendered 
incapable  of  movement,  regardless  of  actual  Hit 
Point  total.  Nofurther  actions  can  betaken  until  the 
Critical  Wound  damage  is  healed. 

I  n  the  case  of  mi  nor  N  PC  s,  a  critical  hit  can  cause 
instant  death  or  knockout  (GM 's  ruling)  without  the 
needforaCON  roll. 


As  mentioned  in  the  introductory  chapter  on 
Rules,  healing  occurs  at  the  rate  of  5  Hit  Points  per  day, 
plusoneadditional  point  of  healing  per  +1  Constitution 
Rating.  Individuals  with  negative  Constitution  Ratings 
heal  at  the  rate  of  5  HP  per  day,  minus  one  point  of 
heal  i  ng  per  - 1 C  0  N  R  ati  ng  (the  mi  ni  mum  rate  of  heal  i  ng 
is  1  HP  per  day). 

Individuals  who  have  suffered  a  Critical  Wound, 
a  permanent  injury,  or  a  close  brush  with  death  may 
req u i  re  a  peri  od  of  conval  escence.  I  f  the  vi  cti  m  recei  ves 
immediate  magical  or  alchemical  healing,  heorshemay 
be  fully  recovered  after  just  a  few  hours  of  sleep. 
Otherwise,  recovery  timecould  range  from  a  day  or  two 
to  a  week,  several  weeks,  or  even  longer.  The  amount  of 
time  required  to  make  a  full  recovery  in  such  instances 
is  up  to  the  GM  to  decide,  based  on  the  nature  and 
extent  of  the  vi  cti  m '  s  i  nj  u  ri  es. 


CHAPTER  TWO:  COM  BAT 


Tal i si anta  isa  land  filled  with  magic,  in  a  myriad  of 
forms.  The  material  in  this  chapter  explains  how  Magic 
is  used  in  the  Talislanta  game.  In  it  you  will  find 
informationon: 

A  bout  Orders  and  M  odes:  definition  of  terms 
M  odes:  the  backbone  of  the  system 
Orders:  magical  professions  plus  sample  spells 
Creating  Enchanted  Items:  rules  for  Enchantment 

If  you're  a  Gamemaster,  you  should  read  this 
chapter  so  that  you'll  understand  the  basics  of  how 
M  agic  works.  If  you're  a  player  with  a  magician  character 
you  need  only  concentrate  on  the  sections  that  describe 
your  character's  Order(s)  and  the  M  odes  in  which  he  or 
she  is  proficient.  Players  with  non-magician  characters 
can  skip  this  chapter  altogether,  if  they  like. 

Note  that  M  odes  can  be  acquired  and  improved 
as  explained  in  the  rulesfor  Skills,  inChapterl.  Orders 
can  be  acquired,  but  cannot  be  improved  as  they  are 
never  used  for  Action  Table  Die  rolls. 

Qy\m  WmK  in  t\k  ^am 

Because  there  are  literally  thousands  of  spells, 
charms,  powers,  and  principles  at  work  in  the  various 
magical  disciplines  of  thecontinent,  theTalisI anta  game 
system  does  not  try  to  cover  them  all.  Rather,  a  solid 
framework  is  provided  for  the  mechanics  of  magic, 
allowing  players  and  GMs  to  create  their  own  spells 
using  the  twelve  M  odes  as  guidelines. 


In  the  section  where  Orders  are  described  you'll 
find  some  sample  spells  for  various  Modes.  Use  spells 
similar  to  these  when  you  first  begin  playing  Talislanta. 
Then,  once  you  are  more  familiar  with  the  rules,  you  can 
create  additional  spells.  As  play  progresses,  you  can 
record  the  spells  that  your  character  commonly  uses, 
building  your  character's  personalized  "spellbook" 

About  Orp^r?  qdv  IDop^y 

An  Order  is  a  field  of  magic  or  magical  tradition, 
such  as  Witchcraft,  Wizardry,  and  M  ysticism.  M  embers 
of  the  same  0  rder  derive  thei  r  magical  powers  from  the 
same  source,  and  tend  to  observe  similar  rituals  and 
practices.  In  present-day  Talislanta  there  are  ten  known 
magical  Orders.  Some  believe  that  other  Orders  may 
have  existed  i  n  ancient ti  mes;  if  so,  they  are  now  forgotten 
by  the  magicians  of  the  New  Age.  Most  magicians 
belong  to  a  single  Order,  though  some  elect  to  gain 
proficiency  in  additional  fields  of  magic;  Cymrilian 
magicians,  for  example,  study  many  different  magical 
traditions  at  the  Lyceum  Arcanum,  Tal  i  si  anta's  foremost 
school  of  magic.  Individuals  can  learn  anew  Order  ata 
cost  of  100  weeks  of  trai  ni  ng  ( 100  X  P ) .  H  owever,  0  rders 
are  not  Skills  per  se,  and  are  not  used  for  Action  Table 
die  rolls. 

A  Mode  is  essentially  a  spell-effect,  such  as 
Conjure,  Alter,  and  Transform.  M  odes  can  be  used  in 
one  of  two  ways.  As  described  in  this  chapter,  most 
M  odes  can  be  used  as  basic  spells  without  the  need  for 
further  embellishment.  Modes  can  also  be  used  as  a 


CHAPTER  THREE:  MAGIC 


basis  for  creating  original  spells,  if  the  player  or  GM  so 
desires.  Each  Order  uses  M  odes  in  a  different  way;  the 
differences  are  substantial  enough  that  even  if  a 
magician  knows  the  M  ode,  Alter,  in  one  Order,  she  will 
not  be  proficient  in  the  same  M  ode  as  it  is  practiced  by 
members  of  other  0  rders. 

Here's  an  example  of  a  Cymri  1 1  ian  Magician's 
magical  Orders  and  M  odes,  ill  ustratingtheS  kill  Ratings 
for  each  M  ode: 

E  lemental  Magic  (Aeromancy) 

Attack  +6 
Defend  +8 
Summon  +6 
Transform+6 
Move +7 

Wizardry 

Illusion  +9 
Heal  +6 
Defend  +7 
Conjure  +  6 
Alter  +4 
Enchantment+6 

As  you  can  see,  the  magician  used  in  this  example 
(call  her  Cyrila)  has  two  different  ratings  in  Defend, 
depending  on  which  M  agical  Order  she  is  employing.  If 
she  wishes  to  conjure  something,  she  must  use  her 
Wizardry.  Cyrila  cannot  conjure  with  Aeromancy  until 
she  learns  the  M  ode  within  that  Order.  Similarly,  she 
can  enchant  items  with  Wizardry,  but  not  with 
Aeromancy.  At  present,  Cyrila  has  no  rating  in  the 
M  odes  W  ard,  R  eveal ,  or  I  nf  I  uence,  and  therefore  cannot 
attempt  spells  that  have  those  effects.  However,  she 
can  learn  those  Modes  in  the  future,  should  she  so 
desi  re. 

LiiDiTflTion?  or  TflLiyLflrrran  U)mK 

Modern  Talislantan  magic  is  not  free-form  or 
spontaneous.  Rather,  it  is  a  precise  disipline  that 
involves  the  memorization  of  hundreds  of  formulized 
spells.  A  magician  cannot  "make  up"  a  spell  at  a 
moment's  notice  or  improvise  while  spellcasting.  It  is 
theplayer'sjobtocomeup  with  interesting  spell  names 
and  effects  duri  ng  the  game,  but  the  magi  ci  an  character 
is  assumed  to  have  known  those  spells  all  along.  The 
spells  that  the  player  invents  must  fit  within  the  style  of 
the  magician's  Order,  thegame-mechanicsof  thechosen 
Mode,  and  the  practical  restrictions  of  all  modern 
Talislantan  magic. 


Modern  Talislantan  magic  cannot: 

•  Return  thedead  to  life 

•  Create  life 

•  Affecttimeor  causality 

•  C  ontrol  two  Powersat  once  (no  spellsof  F  ireand 
Earth  together) 

•  Cast  more  than  one  spell  at  a  time,  or  blend  two 
spellstogether  (use two  M  odes  at  once) 

N  ote  that  these  restrictions  do  not  apply  to  the  ancient 
magic  of  theArchaen  Age. 


an 


Every  spell  that  can  be  cast  in  Tali  si  anta  has  one 
primary  effect,  or  M  ode.  This  idea  holds  true  regardless 
of  the  outward  form  the  spell  takes.  Does  the  spell  heal 
injury?  Does  it  move  objects?  Does  it  create  i II usions? 
Once  you  know  the  spell's  primary  effect,  you  know  its 
M  ode,  and  how  it  works  in  the  game.  The  foil  owing  is  a 
list  of  the  twelve  M  odes  and  their  primary  effects.  Each 
is  described  in  detail  later  in  this  chapter. 


1 


Transform 
Ward 


A  Iters  attribute  and  skill  ratings. 

Projects  destructive  magical  energy. 

Produces  objects,  materials,  or 
elemental  substances. 

Protects  against  damage  —  mystical 
or  mundane. 

Repairs  damage  to  living  beings  or 
objects. 

Produces  illusory  images  of  varying 
realism  and  complexity.  ^ 

Controls  the  thoughts  and  emotions 
of  others. 

Affects  all  types  of  motion,  including 
flight,  levitation,  and  telekinesis. 

Enhances  awareness,  including 
scrying  and  divination. 

Transports  creatures  from  other 
planes  of  existence. 

Turns  one  thing  into  another. 

Provides  immunity  to  diseases, 
poison,  the  environment,  mind- 
control,  etc. 


M  odes  can  be  acquired  at  a  cost  of  20  weeks  of 
training  (20  XP),  and  can  be  improved  as  per  the  rules 
for  Skills.  When  a  character  learns  a  new  M  ode,  they 
are  actually  learning  many  specific  spells,  all  of  a  certain 
theme.  Talislantan  magic  is  not  very  flexible,  so 
magi  ci  ans  must  I  earn  dozens  of  si  mi  I  ar  spel  I  s  i  n  order  to 
have  some  versatility  in  a  given  area.  This  versatility  is 
represented  in  the  game  with  the  M  ode  system. 

Talislantan  magicians  never  refer  to  Modes  by 
name.  Instead  they  discuss  specific  spells  and  their 
effects,  such  as  the  fiery  tendrils  of  "Zorian's  Flame 
Whip".  Most  magicians  realize  that  modern  magic  is 
restricted  to  certain  types  of  effects,  but  these  types 
haven't  been  researched  and  catalogued  much  since 
the  Great  Disaster. 

As  stated  above,  choosing  the  right  Mode  to 
represent  a  spell  is  a  process  of  determining  what  the 
spel  I '  s  pri  mary  effect  i  s.  T  he  appearance  and  form  of  the 
spell  make  little  difference  when  picking  a  Mode.  An 
important  point  to  remember  is  that  the  magician 
character  does  not  "know"  the  Modes.  Rather  they 
know  hundreds  of  specific  spel  Is  that  fall  into  12  broad 
categories  represented  by  the  M  odes.  If  a  spell  falls 
into  a  category  that  the  magician  character  hasn't 
studied,  then  it  cannot  be  cast,  regardless  of  its  outward 
f orm.  T hi s  noti on  can  seem  conf usi ng  at  f  i rst,  so  several 
exampl  es  are  provi  ded  bel  ow  to  act  as  gui  del  i  nes  for  the 
GM. 

The  player  of  Moranar  the  Diabolist  describes 
his  spell  "Infernal  Terror" : "  I  summon  a  1' tall 
demon  that  will  arc  through  the  air  and  claw 
someone's  face,  then  disappear  back  from 
whence  it  came."  The  spell  seems  to  involve 
summoning  a  demon,  but  the  pri  mary  effect  here 
is  a  simple  attack.  The  Attack  Mode  is  the 
obvious  choice.  Later,  Moranar's  player 
describes  a  different  spell, "  I  wantto  summon  a 
demon  that  will  fight  the  whole  band  of 
beastmen  whilel  runaway."  This  spell's  primary 
effect  goes  beyond  simply  doing  damage  to  a 
target.  The  player  wants  to  create  an 
autonomous  entity  which  can  fight,  create  a 
diversion,  and  move  about  on  its  own.  This  is 
trulya  Summon  Mode  spell. 


Calabaz  the  Geomancer  is  in  a  tough  spot.  H  e 
has  fled  from  a  pack  of  bloodthirsty  Banes  while 
in  the  forests  of  Werewood  and  has  come  to  an 


impassable  clump  of  briars  and  thorns.  Calabaz 
can  hear  the  slavering  cries  of  the  Banes  and 
knows  they  will  beonhimin  moments.  Calabaz' s 
player tellsthe G M  thathewould liketoconjure 
a  pile  of  dirt  and  rocks  in  mid-air  so  that  it  falls 
and  crushes  the  Banes  when  they  burst  from  the 
trees.  The  player  callsthisspell  "Vengeanceof 
Stone."  Theprimary  effect  of  this  spell  seems  to 
be  dealing  damage,  so  the  GM  tells  the  player 
to  use  his  Attack  M  ode  rating  to  cast  the  spell. 
U  nfortunately,  Calabaz  has  no  rating  in  Attack. 
The  player  argues,  saying, "  But  Calabaz  has 
the  C  onj  ure  M  ode!  If  he  can  Conjure  rock  and 
dirtwhenever  he  wants,  why  can't  he  do  it  so  it 
f  a  1 1  s  on  theBanes? " 

The  reason  Calabaz  can'tdo  this  is  because  it 
falls  outside  his  realm  of  knowledge.  H  e  knows 
lots  of  little  spells  to  create  rocksand  dirtfrom 
nothing  (represented  by  his  Conjure  Mode)  but 
he  does  not  know  any  spells  that  conjure 
anything  in  a  wayto  effectively  attack  someone. 
Calabaz  himself  might  very  well  call  such  a 
harmful  spell  a  "conjuration" ,  but  it  remains 
partof  a  bodyof  knowledge  (attack  spells)  that 
he  has  not  studied.  Of  course,  Calabaz  can  still 
cast  a  similar  spell  (using  his  Conjure  M  ode) 
and  though  the  Banes  will  not  be  attacked  by 
it,  they  will  be  slowed  down  as  they  scramble 
over  a  large  pile  of  loose  dirt  and  jagged  rocks. 

PirfWDTLY? 

E  ven  though  al  I  of  the  magi  ci  ans  i  n  T  al  i  si  anta  use 
the  same  twelve  M  odes  as  part  of  the  game  system,  the 
specific  effects  of  spells  cast  by  each  0  rder  can  be  quite 
different.  1 1' s  not  as  if  every  magi  ci  an  i  n  Tal  isl  anta  knows 
the  same  12  basic  spells  and  simply  calls  them  by 
different  names.  A  magician's  Order  forms  the  whole 
basisforhow  her  spells  work  in  practice.  In  addition  to 
the  game-mechanics  associated  with  the  M  odes,  each 
Order  has  side-effects  based  on  the  type  of  energy  that 
its  spells  control.  These  should  always  be  kept  simple 
and  obvious;  fire  burns,  winds  blows,  spirits  are  creepy, 
etc.  Sometimes  these  side-effects  are  beneficial  and 
someti  mes  they'  re  a  I  i  mi  tation. 

For  example,  Cyrila  casts  an  Aeromancy  spell 
that  her  player  calls  "The  Touch  of  the  Wind" . 
Thisspell  movesobjectsaround  by blowingthem 
with  a  powerful  breeze.  This  is  obviously  a  M  ove 
Mode  spell.  This  spell  would  be  perfect  for 
blowing  leaves  from  Cyrila's  workroom,  but 
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would  notworkwell  for  moving  a  torch  across 
a  room  since  the  winds  would  blow  out  the 
flame. 

Zaisho  the  Pyromancer  also  wants  to  cast  a 
M  oveM  ode  spell, "  Pillar  of  Emerald  F  ire"  .This 
spell  makes  a  jet  of  green  flame  appear  beneath 
an  object,  lift  it,  and  then  move  across  the 
ground  as  the  pyromancer  wills.  This  spell 
would  be  very  poor  for  clearing  out  a  dusty 
workspace,  buttheflames  casta  faint  light  which 
would  help  the  pyromancer  guide  the  spell  in 
the  dark. 

Neither  of  the  above  example  spells  would  be 
good  for  moving  a  piece  of  fragile,  old 
parchment.  The  blowing  winds  might  rip  the 
paper,  and  flames  would  certainly  singe  or  even 
burn  it.  However,  a  Wizard  casting  "Magic 
Fingers"  would  have  no  trouble  carefully 
manipulating  the  fragile  document  with 
disembodied  hands  of  arcaneforce. 

IDoiX  FORMAT 

Several  special  terms  are  used  in  the  following 
M  ode  descriptions.  These  terms  are  defined  below: 

•  Area:  The  maximum  spacial  area  the  M  ode  can  affect. 
Modes  without  this  component  listed  affect  a 
pinpoint-sized  area. 

•  Duration:  The  amount  of  time  the  effects  of  the 
M  ode  last.  M  odes  with  a  duration  of  "Instant"  last 
only  a  moment  and  then  expi  re.  T  hei  r  effects  (damage 
done,  for  example)  may  linger,  however. 

•  C  asting  T  ime:  The  amount  of  ti  me  it  takes  to  cast  a 
spell  of  that  M  ode.  If  the  magician  takes  any  other 
action  during  the  time  she  is  casting  the  spell,  the 
spell  automatically  fails.  M  odes  with  no  casting  time 
listed  take  one  round  to  cast. 

•  Range:  The  maximum  distance  a  spell  of  the  given 
M  ode  can  travel  from  the  caster. 

•  Resistance:  The  means  by  which  the  M  ode  can  be 
resisted  by  the  target  (if  any).  If  no  resistance  is 
listed,  spells  of  that  M  ode  may  be  Dodged  like  any 
normal  attack,  assuming  the  target  is  aware  of  the 
spel I  (see  C ombat  C  hapter  for  detai I s) . 


flLTTR 

Alter  in  Brief: 

Specific  A  Iteration:  +1/-1  per  3  Spel  I  Levels 
Broad  Alteration:  +1/-1  per  5  Spell  Levels 
Range:  Touch 

Subjects:  -1  to  casting  roll  for  each  extra  subject 
Duration:  1  minute  (-1  to  casting  roll  for  each  extra 
minute  of  duration) 

The  Alter  M  ode  deals  with  spells  that  modify  a 
being's  abilities  or  gifts.  A  magician  can  increase  or 
decrease  a  single,  specific  quality  (likeaskill  rating)  by 
one  point  for  every  3  levels  of  the  spell.  M  ore  general 
alterations  (like  modifying  an  attribute,  for  example) 
requi  re  5  spel  1 1  evel  s  for  each  poi  nt  changed.  A  t  the  end 
of  the  spell  duration,  the  subject  instantly  reverts  to 
normal.  There  is  usually  some  outward  sign  that  the 
subject  has  been  altered:  muscles  enlarge  as  the  subject 
grows  stronger,  or  shrivel  as  he  weakens.  The  exact 
appearance  of  the  spell  depends  on  the  M  agical  Order. 

Alter  spells  generally  do  not  have  any  directly 
harmful  effects.  H  owever,  if  an  attribute  rating  is  lowered 
to  -  7  or  bel  ow ,  i  t  i  s  not  possi  bl  e  f  or  the  target  to  take  any 
action  associated  with  that  attribute.  For  example  a 
character  with  -7  PER  cannot  see  or  hear  clearly,  a 
character  with  -7  DEX  is  too  clumsy  to  move  without 
falling,  and  a  character  with  -7  INT  is  too  confused  to 
make  decisions. 

Alter  can  also  change  the  Damage  Rating  of 
weapons  and  the  Protection  Rating  of  armor  (both  of 
these  are  specific  alterations).  Note  that  this  effect  can 
increase  the  Damage  Rating  of  a  being's  bare-handed 
attack,  or  add  a  Protection  Rating  to  normal  skin  and 
clothes.  Damage  or  Protection  Rating  cannot  be  reduced 
below  0. 

Abstract  qualities  such  as  value,  appeal,  status, 
or  authority  can  also  be  manipulated  with  this  M  ode. 
Abstract  qualities  are  almost  always  considered  broad 
alterations.  To  alter  an  abstract  quality,  the  GM  will 
simply  rate  the  item  or  individual  from  1  to  10  in  the 
chosen  quality,  then  allow  the  magician  to  manipulate 
the  rating  up  or  down  as  usual. 

Alter  spells  are  not  cumulative  in  effect.  One 
cannot  gain  +5  Strength  by  casting  five  consecutive  +1 
STR  spells  on  oneself.  If  multiple  Alter  spells  are  cast 
on  a  single  subject,  only  the  highest  level  spell  takes 
effect.  Alter  can  be  used  on  multiple  subjects 
simultaneously,  so  long  as  all  the  subjects  are  in  direct 
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physical  contact  (holding  hands  in  a  circle,  for  example). 
The  magician  takes  a -1  to  her  casting  roll  for  each  extra 
subject  affected. 

The  GM  makes  the  final  decision  on  what  is  a 
specific  alteration  and  what  is  a  broad  alteration.  In 
general,  the  more  applications  a  given  quality  has,  the 
more  likely  it  is  to  be  a  broad  alteration.  For  example, 
al  teri  ng  a  character' s  S  w  ord  ski  1 1  i  s  a  specif  i  c  al  terati  on 
si  nee  i  t  has  a  very  narrow  appl  i  cati  on .  H  ow  ever,  al  teri  ng 
a  character' s  C  ombat  R  ati  ng  woul  d  be  a  broad  al  terati  on . 
N  ot  every  0  rder  can  A  Iter  al  I  possi  bl  e  qual  i ti  es.  See  the 
individual  Order  descriptions  for  examples  of  what  kinds 
of  abilities  can  be  altered. 

"The  Strength  of  Aa  flows  through  me,  that  I 
might  crush  the  heretics  in  battle." 

"I  call  upon  my  ancestors'  spirits  to  invest  me 
with  their  wisdom." 

Attack  in  Brief: 

Damage:  1  Hit  Point  perSpell  Level 

Range:  50  feet  (-1  to  casting  roll  per  10  extra  feet  of 

range) 

Duration:  Instant/ 1  round  per  level  (no  range) 
A  rea:  - 1  to  casti  ng  rol  I  per  foot  of  radi  us 

The  Attack  Mode  deals  with  channeling 
destructive  magical  power  and  hurling  it  at  an  enemy. 
Attack  M  ode  spells  have  an  instant  duration  and  do 
damage  in  Hit  Points  equal  to  the  spell's  level;  for 
example,  a  level  6  Attack  spell  has  a  Damage  Rating  of  6. 
A  magician  may  also  cast  an  Attack  spell  meant  to 
subdue,  rather  than  kill.  See  the  rules  for  subdual  in  the 
Combat  Chapter. 

M  ost  Attack  effects  are  Ranged  Attacks,  meaning 
that  they  are  subject  to  penalties  based  on  the  range 
and  availability  of  the  intended  target  (see  the  Chapter 
on  Combat  for  details).  Ranged  spell  attacks  may  be 
Dodged  by  rolling  against  the  magician's  Attack  Mode 
rating.  Close  Combat  attack  spell  scan  also  be  cast,  such 
as  a  f  i  ery  blade  or  magi  cal  claws.  These  effects  last  for  a 
number  of  rounds  equal  to  the  spell  level.  When 
targeting  spells  of  this  type,  the  magician  must  use  the 
appropriate  combat  skill  (sword,  brawling,  etc.)  rather 
than  her  M  ode  rating.  Area-effect  attacks  can  also  be 
created  (aswirling  wind,  acircleof  fire).  Every  foot  of 
effect  radius  counts  as-1  to  the  casting  roll. 


"I  call  upon  Borean,  god  of  the  North  Wind,  to 
blast  my  foes  with  razor-sharp  shards  of  ice." 

"I  chant  the  secret  death-chants  of  the  ancestor 
spirits,  and  breakthefinger-boneof  a  yaksha, 
so  I  might  roar  forth  my  wrath  and  crush  my 
enemy  with  the  sound." 

"I  intone  the  Archaen  phrases  and  trace  the 
arcane  symbol  of  war  in  the  air  as  I  cast 
'Zorion's  Daggers'.  Three  crimson  blades 
appearshimmering  intheair  besideme,  before 
spinning  off  toward  their  targets." 

Conjurein  Brief: 

M  aximum  M  ass:  10  pounds  per  Spell  Level 
Maximum  Area:  1  cubi  c  foot  per  S  pel  I  Level 
Range:  50  feet  (-1  to  casting  roll  per  10  extra  feet  of 
range) 

Duration:  1  minute  (-1  to  casting  roll  per  extra  minute  of 
duration) 

Conjuring  creates  material  objects  from  magical 
energy.  Up  to  10  pounds  of  matter  can  be  created  per 
spel  1 1  evel ,  coveri  ng  an  area  uptolcubic  foot  per  L  evel . 
Living  matter  cannot  beconjured  inthisway.Thecaster 
must  be f  ami  I  i  ar  w  i th  the  obj  ect  or  materi  al  to  be  conj  ured, 
though  simple  shapes  like  staves,  swords,  rope,  etc. 
requi  re  no  speci al  trai  ni  ng .  T he  creati on  of  exact  repl  i cas 
or  finely  detailed  pieces  incurs  a  penalty  based  on  the 
degree  of  difficulty  entailed  (GM 's  ruling). 

When  the  duration  of  the  spell  ends,  the  item 
disappears ,  unless  it  has  been  consumed  or  mixed  with 
other  material.  If  a  character  drinks  conjured  water,  it 
will  quench  his  thirst,  even  after  the  spell  duration 
expires. 

"I  bow  elaborately  to  the  crowd,  weaving  my 
arms  to  tracetheSubtleSigil  of  Zanillo  before 
grinning  broadly  and  producing  a  bouquet  of 
sunblossomsfromthin  air." 

"I  shape  the  arcane  energies  into  the  form  of  a 
rod,  which  I  jam  under  the  closing  crypt  door." 

"Of  course  he'll  figure  out  the  lumens  are 
conjured!  Weshould  befar  outoftown  by  then..." 


CHAPTER  THREE:  MAGIC 


Defend  in  Brief: 

Hit  Point  Rating:  +2  points  per  Spell  Level 
Range:  Self /Touch / -1  to  roll  per  10 feet 
FlatBarrier  Size:  4  feet  squared  (4'x4').  (-1  to  casting 
roll  per  extra  foot  squared) 

Cylinder/Cone  Barrier  Area:  4feethigh,  2  ft.  radius.  (- 
1  to  casting  roll  per  extra  foot  of  height  or  radius) 
Dome/Sphere  Barrier  Area:  2  feet  high,  4  ft.  radius.  (-1 
to  casting  roll  per  extra  foot  of  height  or  radius) 
Barrier  Armor  Rating:  1/3  the  Spell  Level 
Duration:  5  rounds  (-1  to  casting  roll  for  each  extra 
round  of  duration) 

Defend  spells  absorb  damage  the  target  would 
normal  I  y  suffer.  AND  ef end  effects  can  absorb  a  number 
of  Hit  Points  equal  to  2  times  their  Spell  Level  before 
dissipating;  for  example,  a  shield  created  with  a  level  3 
Defend  spell  will  absorb  6  HP  of  damage  before  it 
dissolves  into  nothingness. 

There  are  two  basic  types  of  Defend  effects:  A  uras 
and  Barriers.  Both  last  for  a  minimum  of  5  rounds  or 
until  destroyed  (whichever  comes  first). 

Aura  spells  cover  a  single  individual  or  item 
with  a  protective  shield.  The  composition  and 
appearance  of  this  field  depends  on  the  Order  being 
used,  and  may  look  likeaglowing  "second-skin",  ornate 
all-enclosing  armor  of  energy,  etc.  Alternately,  aura  spells 
may  take  the  form  of  satellites;  a  number  of  small 
"shields"  that  hover  about  the  subject  of  the  spell, 
swiftly  moving  to  intercept  any  attacks,  physical  or 
magical,  directed  at  the  subject.  The  satellites  could 
I ook  I i ke  smal I  danci  ng  shi el ds,  strange f lyi  ng  i  mps,  etc. 
depending  on  theOrder  being  used.  Unless  an  Illusion 
effect  is  cast  to  conceal  it,  an  aura  is  always  visible  to 
normal  senses.  Auras  are  air  and  light  permeable, 
al  I  ow  i  ng  the  magi  ci  an  to  breathe  and  see.  F  or  th i  s  reason , 
auras  do  not  protect  against  blinding  lights  or  harmful 
gasses.  The  aura  also  moves  with  the  magician.  Only  a 
single  aura  may  be  worn  at  a  time.  If  a  second  aura  is 
cast  on  the  same  target,  only  the  aura  offering  greater 
protection  remains. 

W  hi le  protected  by  an  aura,  a  character  is  i mmune 
to  the  special  effects  of  critical  hits  in  combat,  since 
there  is  no  way  to  "go  around"  an  aura  to  hit  a  vulnerable 
spot.  Non-damaging  attacks  such  as  grapples,  disarms, 
and  other  stunts  take  their  normal  effect  on  a  critical 
success. 


A  Barrier  is  a  two-dimensional  shield  of  magical 
energy  that  can  take  whatever  simple  shape  the  caster 
desires.  Like  auras,  their  appearance  depends  on  the 
M  agical  Order  employed.  A  barrier  can  beawall  of  ice,  a 
bridge  of  arcane  force,  or  a  column  of  swirling  winds. 

All  barriers  have  an  armor  rating  equal  to  one- 
third  theSpell  Level.  So,  aLevel  12  barrierwould  have 
an  armor  rating  of  4  and  would  stop  24  points  of  damage 
before  dissipating. 

The  barrier  can  cover  a  flat  rectangular  area  (such 
as  a  doorway),  or  it  can  be  curved  into  a  cylinder,  dome, 
cone  or  sphere.  The  basic  size  of  a  flat  barrier  is  4  feet 
squared  (4'x4');  though  the  barrier  can  bemadesmaller 
in  either  dimension  if  the  caster  wishes.  Each  extra  foot 
squared  of  coverage  yields  a  -1  to  the  casting  roll.  So  a 
5'x5'  barrierwould  be  cast  at -1,  a  6'  x6'  barrier  at -2  and 
so  on.  The  basic  size  of  a  cylinder  or  cone  shape  is  4 
feet  hi gh  w i th  an  i nteri or  radi  us  of  2  feet.  The  basi c  si ze 
of  a  dome,  or  sphere  shape  is  2  feet  high  with  an  interior 
radius  of  4  feet.  In  both  cases,  each  extra  foot  of  height 
or  i  nteri  or  radi  us  yi  el  ds  a  - 1  to  the  casti  ng  rol  I . 

The  barrier  must  be  created  in  sturdy  form.  It 
cannot  lean  without  some  type  of  support.  If  it  crosses 
open  space,  such  as  a  pit  or  chasm,  both  ends  must  be 
on  solid  ground.  Barriers  are  immobile.  Like  any  other 
wall,  most  magical  barriers  can  be  climbed,  but  they 
cannot  be  toppled.  Barriers  also  prevent  the  passage  of 
physical  objects  and  energy  (including  light,  depending 
on  the  nature  of  the  barrier).  They  do  nothing  against 
subtle  magical  effects  such  as  I  nfl  uence  or  1 1  lusion.  If  a 
barrier  is  sealed  on  all  sides,  italso  prevents  the  flow  of 
air. 

"Letthe Earth  rise,  and  shield  usfrom  harm!" 

"I  make  the  seventh  sign  and  produce  'Koraq's 
Interposing  Shields'  which  dance  between  me 
and  my  enemies." 

Heal  in  Brief: 

Effect:  1  hit  point  per  Spell  Level  / 1  disease  level  per 
Spell  Level 
Range:  Touch 
Duration:  Instant 

Heal  restores  lost  hit  points.  It  can  be  used  on 
living  beings  and  inanimate  objects  alike.  A  creature  or 


object  can  only  be  healed  back  to  its  starting  Hit  Point 
total.  A  Heal  spell  can  be  used  to  cure  disease,  though 
to  be  effective  it  must  be  cast  at  a  Spell  Level  greater 
than  the  level  of  the  disease.  M  issing  limbs  cannot  be 
regenerated  with  this  M  ode,  nor  can  thedead  be  restored 
to  life. 

R<^R5T:  HflRD) 

Harm  does  damage  by  creating  wounds  or 
disease.  Unlike  Attack  spells,  spells  based  on  the  Harm 
M  ode  can  only  be  inflicted  by  touch.  Wounds  created 
by  aHarm  spell  cause  1  Hit  Point  of  damage  per  level  of 
the  spell.  A  disease  may  be  inflicted  by  casting  the  spell 
at  a  level  equal  to  the  level  of  the  desired  malady. 

"I  lay  hands  upon  my  injured  comrade  and 
recite  a  Healing  incantation,  closing  his 
wounds  and  restoring  him  to  health." 

"I  command  the  spirits  of  disease  to  leave  this 
body  at  once!" 

"M  ay  the  holy  light  of  Aa  restore  your  soul  and 
body,  brother." 

iLUjyion 

Illusion  in  Brief: 
Basic  Illusion:  Level  1 

Features:  +3  Spell  levels  per  each  additional  feature 
Range:  50  feet  (-1  to  casting  roll  per  10  extra  feet  of 
range)  /  scrying 

Duration:  5  rounds  (-1  to  casting  roll  for  each  extra 
round  of  duration) 

The  Illusion  Mode  creates  phantasmal  images 
that  can  appear  to  be  real  but  are  devoid  of  actual 
substance.  The  spell  Level  determines  the  quality  and 
complexity  of  these  images.  The  basic  level  1  illusion 
affects  a  single  sense  and  has  no  motion.  An  example 
would  bean  illusory  image  of  a  small  drac.  The  animal 
would  have  no  real  detail  and  would  not  look  like  a 
specific  creature. 

Each  additional  feature  of  the  illusion  adds  an 
extra  +3  Spell  levels.  Features  include: 

•  Additional  Senses 

Illusions  can  be  enhanced  by  the  addition  of  other 
sensory  elements  such  as  sound,  scent,  taste,  and 
even  touch.  Like  all  aspects  of  the  illusion,  these 


sensory  enhancements  may  seem  real  to  others  but 
have  no  actual  substance. 

•  M  otion  or  A nimation 

An  illusion  can  also  be  made  to  move.  The  caster 
must  be  within  the  spell's  range  and  be  able  to  sense 
the  i  1 1  usi  on  i  n  order  to  control  its  moti  on .  A  n  i  1 1  usi  on 
may  also  be  tied  to  an  object  or  being  so  it  moves 
with  it;  for  example,  a  magician  could  create  and 
"wear"  an  illusory  cloak. 

•  Precise  Detailsor  Complex  Elements 

Reproducing  acomplex  map,  copying  an  individual's 
exact  facial  features,  or  greatly  enhancing  the 
apparent  quality  and  value  of  an  item  or  garment 
would  each  be  an  additional  feature.  Extremely 
complex  elements  or  effects  may  be  subject  to  a 
penalty  based  on  the  Degree  of  Difficulty  entailed 
(GM's  ruling). 

•  M  agnitude 

The  sound  volume,  brightness,  apparent  size  and/ 
or  overall  impression  of  an  illusion  can  be  enhanced 
by  increasing  its  magnitude.  For  example: 

lfeatureadded: 

As  loud  as  a  shout,  as  bright  as  a  torch,  as  big 
as  a  humanoid. 

2  features  added: 

As  loud  as  a  trumpet,  as  bright  asacampfire,  as 
big  as  an  equs. 

3  features  added: 

As  loud  as  a  cheering  crowd,  as  bright  as  a 
bonfire,  as  big  as  a  wagon. 

4  features  added: 

As  loud  as  thunder,  as  bright  as  the  lesser  sun, 
as  big  as  a  house. 

5  features  added: 

As  loud  as  a  hurricane,  as  bright  as  the  greater 
sun,  as  big  as  a  ship. 

M  agicianscan  detect  illusions  by  casting  a  Reveal 
spell,  with  the  level  of  the  illusion  being  used  as  the 
Degree  of  D  iff  iculty  for  the  attempt.  N  on-magicians  must 
rely  on  their  wits  and  observation  to  determine  if 
something  is  real  or  not.  This  is  simulated  by  having  the 
character  make  an  A  ttri  bute  rol  I  vs  her  Percepti  on  R  ati  ng, 
using  the  level  of  the  spell  as  the  Degree  of  Difficulty. 
S  uccess  i  ndi cates  that  the  vi  ewer  suspects  the  i  mage  to 
be  unnatural  in  someway.  Magicians  can  also  use  their 
powers  of  Perception  in  this  way,  if  they  choose. 

Illusion  spells  can  also  be  used  to  produce 
illumination.  A  small,  stationary  globe  of  light  is  a  simple 
level  1  illusion.  By  adding  3  levels,  the  ball  of  light  will 
move  with  the  caster.  This  light  can  be  used  to  blind 
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enemies  by  directing  it  into  their  eyes.  To  accomplish 
this,  the  magician  must  make  a  ranged  attack  roll  using 
her  Attack  or  Illusion  M  ode  rating  with  an  additional 
penalty  of -7  for  aiming  atasmall  location.  If  successful, 
targets  are  blinded  for  three  rounds,  +1  round  for  each 
magnitude  feature  added  to  the  spell. 

The  Illusion  Mode  can  also  be  used  to  render  a 
target  invisible.  Invisibility  is  a  very  complex  spell  as  it 
must  exactly  mimic  the  environment  around  the  target. 
Invisibility  for  a  single,  stationary  individual  is  a  level 
10  spel  1(11  evel  for  the  basi  c  i  1 1  usi  on  pi  us  9  I  evel  s  of 
complexity).  If  the  character  w  ants  to  stay  i  nvi  si  bl  e  w  hi  I  e 
moving,  add  3  levels  for  a  total  of  13.  Illusions  can  be 
produced  anywhere  within  the  range  of  the  spell,  and 
can  also  becast  while  Scrying  (see  Reveal).  In  this  case, 
the  range  of  the  Illusion  is  unlimited. 

iLLcmon  zxamrixy 

"I  make  the  hidden  gesture,  pointing  at  my 
assailantsand  opening  their  eyes  to  the  'truth'; 
thatthey  hold  not  swords  but  serpents!" 

"I  diffuse  the  Arcane  Energies  through  the 
crystal  in  my  wand,  producing  a  lifelikedisplay 
of  patrons  enjoying  my  wares.  That  should 
attract  some  business." 

Influence  in  Brief: 

Range:  5  feet 
Duration:  1  round 
of  duration) 
Resistance:  WIL  roll 


1  to  casti  ng  rol  I  f  or  each  extra  round 
1/2  Spell  Level 


Spells  that  control  or  affect  a  being's  thoughts 
and  emotions  are  simulated  with  the  Influence  M  ode. 
The  subj  ect  of  an  I  nf  I  uence  spel  I  wi  1 1  obey  a  si  ngl  e  si  mpl  e 
i  nstructi  on  from  the  caster,  such  as  "Stand  sti  II",  "A  ttack 
the  pri  est" ,  or " G  o  to  si  eep. "  T  he  command  i  s  transmi  tted 
directly  to  the  subject's  mind;  it  need  not  be  spoken 
aloud.  The  subject  will  attempt  to  carry  out  the 
instruction  to  the  best  of  its  ability  until  the  duration  of 
the  spel  I  elapses.  A  subj  ect  cannot  perform  a  command 
that  it  does  not  comprehend  or  is  physically  incapable 
of  doing.  For  example,  commanding  an  avirto  "pick  the 
lock"  would  not  work  any  better  than  commanding  a 
Thrall  to  "fly."  In  addition,  asubjectwill  takeno  action 
that  involves  doing  harm  to  itself  directly,  i.e.  a  subject 
cannot  be  commanded  to  stab  itself  orjump  off  acliff. 

The  target  of  an  Influence  spell  can  resist  being 
control  I  ed  by  maki  ng  a  W  i  1 1  po  wer  rol  I .  F  or  every  2 1  evel  s 


of  the  spell ,  the  target  takes  a  -1  to  its  W I L  rol  I . 


The  subject  of  an  Influence  spell  will  remember 
everythi  ng  that  happens  w  hi  I  e  they  are  under  the  control 
of  the  spel  I .  I  f  the  magician  gets  a  C  riti  cal  Success  when 
casti  ng  the  spel  I ,  however,  the  subj  ect  w  i  1 1  thi  nk  that  his 
actions  were  his  own  idea,  no  matter  how  bizarre  they 
seem  in  hindsight. 

"I  whisper  the  secretwords  of  Ardan  and  blow 
my  target  a  kiss  with  the  phrase;  'You  will  do 
all  for  me,  my  love."1 

"When  our  eyes  meet,  the  thief  is  lost  in  the 
depths  of  my  gaze.  The  force  of  my  will  compels 
him  to  speak  the  name  of  the  one  who  hired  his 
services." 

Move  in  Brief: 

ST  R :  +0  ( 100 1  bs. )  ( +1  ST  R  per  3  S  pel  I  L  evel  s) 
Range:  50  feet  (-1  to  casting  roll  for  every  10  feet  of 
extra  range.) 

SPD: -9  (10  feet  per  round)  (-3  to  casting  roll  for  each +1 
SPD  rating.) 

Area:  0'  radi  us  (-1  to  casti  ng  rol  I  per  foot  of  radi  us) 
Duration:  5  rounds  (-1  to  casti  ng  rol  I  per  extra  round  of 
duration) 

All  spells  that  move  or  levitate  objects  or  beings 
are  based  on  this  Mode.  Move  spells  require  the 
magician's  full  concentration  in  order  to  maintain  control 
of  theobjectorindividual  being  moved.  For  example,  it 
is  not  possible  for  a  magician  to  cast  other  spells  while 
moving  a  sword  through  the  air,  though  she  could  leave 
a  levitated  object  suspended  and  turn  her  attention  to 
other  matters  without  canceling  the  spell. 

A  M  ove  spell  can  effect  up  to  100  pounds  of 
material  atSTR  +0,  and  allows  the  magician  to  control 
the  target  to  a  range  of  50  feet.  Each  +1 STR  rating  adds 
25  pounds  to  the  amount  of  weight  the  magician  can  lift. 
Objects  or  beings  manipulated  with  this  M  ode  travel  at 
a  default  Speed  of  -9  (10  feet  per  round)  and  can  be 
moved  anywhere  within  the  spell's  effective  range. 

The  STR  rating  of  a  move  spell  must  be  divided 
between  holding  onto  the  target  and  lifting  the  target. 
For  example,  a  magician  might  want  to  grab  a  struggling 
thief  who  was  trying  to  run  off  with  the  magician's  purse. 
A  level  9  spell  wouldallow  the  magician  to  hold  the  thief 
with  a  STR  rating  of  +3.  If  the  magician  wanted  to  also 
levitate  the  thief  off  the  ground,  he  would  have  to  add  6 


ft 
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more  spell  levelsfor  a  lifting  STR  of +2  (enough  to  lift 
150  pounds). 

Move  can  perform  Grappling  attacks  such  as 
throwing  or  choking.  In  this  case,  the  magician  cannot 
hold  the  target  in  place  or  restrain  them  in  any  way. 

Distant  manipulations  are  also  possible;  for 
example,  pulling  a  leverfrom  across  a  room.  The  default 
Strength  Rating  that  can  be  applied  at  a  distance  is  0. 
Thiseffectcan  also  beused  to  wield  a  weapon  or  employ 
a  physical  ability  such  as  juggling  or  writing.  In  this 
case,  the  magician's  applicable  Skills  or  Attributes  are 
used  to  determine  the  success  or  failure  of  the 
manipulation.  For  example,  a  magician  using  a  M  ove 
spel  I  to  pi ck  a  lock  from  across  the  room  must  f i  rst  rol  I 
on  the  Action  Table  to  cast  the  spell,  then  roll  again  for 
the  lock  picking  attempt.  If  the  magician  has  the  skill, 
Locks,  his  Locks  Skill  Rating  is  used  as  a  modifier  on 
the  lock-picking  attempt.  If  he  has  no  such  skill,  the 
magician's  attempt  is  subject  to  the  standard 
substitution  penalty  (q.v.). 

Depending  on  the  effects  of  their  Order,  some 
magicians  can  fly  with  this  mode,  by  simply  using 
enough  STR  to  lift  themselves.  Range  doesn't  apply  in 
this  case.  Flight  Speed  Rating  is -9  unless  increased,  as 
per  moving  inanimate  objects.  Tricky  aerobatic 
maneuvers  may  requi  re  a  D  exteri  tyor  A  crobati  cs  rol  I  for 
the  magician  to  maintain  control,  and  a  failed  roll  may 
result  in  a  crash  or  other  unfortunate  mishap  (GM 's 
ruling). 

"I  invoke  the  Wings  of  Shadow!  Wings  of 
darkness  unfurl  from  my  shoulders,  bearing  me 
aloft." 

"The  Arcane  Energies  take  the  shape  of  my 
hands  as  they  flow  between  the  bars  and  take 
the  keys  from  the  guardpost." 

"I  create  a  vortex  to  scatter  my  enemies  to  the 
four  winds." 

Reveal  in  Brief: 

Sense:  +1  PER  per  Spel  I  Level 
Range:  50feet(-lto  casting  roll  per  10  extra  feet  of  range) 
Scrying  Range:  1  mile  (-1  to  casting  roll  for  each  extra 
mileof  range) 

Duration:  1  minute  (-1  to  casting  roll  for  each  extra 
minute  of  duration) 


Reveal  spells  are  used  to  simulate  supernatural 
senses,  such  as  the  ability  to  detect  lies,  divine  the 
location  of  lost  objects,  seein  darkness,  or  see  through 
illusions.  For  purposes  of  Opposed  actions,  a  Reveal 
spell's  Rating  isequal  to  itsSpell  Level.  For  example,  a 
Level  4  spell  used  to  detect  lies  on  a  thief  who  has  a 
Deception  Skill  Rating  of  +6wouldbesubjecttoaDegree 
of  Difficulty  penalty  of  -2  (4  -  6  =-2). 

Reveal  spells  can  also  be  used  to  detect  the 
presence  of  other  spells,  such  as  illusions,  wards,  or 
curses.  In  such  cases  the  level  of  the  magic  being 
detected  is  applied  as  the  Degree  of  Difficulty  vs  the 
level  at  which  the  Reveal  spell  is  cast. 

Another  popular  Reveal  effect  is  Scrying  --  the 
ability  to  see  and  hear  what  is  happening  in  a  distant 
locale,  as  if  one  was  standing  there.  The  range  of  a 
Scrying  spell  is  usually  limited  to  one  mile  per  spell 
level,  though  certain  ancient  races  such  as  the  Black 
Savants  know  how  to  create  scrying  devices  that  have 
inter-planar  capabilities  (see  Obsidian  M  irrors,  in  the 
E  qui  pment  chapter) .  T  he  caster  must  empl  oy  a  ref  I  ecti  ve 
surface  of  some  kind  in  which  to  view  the  images,  and 
cannot  automatical  ly  locate  a  particular  spot  within  the 
Scrying  area  unless  he  or  she  has  previous  knowledge 
of  the  location  to  use  as  reference.  Only  normal  sight 
and  hearing  are  effective  while  Scrying;  supernatural 
senses  are  canceled  while  using  such  a  spell. 

The  reverse  of  this  Mode  conceals  objects, 
beings,  or  areas  from  normal  senses  and  even  other 
Reveal  spells.  For  example,  an  individual  or  specific 
location  can  be  protected  against  scrying,  a  lie  can  be 
masked  with  magicto  makeitseem  more  believable,  or 
magical  senses  may  be  confused.  Use  the  level  of  the 
Conceal  spell  as  Degree  of  Difficulty  modifier  vs 
attempts  to  divine  what  is  being  hidden.  Conceal  cannot 
be  used  to  make  anythi ng  truly  "invisible".  The  I  llusion 
Mode  is  used  for  that.  However,  Conceal  could  be 
employed  to  make  it  more  difficult  for  guards  to  find 
someone  who  was  hiding,  for  example. 

"The  Eyes  of  U  rathor  will  discern  the  truth." 

"Oh  holy  Aa  almighty,  let  thy  all-seeing  eye 
reveal  any  unholy  presences  in  this  room!" 

"Let  the  flickering  H  ands  of  Night  conceal  us 
from  those  who  would  do  us  harm." 
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Summon  in  Brief: 

Ability  Level  of  Summoned  Creature  1  per  S  pel  I  Level 
CastingTime:  1  round  perSpell  Level 
Duration:  1  minute  (-1  to  casting  roll  for  each  extra 
minute  of  duration) 

Spells  that  use  the  Summon  Mode  involve 
consorting  with  extra-dimensional  entities  and 
manipulating  the  borders  between  the  planes  of 
existence.  For  this  reason,  Summon  is  by  far  the  most 
dangerous  M  ode,  and  involves  great  risk  when  used  at 
high  levels  of  power.  Only  extremely  capable  or  foolish 
magicians  dabble  in  potent  exercise  of  this  magic. 

The  primary  effect  accomplished  with  this  M  ode 
i  s  the  summoni  ng  of  extra-di  mensional  bei  ngs.  S pel  Is  of 
this  kind  transport  a  creature  from  their  native  plane  of 
existence,  across  the  invisible  inter-planar  seas,  to 
Talislanta.  The  type  of  creature  summoned  is  up  to  the 
summoner  to  decide,  though  all  Orders  have  some 
restrictions  regarding  the  type  of  entities  that  may  be 
called  upon.  The  level  at  which  a  Summon  spell  is  cast 
determines  the  level  of  the  entity  that  w  i  1 1  be  summoned. 
For  example,  using  a  level  3  spell  to  summon  a 
necrophage  will  yield  a  necrophage  with  an  overall 
Ability  Level  of +3. 

If  a  magician  wants  to  summon  a  being  for  which 
no  specific  statisticsareprovided,  theGM  will  determine 
the  statistics  based  on  those  of  a  similar  creature.  For 
example,  the  summoned  spirit  of  a  dead  Thrall  would 
have  attributes  similar  to  those  of  the  normal  Thrall 
Warrior  archetype.  Summoned  creatures  may  have 
additional  special  abilities  such  asflightorimmunity  to 
normal  weapons,  as  determined  by  theGM  .As  with  all 
summoned  entities,  the  Ability  Level  of  the  being  is 
equal  to  the  spell  level. 

A  spel  I  of  summoni  ng  requi  res  a  number  of  rounds 
to  cast  equal  totheSpell  Level.  The  basic  duration  of  a 
summoned  creature's  servitude  is  one  minute,  plus  one 
minute  for  every  -1  to  his  casting  roll  the  summoner  is 
willing  to  take.  The  summoner  can  extend  the  duration 
indefinitely,  however,  provided  he  has  the  magical  means 
to  do  so.  C  ertai  n  enchanted  items  can  be  used  to  i  mpri son 
summoned  creatures  in  gemstones,  crystal  orbs,  brass 
lanterns,  and  so  forth.  If  the  being  is  not  restrained,  it 
vanishes  instantly  when  the  spell  ends. 

If  the  Summoning  spell  is  cast  correctly,  the 
intended  subject  will  appear  at  once.  Constrained  by 


the  forces  of  the  spel  I ,  i t  w  i  1 1  be  unabl  e  to  do  harm  to  the 
caster  or  movewithout  his  permission.  In  return  forthe 
caster's  promise  to  release  it,  the  creature  can  be 
compelled  to  answer  up  to  three  questions,  or  to  perform 
a  single,  specified  service.  This  it  will  do,  to  the  best  of 
its  capabilities.  Summoned  beings  can  only  provide 
useful  answers  to  questionsthey  arelikely  to  know.  For 
example,  the  spirit  of  a  murder  victim  may  be  able  to 
name  its  killer,  assuming  it  saw  the  murderer.  The  G  M  is 
the  final  judge  of  what  the  summoned  being  does  and 
does  not  know. 

If  the  magician  fails  to  cast  a  Summoning  spell 
properly,  (getting  aresultof  Failureon  theAction  Table) 
the  intended  creature  still  appears  but  will  be 
unrestrained  by  the  forces  of  the  spell.  M  align  entities 
may  seek  to  slay  the  caster  and  his  associates,  while 
chaotic  creatures  may  engage  in  acts  of  wanton 
destruction.  Diabolical  beings  may  avenge  themselves 
by  more  subtle  means,  such  as  a  curse  of  ill-fortune, 
lingering  disease,  etc.  Even  normally  benign  creatures 
may  resent  being  summoned,  and  if  so  will  make  their 
displeasure  known. 

In  the  event  of  a  Spell  Mishap,  an  inter- 
dimensional  rift  is  created.  This  is  the  most  terrifying 
prospect  for  any  that  consort  with  the  outer  planes. 
Legions  of  horrifying  creatures  might  find  their  way 
through  the  rift,  laying  waste  to  everything  in  sight.  Or, 
the  caster  may  be  hurled  across  far  dimensions  and 
driven  insane  by  the  mad  geometry  of  elder  worlds.  A 
mishap  while  employing  Summon  is  always 
extraord  i  nari  I  y  bad .  T  h i  s  ri  f  t  betw een  th e  p I  an es  w  i  1 1 1  ast 
for  one  mi  nute  per  Spel  I  L  evel .  J  ust  exactly  what  happens 
during  this  period  is  left  to  the  twisted  imagination  of 
the  Gamem  aster. 

R^R5T:  BflM5T1 

Cast  in  reverse,  this  M  ode  returns  a  summoned 
creature  to  its  homedimensi  on.  Attempts  to  Banish  are 
subject  to  a  Degree  of  Difficulty  penalty  equal  to  the 
creature's  overall  Ability  Level.  LikeSummon,  Banish 
spells  take  1  round  per  level  to  cast.  A  magician  can 
attempt  to  banish  entities  that  she  cannot  summon,  but 
she  takes  a  substitution  penalty  when  doing  so, 
determined  by  theGM  (usually -5  to -10). 

5uiD[7)on>  zxamvi£7 

"Come  to  me,  fathers  of  old!  Come  back  from 
the  realm  of  Death  and  share  with  me  your 
ancient  knowledge!" 
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"After  carefully  inscribing  a  circleof  protection 
upon  the  floor,  I  gaze  deeply  into  theobsidian 
mirror,  searching  for  a  creature  of  oblivion  to 
draw  into  this  world." 

Transform  in  Brief: 

Level  Required:  3-25+(seetablebelow) 
Range:  Touch 

Duration:  1  minute  (-1  to  casting  roll  for  each  extra 
minute  of  duration) 

Transform  spells  turn  one  type  of  person  or  thing 
into  another  by  changing  the  subject's  shape  and  form. 
The  level  of  the  spell  required  to  achieve  the  desired 
transformation  depends  on  how  great  the  difference  is 
between  the  subject's  original  form  and  the  form  into 
which  itwill  bechanged.  For  example,  changing  an  insect 
into  another  type  of  insect  is  a  lot  easier  than  changing 
that  insect  into  a  giant  sea  dragon. 

The  foil  owing  examples  can  be  used  to  determine 
the  required  level  of  aTransform  spell.  N  ote  that  these 
modifiers  are  cumulative,  and  should  be  applied  to 
determine  the  minimum  spell  level  needed  to  affect  a 
transformation: 

Trivial  Change  (same  species  and  sex;  for  inanimate 
objects,  same  material  and  form  but  enhanced 
appearance  or  minor  change  in  size):  Level  3. 
Minor  Change  (same  species  but  different  facial 
features;  same  material  butdifferentform):  Level  5. 
Major  Change  (two  humanoid  species,  small  unnatural 
alteration  such  as  feathers  rather  than  hair;  two  objects 
of  similar  but  different  material  and  form,  such  as  lead 
sinkerto  iron  knife):  Level  10. 
Radical  C  hangeftwo  completely  different  species;  two 
completely  different  materials  like  wood  to  stone):  Level 
15. 

Total  Change  (A  ni  mate  to  Inanimate,  such  as  humanoid 
to  stone):  Level  20. 

Increased  ability  level:  +1  levels  per  ability  rating  of 
new  form. 

Transformation  can  only  be  used  to  affect  a  single 
subject  at  a  time.  Animate  subjects  changed  by  a 
Transform  spell  retain  their  mental  faculties  while 
acqui ri ng  such  physi cal  abi I  i ti es  as  thei r  new  f orms  w i 
allow.  The  A  bility  Level  of  the  new  form  isdetermined 
by  the  number  of  extra  spel  1 1  evel  s  added  by  the  magi  ci  an. 


In  order  to  take  the  form  of  a  creature,  the  magician 
must  add  enough  spell  levels  to  match  the  minimum 
Ability  Level  of  that  creature  type.  Spell  levels  cannot 
be  added  to  increase  a  creature's  Ability  Level  beyond 
its  normal  maximum  (if  it  has  one). 

If  the  subject  was  injured  before  transformation, 
it  remains  injured  after  being  changed.  Cast  as  a 
counterspell,  this  Mode  can  be  used  to  return 
transformed  subjects  to  their  original  forms.  Each 
Magical  Order  has  guidelines  for  what  sort  of 
metamorphosis  it  can  accomplish.  Regardless  of  Order, 
magicians  can  not  take  the  form  of  extra-dimensional 
entities  with  this  M  ode. 

TRflrwoRiD  KKamvixy 

"Before  the  necrophages  break  down  the  door, 
I  transform  into  my  totem  animal-form  and  fly 
out  the  window." 

"I  attune  to  the  water  spirits,  becoming  one  with 
my  element,  to  let  myself  flow  through  the  crack 
in  the  wall." 

"I  transform  this  old  rug  into  a  splendid  robe, 
thebetterto  impress  theenchantressj  asmeen." 

Ward  in  Brief: 

Base  Level:  10 
Range:  Touch 

Area:  - 1  to  casti ng  rol  I  per  foot  of  radi  us 

Duration:  1  minute  (-1  to  casting  roll  for  each  extra 

minute  of  duration) 

Wards  are  defensive  spells  that  can  be  used  to 
protect  against  certain  specified  threats  or  maladies. 
Wards  can  be  cast  upon  living  creatures  or  inanimate 
objects  such  as  doors,  locks,  shields,  etc.  In  either  case, 
the  W  ard  only  confers  protection  to  the  creature  or  item 
it  is  cast  upon.  For  example,  a  shield  that  has  been 
Warded  againstf  ire  will  maketheshieldimmuneto  flame, 
but  not  the  bearer  himself. 

Wards  can  be  used  to  confer  protection  from  any 
one  of  the  following  types  of  threats  or  maladies: 


A  single  type  of  weapon  such  as  longswords, 
shortswords,  or  greatswords;  not  swords  or 
weapons  in  general. 

A  singleelementorelemental  effect  sue  has  fire,  ice, 
lightning,  cold,  or  heat;  not  all  elements. 
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A  single  type  of  Thieving  skill  such  as  picking 
pockets,  lock-picking,  spying,  or  tailing;  not  thieves 
or  assassins  in  general. 

•  Any  single  type  of  M  ode  (regardless  of  Order)  such 
asA  Iter,  Transform,  or  Attack;  notM  agic  in  general. 
It's  not  possible  to  cast  a  Ward  against  Wards, 
though  it  is  possible  to  cast  a  Ward  agai nst  H exes. 

•  Any  single  type  of  creature  such  as  Tazian  flies, 
Beastmen,  demons,  or  exomorphs;  not  all  insects,  all 
extra-dimensional  entities,  all  humanoids,  or  wild 
beasts  in  general.  In  this  case  the  Ward  will  prevent 
the  specified  creature  from  touching  the  protected 
creature  or  item  or  passing  through  a  protected 
doorway.  Should  an  individual  protected  by  a  Ward 
attempt  to  attack  or  even  touch  a  creature  of  the 
specified  type,  the  Ward  will  be  dispelled  at  once. 

A  n  i  ndi  vidual  or  item  cannot  be  protected  by  more 
than  one  Ward  of  the  same  type.  For  example,  it  is  not 
possible  to  be  protected  by  a  Ward  vs  fire  and  a  Wards 
vs  ice.  There  is  no  restriction  against  the  simultaneous 
use  of  different  types  of  Wards,  such  as  a  Ward  vs  fire 
and  a  W  ard  vs  the  M  ode,  A  Iter. 

Wards  cannot  be  cast  at  levels  1-9.  A  minimum 
level  10  spell  must  be  castinorder  to  achievethe  effects 
of  this  M  ode. 

Spells  of  Warding  have  a  base  duration  of  one 
minute  (10  rounds),  and  must  be  cast  by  touch.  The 
Ward  appears  as  a  glowing  symbol,  which  can  be  read 
or  deciphered  by  individuals  who  are  fluent  in  magical 
scripts.  Wards  can  be  negated  by  counterspells,  as  per 


the  ru I  es  f  or  C  ou nterspel  I  s  and  A  nti  -  M  ag i  c  ( see  C  hapter 
1).  Warded  items  are  considered  enchanted  items,  and 
count  against  the  maximum  number  of  seven  magic  items 
that  an  individual  can  carry  on  his  or  her  person. 

A  Hex  increases  the  affected  subject's 
suscepti  bi  I  i ty  to  harm,  causi  ng  them  to  suffer  tw  i ce  the 
normal  damagefrom  the  specified  threat  or  malady.  For 
example,  an  individual  who  has  an  arrow-Hex  placed 
upon  him  will  suffer  double  damage  from  arrows,  and 
will  also  find  himself  more  susceptible  to  be  struck  by 
arrows  in  combat  (-1  penalty  to  defense  ski  1 1  rating  per  3 
levels  of  the  H  ex).  A  side  from  the  obvious  differences, 
the  rules  for  Wards  and  H  exes  are  essentially  the  same. 

"I  inscribe  D iabolus'  protective  ward  on  the 
door,  thatno  Demon-spawn  may  pass." 

"I  raise  my  hand  and  inscribe  a  protective  sigi I 
on  theforehead  of  my  steed,  rendering  him  proof 
from  the  effects  of  cold." 

"May  serpents  crawl  into  your  bed  and  visit 
you  by  night." 

"M  ay  you  be  consumed  by  fire,  until  there  is 
nothing  left  but  your  blackened  bones." 


thk  orp^r?  or 

M  ost  Talislantans  are  exposed  to  one  only  kind 
of  magic  in  their  lifetimes  and  know  little,  if  anything, 
about  other  styles.  Cultural  traditions,  taboos,  and  local 
mythology  all  shape  magical  practice  in  a  given  region. 
1 1  i  s  f  or  thi  s  reason  that  certai  n  sty  I  es  of  spel  I  casti  ng  are 
pecul  i ar  to  parti cul  ar  peopl  es  or  regi ons  and  have  spread 
I  ittle  i  n  the  six  centuri  es  si  nee  the  G  reat  D  i  saster.  These 
sty  I  es  are  referred  to  by  Tal  i  si  antan  magi  ci  ans  as  0  rders. 

The  el  even  Orders  of  magic  practiced  by  magicians 
of  the  N  ew  A  ge  are: 

^flRToroflrxY 

The  magic  of,  luck,  circumstance,  and  fate  as 
represented  in  the  cards  of  the  Zodar. 

^RYPTorpflrxY 

The  study  of  magical  runes,  sigils,  and  symbols. 

^RYTTflLOIWlfXY 

The  study  of  crystals  and  their  magical  properties. 

^LXnXDTflL  WmK 

M  agicians  of  this  Order  draw  their  power  from 
one  of  the  E I  emental  PI  anes  of  W  ater,  Earth,  Air,  orFire. 

IniXKflTIOD 

Members  of  this  Order  call  upon  supernatural 
entities  for  magical  power. 

IDYrTTOIT) 

This  Order  deals  with  the  powers  of  the  mind, 
will,  and  soul. 

DflTURflL  IDmK 

The  magic  of  animals,  plants,  and  the  natural 
world. 

D^RorDflrxY 

The  magic  of  death,  decay,  and  entropy. 


5Yifl[7)flDiyrp 


M  embers  of  thisOrderdraw  their  power  from  the 
totem-spi  ri ts  of  ani  mal s  and  the  D  reamreal  ms. 

GJlTWRflPT 

The  most  anci ent  and  secret  of  0  rders,  traci  ng  its 
heritage  to  the  first  primitive  A  rchaens. 

(UlZflRPRY 

W  izards  produce  thei  r  effects  by  mani  pul ati  ng  the 
f  I  ux  of  arcane  energy  that  permeates  the  omni  verse.  This 
versatile  Order  is  the  most  common  in  Talislanta  today. 

ORP^R?  rORIDflT 

Each  Order  is  described  according  to  the  following 
format: 

•  Nameof  Order 

•  Description  of  the  Order,  its  history,  and/or 
practices 

•  Advantages:  special  advantages  of  this  Order 

•  Limitations:  disadvantages  or  limits  of  the  Order 

•  Modes:  bonuses  or  penalties  for  certain  types  of 
M  odes  (optional*) 

•  E  nchantment:  typical  types  of  enchanted  items  made 
by  members  of  this  Order 

•  Example  Spells:  examples  of  spells  that  might  be 
used  by  members  of  this  Order.  The  example  spells 
are  categorized  into  three  different  difficulty  levels: 
Basic  (or  beginner)  spells,  Advanced  Spells,  and 
Master  Spells. 

*GM  'snote:  thespecial  modifiers  and  restrictions 
listed  here  for  Modes  are  optional.  Use  them  if  you 
want  to  further  emphasize  the  differences  between 
Orders  in  your  campaign.  If  not,  members  of  every  Order 
should  be  allowed  to  learn  any  of  the  twelve  M  odes. 


CHAPTER  THREE:  MAGIC 


To  most  Tali  si  antans,  luck,  fate  and  destiny  are 
nebulous  forces  beyond  the  provi  nee  of  mortal  bei  ngs. 
Though  few  common  folk  can  grasp  the  power  and 
meaning  of  the  vagaries  of  chance,  those  who  know  the 
secrets  held  within  the  cards  of  the  Zodar  can.  It  is  with 
this  key  that  a  Cartomancer  unlocks  his  powers. 

The  Zodar  was  originally  a  divination  tool  of  an 
ancient  people,  long  lost  to  history.  In  the  hands  of  a 
skilled  Cartomancer,  the  twenty  enigmatic  cards  are  a 
powerful  magical  instrument.  Each  card  has  both  a 
symbolic  meaning  in  the  realm  of  destiny,  and  an  actual 
meaning,  in  the  realm  of  action.  Cartomancers  believe 
that  the  interaction  of  these  two  realms  creates  reality 
as  they  know  it. 

Cartomancers  invoke  the  destiny  aspect  of  the 
cards  when  they  attempt  to  divine  the  future  or  the 
past.  This  is  the  most  commonly  known  use  for  the 
Zodar  deck,  and  is  practiced  by  many  Cartomancers  to 
earn  a  living  as  a  gambler  or  fortune  teller.  Destiny 
readings  are  usually  vague,  metaphorical,  and  difficult 
to  understand.  With  practice,  however,  a  Cartomancer 
can  learn  to  better  interpret  the  cryptic  pronouncements 
of  the  cards. 

The  action  aspect  of  the  cards  provides 
Cartomancers  with  their  more  tangible  spellcasting 
abilities.  Each  card  istied  to  a  real-world  effect  that  the 
Cartomancer  can  invoke.  For  example,  the  Sun  cards 
can  produce  light  or  heat,  the  Warrior  card  is  useful  for 
attacking  enemies  or  resisting  attacks,  and  the  Mystic 
card  can  be  used  to  reveal  secrets,  lies,  or  hidden 
knowledge.  Unlike  the  destiny  aspect  of  the  deck, 
spellcasting  with  the  cards  uses  the  inner-power  of  the 
magician,  and  can  be  very  tiring  and  even  dangerous. 
M  ost  Cartomancers  keep  this  element  of  their  magic 
hidden  and  use  it  only  when  absolutely  necessary. 

Cartomancy  is  typically  self-taught  and  there  are 
few  treati  ses  on  the  0  rder  or  spel  I  books.  A  f ter  study i  ng 
the  Zodar  cards  for  a  certai  n  period  of  ti  me  the  neophyte 
Cartomancer  begins  to  understand  their  innate 
capacities  for  magic.  Of  course,  anyone  can  use  the 
deck  for  afriendlygameof  Zodar,  butittakes  cartomantic 
abilities  to  fully  attune  to  the  forces  of  chance  within 
the  cards. 


A  Cartomancer  must  have  one  hand  free  in  order 
to  manipulate  the  cards  and  cast  spells.  No  spoken 
words  or  specific  gestures  are  required. 

Spells  of  Cartomancy  can  be  quite  subtle  since 
the  magician  need  only  handle  her  Zodar  deck  to 
produce  the  magic.  No  lights,  noises,  or  other  tell-tale 
signs  emanate  from  the  magician  while  she  is  casting  a 
spell.  Of  course,  those  familiar  with  Cartomancy  may 
real  ize  what  i  s  happeni  ng  as  soon  as  the  magi  ci  an  begins 
an  innocent  shuffle. . . . 

LimiTflTiony 

As  noted  under  Physical  Components, 
Cartomancers  must  use  their  Zodar  deck  to  cast  spells. 
Without  his  cards  on  his  person,  a  Cartomancer  is 
powerless.  If  the  magician's  personal  deck  is  ever  lost 
or  stolen,  a  new  one  can  be  obtained  and  used  after  the 
magician  spends  one  week  attuning  to  it. 

Not  available:  Transform,  Summon 
Alter  Effects:  Cartomancer'scanAlterany  quality  that 
isdepictedononeof  the  cards  of  the  Zodar.  For  example, 
a  C artomancer  might  alter  a  character' s  C ombat  Rating 
by  draw  i  ng  "T  he  W  arri  or"  or  a  character' s  B  argai  n  ski  1 1 
by  drawing  "The  Peddler." 
Transform  Effects:  N/A 
Summon  Effects:  N/A 

^rlflDTnXDT 

Common  enchanted  items  created  with  Cartomancy: 
•  Enchanted  Zodar  cards  that  can  reproduce  the 
Order's  spells. 

E xampl  e  spel  I  s  of  C  artomancy  f  ol  I  ow . 


H  and  of  Destiny  (Reveal) 

Duration:  1  minute 
Casting  M  odifiers:  -10  (10th  level) 
Description:  Rahastrans  use  this  spell  all  the  time,  as  it 
i  s  as  much  a  part  of  thei  r  bel  i  ef  system  as  anythi  ng  el se. 
By  laying  out  two  cards  and  divining  their  meaning,  a 
skilled  cartomancer  can  determine  his  destiny.  In  game 
terms,  thisisthePC  asking  theGM  "What  is  likely  to  be 
my  best courseof  action?"  Thelevel  of  thespell  should 
be  used  as  a  ruler  in  deciding  how  accurate  and  helpful 
the  insight  will  be.  For  example,  a  5th  level  divination 
might  yield  only  general  information,  such  as,  "The 
future  is  obscure,  but  it  seems  that  subtlety  is  the  best 
courseof  action."  For  a  10th  level  divination  the  result 
might  be  more  specific,  as  in  "Signs  indicate  that  deceit 
would  yield  greaterfortunethan  direct  action."  A  20th 
level  divination  might  yield  more  detailed  information, 
I  i  ke "  F  ortune  would  shi  ne  on  sneaki  ng  i  nto  the  tower  i  n 
disguise",  while  at  30th  level  the  GM  might  really  get 
specific,  asin  "Useaspell  to  hide  your  life-essence  and 
enter  the  necromancer's  tower  in  the  guise  of  undead." 

Prestidigitation  (M  ove) 

Duration:  5  rounds (30 seconds) 
Range:  50 feet 

Casting  M  odifiers:  -4  (1st  level) 
Description:  By  turning  The  Rogue  and  The  Charlatan 
face-to-face  in  the  deck,  the  caster  can  make  any  small 
item  within  range  of  the  spell  come  to  his  hand  at  -8 
Speed  (20  feet  per  round.)  The  item  could  be  on  the 
floor,  on  another  person,  or  even  in  one  of  the  caster's 
pockets.  A  bitof  legerdemain  is  usually  used  to  augment 
the  spell,  keeping  anyone  from  noticing  the  weapon, 
pouch,  or  whatever  sliding  into  the  casters  grip. 

Luck  of  theDraw  (Defend) 

Duration:  5  rounds (30 seconds) 
Casting  M  odifiers:  -10  (10th  level  spell) 
Description:  By  drawing  Talisandre  and  keeping  it  in 
the  palm  of  the  hand,  the  caster  will  temporarily  be 
granted  good  luck  in  any  sort  of  fight  or  melee.  During 
the  ti  me  the  enchantment  is  i  n  effect,  attacks  of  any  sort 
that  are  aimed  at  the  caster  will  unaccountably  miss  the 
mark,  ei  ther  by  the  narrow  est  of  marg  i  ns,  or  by  w  hat  w  i  1 1 
appear  to  be  an  i ncredi  ble  stroke  of  good  fortune.  O  nee 
the  spell  has  absorbed  20  hit  points  of  damage  or  its 
duration  isexceeded,thegood  luck  fades  and  the  caster's 
fortunes  return  to  normal. 


Wizard'sT rump  (Ward) 

Duration:  1  minute 
Range:  Touch 

Casting  M  odifiers:  -10  (10th  level) 
Description:  The  Wizard's  Trump  is  a  combination  of 
The  Wizard  andTheArchon.  While  holding  these  two 
cards,  the  cartomancer  i  s  protected  from  all  Attack  mode 
spel  I s  di  rected  at  hi s  or  her  person,  and  cannot  be  harmed 
by  such  magics. 

Fool'sGold  (Conjure) 

Duration:  5  minutes 
Range:  50  feet  (usually  caston  self) 
Casting  M  odifiers:  -5  (1st  level,  -4  for  extra  duration) 
D  escri  pti  on:  C  asti  ng  thi  s  spel  I  and  tappi  ng  T  he  Peddl  er 
three  times  will  cause  a  cache  of  coins  (up  to  100  g. I.,  as 
the  caster  requires)  to  appear  in  the  casrtomancer's 
pocket.  Theconjured  coins  look  and  feel  quite  real,  but 
will  remain  in  existence  for  only  5  minutes,  after  which 
they  will  vanish  without  a  trace.  This  spell  has  many 
practical  applications,  though  its  use  is  not  without 
certai n  ri sks.  K asmi rans  in  particular havelittlefondness 
for  enchantments  of  this  sort. 

Turn  of  a  Friendly  Card  (Heal) 

Range:  Self  orTouch 
Casting  M  odifiers:  -10  (10th  level) 
Description:  By  placing  Drome  upon  the  breast  of  a 
wounded  individual,  the  healing  nature  of  the  amber 
moon  fills  the  target,  soothing  wounds  (up  to  lOhp 
damage)  and  relieving  pain.  Some  who  have  been  near 
death  when  healed  this  way  claim  to  have  experienced 
odd  dreams,  including  visions  of  possible  futures  and 
images  of  what  might  have  happened  if  they  had  died. 
Side-effects  of  this  sort  are  rare,  however  (G  M 's  choice, 
or  l-in-10  chance),  and  Rahastrans  regard  them  as  a  gift 
from  the  Zodar. 

Wrath  of  theWarrior  (Attack) 

Range:  50 feet 

Casting  M  odifiers:  -6  (6th  level) 
Description:  By  tapping  the  Warrior  card  three  times 
and  pointing  at  a  target,  the  cartomancer  causes  her 
victim  to  be  pummeled  by  a  pair  of  ghostly  fists  for  6 
points  of  damage.  If  the  spell  is  cast  at  a  higher  level, 
the  disembodied  hands  will  appear  to  hold  weapons. 


45 


~T 


F  ortu  ne' s  P  u  r chase  (A  Iter ) 

Duration:  5  minutes 
Range:  Self 

Casting  M  odifiers:  -19  (15th  level,  -4for  extra  duration) 
Description:  The  cartomancer  consults  the  Zodar  and 
draws  The  Peddler  and  Talisandre,  interpreting  that  he 
will  have  good  luck  in  an  upcoming  purchase.  He  then 
goes  and  talks  to  the  merchant  and  makes  his  purchase, 
gaining  +5  on  his H aggl i ng  skill. 

The  Fold  (Illusion) 

Duration:  5  rounds  (30  seconds) 
Range:  50 feet 

Casting  Modifiers:  -19  (1st  level  base,  +9  levels  for 
Touch,  Sound,  and  Scent,  +3  levelsfor  M  otion,  +3  levels 
for  Complex  Elements,  +3  levelsforM  agnitude.) 
Description:  Every  Rah  astran  knows  when  to  fold  a  bad 
hand  and  make  a  discrete  exit  when  his  or  her  luck  has 
changed  for  the  worse.  By  drawing  The  Charlatan  the 
caster  can  appear  to  vanish  into  thin  air,  leaving  nothing 
behind.  Even  someone  holding  the  caster  will  believe 
that  the  cartomancer  has  disappeared,  and  even  beings 
with  keen  senses  of  smell  and  hearing  may  befooled  by 
thi  s  i  1 1  usi  on.  W  hi  I  e  the  spel  I  i  s  i  n  effect,  the  cartomancer 
can  move  silently,  hide,  or  make  a  quick  getaway,  as 
desired. 

The  Bluff  (Illusion) 

Duration:  5  rounds  (30  seconds) 
Range:  50 feet 

Casting  Modifiers:  -16  (1st  level  base,  +3  levels  for 
M  otion,  +3  levels  for  Complex  Elements,  +3  levelsfor 
Precise  Details,  +6  levelsforM  agnitude) 
Description:  The  Warrior  and  The  Charlatan  must  be 
held  in  the  hand  of  the  cartomancer  for  the  duration  of 
this  spell,  which  allows  the  caster  to  assume  the 
semblance  of  a  duelist  of  unsurpassed  skill.  A  well- 
chosen  prop  and  a  bit  of  imagination  may  be  used  to 
enhance  the  effect  of  the  spel  I .  F  or  exampl  e,  if  the  caster 
draws  a  sword  and  stri  kes  a  dashi  ng  pose,  he  w  i  1 1  appear 
to  those  affected  by  the  illusion  to  be  the  finest  and 
most  deadly  swordsman  in  the  land.  The  whole  thing  is 
illusion,  however,  and  if  theintendedsubjectorsubjects 
see  through  the  enchantment,  mayhem  is  likely  to  ensue. 
NPC  opponents  roll  Combat  Rating  or  Intelligence  with 
a  -6  penalty  (the  M  agnitude)  to  continue  the  attack,  or 
use  GM's  discretion. 


TheWarrior'sHeart  (Alter) 

Duration:  2  minutes 

Range:  Touch  (three  targets) 

Casting  M  odifiers:  -18  (15th  level,  -1  for  extra  duration, 

-2  for  extra  targets) 

Description:  By  drawing  forth  The  Warrior  and  the 
Archon  and  placing  them  both  face-up  on  a  level 
surface,  the  cartomancer  predicts  favorable  odds  in  the 
upcoming  battle.  Due  to  this  prediction,  up  to  three 
targetswill  be  filled  with  the  courage  of  the  archetypal 
Warrior,  receiving  +3  to  their  CR  attribute. 

Cardplayd  nfluence) 

Duration:  10  rounds  (1  minute) 
Range:  5  feet 

Casting  M  odifiers:  -13  (8th  level,  -5  for  extra  duration) 
Description:  This  enchantment  allows  the  cartomancer 
to  dazzle  and  amaze  onlookers  by  shuffling  the  Zodar 
deck,  slowly  at  first,  and  then  with  greater  and  greater 
flair.  If theintended subject orsubjects fail aWill check 
at -4,  they  will  become  entranced,  remaining  motionless 
for  the  duration  of  the  spell,  even  if  the  caster  puts 
away  the  cards  and  leaves  the  area.  On  a  partial  success, 
the  subject  retains  his  or  her  senses,  but  will  stop 
whatever  else  they  were  doing  to  watch  the  caster  for 
as  long  as  the  display  of  cardplay  continues.  On  a 
f  ai  I  ed  resi  stance  check,  the  subj  ect  w  i  1 1  remai  n  entranced 
for  a  full  minute  after  the  caster  stops  manipulating  the 
cards.  On  a  mishap,  the  subject  remains  entranced  even 
after  the  spell's  duration  expires,  and  will  stay  that  way 
until  somone  "awakens"  them  (by  shaking,  slapping, 
shouting,  etc.). 

C  ard  of  C  oncealment  (C  onceal) 

Duration:  2  minutes 

Casting  Modifiers:  -13  (12th  level  spell,  -1  for  extra 
duration) 

Description:  This  spell  uses  the  properties  of  the  card, 
the  Mystic,  to  make  a  Zodar  deck  or  any  small  item 
virtually  undetectable  when  hidden  on  the cartomancer's 
person .  A  nyone  try  i  ng  to  steal  or  search  for  a  conceal  ed 
item  does  so  at  a  -12  penalty  to  their  perception. 
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F  riendly  H  and  (I  nfluence) 

Duration:  10  rounds  (1  minute) 
Range:  5  feet 

Casting  M  odifiers:  -25  (20th  level,  -5for  extra  duration) 
Description:  By  drawing  The  Assassin  and  holding  it  in 
the  hand,  the  cartomancer  can  make  the  target  believe 
that  he  is  a  close  friend  or  associate,  someone  to  be 
trusted.  The  subject  may  resist  (Will  check -10);  if  the 
result  is  a  partial  success,  then  thesubjectwill  be  neutral 
as  regards  the  caster,  viewing  him  as  neither  friend  nor 
foe.  On  a  mishap  resulton  the  resistance,  the  target  will 
continue  to  consider  the  cartomancer  a  friend  after  the 
spell  expires,  unless  something  happens  to  indicate 
otherwise. 

Amber  Waves  (I  nfluence) 

Duration:  10  rounds  (1  minute) 
Range:  5  feet 

Casting  M  odifiers:  -25  (20th  level,  -5for  extra  duraiton) 
Description:  By  drawing  Drome  and  placing  it  face  up 
on  a  level  surface  the  cartomancer  causes  a  wave  of 
somnolence  to  descend  on  all  those  nearby  (within  a  5 
foot  radius  around  the  card).  Each  target  must  succeed 
ataWill  roll  (-10  penalty)  or  be  compel  led  to  lie  down 
and  fall  asleep  on  the  the  spot.  A  resultof  partial  success 
means  the  subject  does  not  sleep,  but  becomes  drowsy 
and  sluggish  (-5  to  all  actions)  for  the  duration  of  the 
spell.  A  result  of  failure  or  mishap  indicates  that  the 
target  si  eepsuntil  awakened  normally.  The  cartomancer 
h  ersel  f  i  s  i  m  m  u  n  e  to  th  e  si  eep  ef  f  ect  of  h  er  spel  I . 


The  twenty  cards  of  the  Zodar  are: 

1.  Zar:  T  he  D  ark  M  oon.  A  n  i  1 1  -aspected  card,  si  gnif  yi  ng 
evil,  conspiracy,  black  magic. 

2.  Laeolis:  The  Blue  M  oon.  Sorrow,  disappointment, 
heartbreak. 

3.  J  hang:  The  Crimson  Moon.  Rage,  violence,  dark 
passions. 

4.  Ardan:  The  Purple  M  oon.  Romance,  passion,  desire. 

5.  Phandir:  The  Green  Moon.  Mystery,  things 
unknown. 

6.  Drome:  TheAmberM  oon.  Peace,  repose,  relief. 

7.  Talisandre:  TheSilver  M  oon.  Good  fortune. 

8.  The  Lesser  Sun.  A  matter  of  little  import. 

9.  The  Greater  Sun.  A  matter  of  great  import. 

10.  The  Charlatan.  Deception  or  deception  discovered. 

11.  The  Rogue.  Loss,  thievery,  distrust. 

12.  TheWarrior.  Confrontation,  conflict,  vigilance. 

13.  The  Assassin.  Treachery,  betrayal,  death. 

14.  The  Peddler.  Opportunity,  the  chance  for  profit  or 
loss. 

15.  The  Wanderer.  Travel  and  adventure. 

16.  The  Wizard.  Sorcery,  chance,  uncertainty. 

17.  The  Mystic.  Hidden  knowledge,  secrets. 

18.  The  Alchemist.  Change,  transformation,  the 
unexpected. 

19.  The  Reaper.  Inevitability. 

20.  The  A  rchon.  Victory. 
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Cryptomancy  is  the  art  of  inscribing,  manipulating, 
encrypting,  and  decoding  magical  and  mundane  writing. 
Cryptomancers  are  generally  intrigued  by  symbology 
of  all  kinds  and  believe  that  every  form  of  written 
communication  contains  magical  power. 

Cryptomancers  cast  spells  by  inscribing  magical 
sigils.  During  the  process  of  inscription,  the 
Cryptomancer  infuses  the  writing  with  a  portion  of  his 
will,  thereby  bestowing  its  magical  properties.  This 
procedure  is  often  fatiguing,  but  once  completed,  the 
spell  is  in  place  and  may  take  effect  at  a  later  time  or 
when  certain  conditions  are  met.  With  this  M  agical  Order, 
the  line  between  Spellcasting  and  Enchantmentisafine 
one,  indeed. 

Because  of  its  subtle  yet  enduring  nature, 
Cryptomancy  is  often  used  by  theTrapmagesof  Kasmir 
to  protect  val  uables  and  vaults.  The  founders  of  the  art, 
theC  al  I  i  di  ans,  employ  thei  r  spel  I  craft  pri  mari  ly  to  decode 
and  translate  ancient  texts,  or  for  other  scholarly 
purposes. 

Aswould  be  expected,  Cryptomancers  learn  spells 
by  memorizing  written  formulas  of  magical  symbols. 
Books,  scrolls,  and  tomes  of  Cryptomancy  are  always 
in  cipher,  and  are  all  but  impossible  to  decode. 
Cryptomancers  across  the  continent  share  a  specialized 
runic  language  that  bears  no  resemblance  to  any 
contemporary  alphabet. 

PhYyraL  ^OIDPOtXDTT 

A  Cryptomancer  must  be  able  to  trace  a  pattern 
with  at  least  one  hand  in  order  to  cast  spells.  For  many 
cryptomantic  spells,  the  magician  must  make  an  actual 
mark  of  some  sort.  Cryptomancers  often  carry  papers, 
inks,  brushes,  pens,  and  chisels  for  just  this  reason. 

TheT rigger  Effect 

When  casting  any  cryptomantic  spell,  the 
magician  may  choose  a  circumstance  that  will  trigger 
the  forces  of  the  rune.  Until  this  condition  is  met,  the 
spel  I  w  i  1 1  remai  n  i  n  stasi  s.  S  pel  I  s  i  n  stasi  s  are  su  bj  ect  to 
all  forms  of  magical  detection  and  countermagic.  When 
the  triggering  circumstance  occurs,  the  spell  will 
discharge,  expending  all  of  its  energy.  A  trigger  increases 
the  spell's  Degree  of  Difficulty  by  5  levels,  and  the  rune 
must  be  clearly  inscribed  upon  the  subject.  A  given 


spell  can  only  be  triggered  once.  If  a  cryptomancer 
wi  shes  to  create  a  permanent  effect  that  can  be  tri  ggered 
many  times,  she  must  enchant  the  rune,  as  per  the  rules 
for  Enchantment  which  can  be  found  at  the  end  of  this 
chapter. 

LiiDiTflTiony 

Because  of  the  often  complex  symbology 
employed  by  this  0  rder  and  the  need  to  actual  ly  i  nscri  be 
its  spells,  cryptomantic  magic  takes  longer  to  perform 
than  other  styles  of  spellcasting.  Unless  specifically 
stated  otherwise,  all  cryptomantic  spells  take  2  rounds 
to  cast. 

Notavailable:  Transform 

Bonuses:  Ward:  +3,  Reveal:  +3 

Penalties:  1 1 1  usi  on:-2.  Influence:  -2 

Alter  Effects:  Cryptomancers  can  alter  attributes  by 

making  the  appropriate  Rune  (Rune  of  Strength,  Rune 

of  Reason,  etc).  A  cryptomancer  can  also  alter  Damage 

R  ati  ng  o  r  P  rotecti  o  n  R  ati  n  g  w  i  th  a  R  u  n  e  of  P  oten  c  e  o  r  a 

Rune  of  Shielding,  respectively. 

Transform  Effects:  N /A 

Summon  E  ffects:  C  ryptomancers  use  runes  to  contact 
the  outer-planes  in  order  to  summon  extra-dimensional 
entities  such  as  Devils,  Demons,  Imps,  and  Sardonicus. 

Common  enchanted  items  created  with 
Cryptomancy  include: 

•  Alarm  and  trap  systems  designed  to  defeat  intruders 
and  protect  valuables  (Attack,  Illusion) 

•  Enchanted  tattoos  that  can  conjure  up  weapons  or 
useful  items  (Conjure) 

•  Rings,  medallions,  bracers,  and  tores  inscribed  with 
empowering  runes  (Alter) 

•  Cages  and  manacles  to  entrap  extra-dimensional 
entities  (Summon) 

Exampl  e  spel  I  s  of  C  ry  ptomancy  f  ol  I  ow . 
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Symbol  of  C  larity  (Reveal) 

Duration:  1  minute 
Range:  50 feet 
Casting  Time:  2  rounds 

C  asti  ng  M  odif  i  ers:  -V  ari  able  (see  bel  ow)  +3  due  to  0  rder 
modifier. 

Description:  Inscribed  in  the  air  above  a  page  or  other 
written  surface,  a  Symbol  of  Clarity  will  render  any  form 
of  writings  or  inscriptions  clear  and  intelligible  to  the 
caster.  The  symbol  functions  no  matter  what  language 
the  ori gi  nal  i  nscri  pti  ons  were  w ri tten  i  n,  or  w  hat  efforts 
may  have  been  used  to  obscure  the  message  (codes, 
obscured  letters,  etc.)  The  level  of  difficulty  entailed  in 
the  translation  is  used  as  a  spell  penalty  in  this  case. 
Forforeign  languages,  the  penalty  is-1  to  -10,  depending 
on  the  age  and/or  relative  obscurity  of  the  writings.  For 
codes  and  cyphers,  subtract  the  skill  level  of  whoever 
devised  the  encryption.  Obscured  writings  may  cause  a 
penalty  of  -1  to  -20  to  be  applied,  depending  on  how 
badly  distorted,  faded,  or  smudged  the  original 
inscriptions  are.  All  penalties  are  cumulative. 

Talking  Runes  (Illusion) 

Duration:  5  rounds (30 seconds) 
Range:  50 feet 
Casting  Time:  2  rounds 

Casting  M  odifiers:  -6  (1st  level,  -5  for  trigger  effect,  -2 
dueto  Order  modifier) 

Description:  Talking  Runes  are  symbols  that  slowly 
"speak"  a  secret  message  when  activated  by  a  specific 
trigger,  which  may  be  as  simple  as  someone  opening  a 
door  or  as  complex  and  specific  as  the  caster  desires 
(such  as,  "When  the  magician  Azradamus  reads  the  last 
page  of  this  book").  Talking  Runes  may  speak  up  to  20 
words  in  any  language  known  to  the  caster,  at  a  rate 
of  about  4  words  per  round.  Talking  runes  may  not  speak 
magical  phrases  in  order  to  cast  a  spell. 

M  ark  of  M  idnight  (Reveal) 

Duration:  10  minutes 
Range:  60  feet 
Casting  Time:  2  rounds 

Casting  M  odifiers:  -8  (1st  level,  -9  for  extra  duration,  -1 
for  extra  range,  +3  due  to  O  rder  modi  f  i  er) 
Description:  Drawn  on  the  forehead,  this  rune  enables 
thesubjectto  see  clearly  in  complete  darkness  for  up  to 
60  feet  (double  this  distance  in  partial  darkness  or 
shadow). 


Shaladin'sBlade-lcon  (Conjure) 

Duration:  1  minute 
Range:  Touch 
Casting  Time:  2  rounds 

Casting  M  odifiers:  -6  (1st  level,  -5  for  trigger  effect) 
Description:  This  symbol  is  commonly  sewn  into  the 
sleeve  of  a  robe,  or  carved  into  the  face  of  a  ring.  When 
triggered  by  the  wearer,  the  rune  causes  a  dagger  to  be 
conjured  into  his  or  her  hand.  Shaladin's  Blade  is  not  a 
magical  weapon  per  se,  but  does  damage  equivalent  to 
a  common  dagger.  Note  that  a  Blade-Icon  can  be 
triggered  only  once  and  must  be  re-cast  before  it  can  be 
used  again.  Also  note  that  an  untriggered  Icon  counts 
as  one  of  the  seven  magical  items  that  a  person  can 
carry. 

SealoftheForbidden  Passage(Conjure) 

Duration:  5  minutes 
Range:  50 feet 
Casting  Time:  2  rounds 

Casting  M  odifiers:  -6  (2nd  level, -4  for  extra  duration) 
Description:  When  thisSeal  isdraw  upon  the  surface  of 
any  door,  the  portal  will  be  sealed  shut  by  the  presence 
of  conjured  mortar  and  remain  so  until  the  sigil  is 
dispelled  or  the  door  broken  down  by  force. 

Sigil  of  Deter ence  (Attack) 

Duration:  5  rounds (30 seconds) 
Range:  Touch 
Casting  Time:  2  rounds 

Casting  M  odifiers:  -10  (5th  level,  -5  for  trigger  effect) 
D  esc  ri  pti  on :  A  f  avo  ri  te  of  K  asm  i  ran  trapsm  i  ths,  th  i  s  si  g  i  I 
is  usually  placed  inside  a  locking  mechanism,  and  is 
activated  by  touch.  Unauthorized  individuals  who 
attempt  to  open  a  I  ock  protected  w  i  th  th  i  s  si  g  i  I  w  i  1 1  suffer 
a  painful  blast  of  energy  (5hp  damage)  sufficient  to 
damageakeyorlock-pick; or  incapacitateathief'shand. 
A  successful  Traps  skill  roll  (with  a  penalty  equal  to  the 
T  raps  ski  1 1  rati  ng  of  the  magi  ci  an  that  set  the  rune)  w  i  1 1 
alert  a  thief  to  the  rune's  presence. 


49 


~T 


Mark  of  Stealth  (Alter) 

Duration:  3  minutes 
Range:  Touch 
CastingTime:  2  rounds 

Casting  M  odifiers:  -11  (9th  level,  -2  for  extra  duration) 
Description:  When  inscribed  upon  the  soles  of  one's 
boots  or  other  footwear,  the  M  ark  of  Stealth  enabl  es  the 
wearer  to  move  much  morequietly  (+3  stealth  rating)  for 
the  duration  of  the  spell. 

Symbol  of  Protection  (Defend) 

Duration:  5  rounds 
Range:  Touch 
CastingTime:  2  rounds 

Casting  M  odifiers:  -15  (10th  level,  -5  for  trigger  effect) 
Description:  This  symbol  may  be  inscribed  anywhere 
on  a  subject's  clothing  or  body.  The  symbol  will  lie 
dormant  until  the  wearer  is  attacked,  at  which  point  it 
will  activate,  protecting  the  wearer  from  up  to  10  hp  of 
any  type  of  damage.  After  activation,  the  rune  fades 
and  may  not  be  used  again. 

Runeof  Battle  (A  Iter) 

Duration:  2  minutes 
Range:  Touch 
CastingTime:  2  rounds 

Casting  M  odifiers:  -16  (15th  level,  -1  for  extra  duration) 
Description:  When  the  Rune  of  Battle  is  inscribed  on  a 
weapon,  its  wielder  has  +5  added  to  the  appropriate 
weapon  skill  (oraskill  of +5  if  they  wereunfamiliarwith 
that  weapon  before). 

Archonic  H  eptagram  (Ward) 

Duration:  5  minutes 

A  rea  of  Effect:  5  foot  radius  centered  on  the  caster 
CastingTime:  2  rounds 

Casting  M  odifiers:  -16  (10th  level,  -4  for  extra  duration, 
-5  for  area  of  effect,  +3  dueto  0  rder  modifier) 
Description:  This  potent  and  complex  symbol  must  be 
inscribed  on  the  ground  or  some  other  flat  surface,  in  a 
roughly  ci  rcul  ar  area  measuri  ng  approxi  mately  10  feet  i  n 
diameter.  Individuals  who  stand  within  the  H eptagram 
will  be  protected  from  devil  sand  demons  of  all  sorts,  as 
long  as  they  take  no  offensive  action  against  such 
creatures. 


Ephemeral  Runes(lllusion) 

Duration:  10  rounds  (1  minute) 
Range:  Touch 
CastingTime:  2  rounds 

Casting  M  odifiers:  -11  (lstlevel, -5  for  extra  duration, -5 
fortrigger effect,  -2  dueto  Order  modifier) 
Description:  Ephemeral  Runes areoften  inscribed  upon 
books,  scrolls,  or  tablets  to  protect  them  from  prying 
eyes.  Once  these  Runes  are  activated,  a  command  word 
must  be  spoken  before  the  work  can  be  referenced,  or 
else  the  protected  writings  will  vanish,  leaving  nothing 
but  blank  paper  or  stone.  The  vanished  writings  can 
only  be  made  to  reappear  by  the  use  of  the  command 
word. 

Symbol  of  Healing  (Heal) 

Duration:  Instant 

Range:  Touch 

CastingTime:  2  rounds 

Casting  M  odifiers:  -15  (15th  level) 

Description:  Inscribed  upon  an  injured  person  or 

creature,  the  Symbol  of  Healing  will  restore  up  to  15 

points  of  physical  damage. 

R  uneof  F  oreboding  (Defend) 

Duration:  3  minutes 
Range:  10  feet 
CastingTime:  2  rounds 

Casting  M  odifiers:  -17  (9th  level,  -6  for  area  of  effect, -2 
for  extra  duration) 

Description:  The  Rune  of  Foreboding  is  a  two-part 
symbol  that  may  be  inscribed  between  any  two  surfaces 
up  to  ten  feet  apart,  such  as  a  pair  of  pillars,  opposite 
sides  of  acorridor,  etc.  When  activated,  the  twin  Runes 
create  a  magi  cal  barri  er  up  to  100  square  feet  i  n  area  that 
emanates  a  palpable  sense  of  fear  and  dread  in  most 
types  of  living  creatures.  Animal  handling  or  riding 
checks  will  be  called  for,  at  a  -3  penalty,  and  M  orale 
Checks  for  N  PCs  are  at  -3  as  well.  The  barrier  has  an 
armor  rating  of  3  and  will  remainuntil  18hp  damage  has 
been  i  nf  I  i  cted  upon  one  of  the  R  unes,  or  unti  I  the  symbol 
is  dispelled  or  its  duration  expires. 
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Solomnent  Script  (I  nfluence) 

Duration:  5  rounds (30 seconds) 
Range:  5  feet 
Casting  Time:  2  rounds 

Casting  M  odifiers:  -21  (14th  level,  -5  for  trigger  effect, -2 
due  to  Order  modifier  forthis  mode) 
Description:  The  Somnolent  Script  is  a  set  of  runic 
inscriptions  that  when  read  by  any  sentient  individual 
or  creature  will  cause  drowsiness  and  lethargy.  The 
reader  is  allowed  a  W  ill  check  at  -7  to  resist  the  effect. 
On  a  partial  success  the  reader  will  be  groggy  and  slow 
to  react  to  stimulus  (-5  to  Perception).  On  afailurethe 
reader  will  fall  asleep  for  5  rounds,  then  awaken.  On  a 
mishap  the  reader  will  fall  asleep  and  cannot  be  awakened 
by  any  means  for  5  rounds;  after  that  the  reader  will 
continue  to  sleep,  but  can  be  awakened  by  external 
stimuli. 

Sigil  of  Summoning  (Summon) 

Duration:  1  minute 

Range:  Touch 

Casting  Time:  16  rounds 

Casting  M  odifiers:  -23  (18th  level,  -5  for  trigger  effect) 
This  powerful  rune  is  inscribed  at  the  center  of  a  seven- 
foot  circle,  and  is  often  used  to  protect  valuable 
treasures,  such  as  may  be  found  in  ancient  tombs  and 
libraries.  When  an  intruder  steps  into  the  circle,  the 
Sigil  summons  two  9th  I  evel  V  orl  s:  creatures  compri  sed 
of  animate  mist,  whose  deadly  embrace  can  drain  living 
beingsof  theirbodily  fluids,  leaving  behindadried  husk. 

E  xploding  R  unes  (Attack) 

Duration:  Instant 
Range:  10  foot  radius 
Casting  Time:  2  rounds 

Casting  M  odifiers:  -25  (10th  level,  -10  for  area  of  effect, 
-5  for  trigger  effect) 

Description:  These  symbols  are  usually  inscribed  on  a 
gate  or  a  doorway  to  prevent  intrusion.  Anyone  who 
opens  the  protected  gate  or  door  without  first  uttering 
the  command  word  will  trigger  the  runes,  causing  a 
deafening  explosion.  Anyone  within  ten  feet  of  the 
explosion  will  sustain  lOhp  damage  and  be  permanently 
deafened  unl  ess  a  C  onsti tuti  on  check  at  -3  succeeds.  A 
10th  level  healing  spell  will  be  needed  to  restore  hearing. 


Symbol  of  L  ightning  (Attack) 

Duration:  Instant 
Range:  50 feet 
Casting  Time:  2  rounds 

Casting  M  odifiers:  -25  (15th  level, -5  for  area  of  effect, 
-5  for  trigger  effect) 

Description:  The  Symbol  of  Lightning  is  a  large 
inscription  that  resembles  a  jagged  lightning  boltbound 
by  a  ten  foot  diameter  circle.  It  is  always  drawn  on  the 
ground  or  floor,  usi  ng  a  staff  or  dagger  (i  n  dirt),  or  chal  k 
(on  stone  or  wood).  Anyone  stepping  into  the  area 
demarcated  by  the  symbol  will  be  struck  by  lightning 
for  15  points  of  damage.  Due  to  the  large  area  of  effect, 
attempts  to  evade  damage  suffer  a  penalty  of  -5  (in 
addition  to  the  normal  penalty  of  the  caster's  Attack 
rati  ng) .  O  nee  a  Sy  mbol  of  L  i  ghtni  ng  has  been  tri  ggered, 
it  will  continue  to  crackle  with  electrical  energy  for  15 
rounds,  during  which  anyone  who  enters  the  inscribed 
area  will  also  be  struck  by  lightning.  Many  ancient 
tombs  are  guarded  with  symbols  of  this  sort,  which 
were  a  favorite  of  the  legendary  black  magician  M  ordante 
who  is  believed  to  have  inscribed  a  number  of  these 
devices  into  the  very  floors  of  his  demesne. 

Symbol  of  Banishing  (Banish) 

Duration:  Instant 
Range:  50 feet 
Casting  Time:  16  rounds 

Casting  M  odifiers:  -25  (20th  level,  -5  for  trigger  effect) 
Description:  This  symbol  may  be  used  to  banish 
summoned  entities  of  any  sort,  sending  up  to  20  levels 
of  summoned  creatures  or  beings  back  to  their  place  of 
ori  gi  n.  I  f  the  creature  to  be  bani  shed  i  s  greater  than  20th 
level,  then  a  more  powerful  Symbol  must  be  employed. 
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T he  GnomekinCrystalomancers  view  their  magic 
as  a  reflection  of  Terra,  the  Earth  M  other,  and  regard 
Crystalomancy  as  a  divine  gift.  Both  the 
Crystal omancers  and  Daughters  of  Terra  use  magic  of 
this  Order,  refusing  to  burden  Terra  with  requests  for 
aid,  and  working  their  spells  in  accordance  with  Her 
protective  nature.  Like  caring  gardeners,  they  tend  to 
the  crystals,  grow  new  ones,  and  use  them  for  the  good 
of  their  people  and  the  environment.  But  protect  also 
means  defend.  Crystal  omancers  do  not  hesitate  to  use 
destructive  forces  when  needed;  creating  landslides, 
producing  cave-ins  or  blasting  their  enemies  with 
harmful  magics,  if  their  homesteads  are  threatened. 

However,  these  powers  are  used  with  strict 
discrimination.  The  thought  of  violating  the  harmony 
of  nature  for  personal  gain  is  completely  alien  to  the 
Gnomekin.  Therefore  Crystalomancy  is  considered  a 
great  responsibility  and  requires  unclouded  judgement. 
Only  those  who  have  a  deep  respect  for  life,  a 
compassionate  nature  and  an  acute  sense  of  balance 
and  harmony  can  become  Crystalomancers  or 
Daughters  of  Terra.  Few  non-Gnomekin  are  judged  to 
meet  these  requirements;  and  outsiders  are  rarely,  if  ever, 
allowed  tolearnCrystalomancy.AII  are  Terra's  children, 
but  ex  peri  ence  has  taught  the  G  nomeki  n  that  those  who 
do  not  understand  H  er  nature  cannot  be  entrusted  with 
Her  secrets. 

Crystalomancers  do  not  use  written  works.  The 
precepts  of  thi  s  0  rder  are  passed  down  by  oral  tradition. 
Every  aspi  ri  ng  C  rystal  omancer  or  D  aughter  of  Terra  also 
spends  a  lot  of  time  tending  crystals,  and  learning  their 
properties  by  taking  part  in  their  growth.  Overtime,  the 
student  develops  a  deep  understanding  of  the  nature 
of  the  crystals.  Often  a  kind  of  bond  is  established,  and 
most  Crystalomancers,  including  Daughters  of  Terra, 
prefer  to  use  crystals  they  have  grown  themselves. 

Use  of  Crystalomancy  is  subtle,  drawing  magical 
energies  from  and  through  the  appropriate  crystal, 
causing  it  to  glow  and  sometimes  pulse  softly,  and  the 
majority  of  C rystal omantic  spells  are  cast  by  softly 
speaking  a  humble  incantation  in  Terra's  name. 

All  Crystal  omantic  spells  require  appropriate 
crystals;  see  Limitationsbelow. 


Store  C  rystalomantic  Force. 

A  Crystal  omancer  can  store  spells  in  crystals,  to 
be  used  at  a  later  time.  This  effect,  basically  a  one-use 
enchantment,  requi  res  a  storage  procedure  of  10  rounds 
per  level  of  the  spell .  The  stored  power  can  be  used  by 
the  caster  or  by  someone  else,  all  at  once  or  a  little  at  a 
time;  but  it  cannot  be  reused,  or  even  re-stored.  Once  a 
Stored  crystal  is  emptied  of  its  powers,  it  is  dead  and 
thus  useless  for  all  magical  purposes,  including  regular 
enchantment  and  spellcasting.  This  limitation  is  due  to 
the  storage  procedure,  during  which  a  total  merging 
between  the  crystal's  innate  properties  and  the 
properties  of  the  spell  takes  place.  Reluctant  to  burn 
out  the  precious  crystals  in  this  way,  Crystalomancers 
are  very  restrictive  in  their  use  of  Storing.  Also  note 
that  Stored  crystals  count  agai  nst  the  maxi  mum  number 
of  enchanted  items  a  person  can  carry. 

flrnniTy 

Crystalomancers  get  a  +1  bonus  to  spell-casting 
rolls  when  using  crystals  they  have  grown  themselves. 

LimiTflTIOD? 

A  Crystal  omancer  cannot  perform  magic  without 
the  requisite  crystals.  Each  Mode  requires  a  specific 
type  of  crystal  (see  below),  and  the  level  of  the  spell 
cannot  exceed  the  number  of  carats  of  the  crystal .  A  Iso 
note  the  ethical  restrictions  of  Crystalomancy. 
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Not  Available:  Conjure,  Transform 

Bonuses:  Defend  +3,  Heal  +3 

Penalties:  A  ttack  -3,  Summon  -3 

Alter  E  ffects:  Crystalomancers  may  used  A  Iter  only  on 

appropriate  natural  materials,  such  as  stone,  earth,  or 

crystal .  It  cannot  be  used  on  living  beings,  or  to  change 

abstract  qualities. 

Transform  Effects:  N /A 

Summon  Effects:  Crystalomancers  may  only  summon 
crystal  and  earth  elementals. 

Common  enchanted  items  made  by  Crystalomancy 
include: 

•  Healing  crystals  (Heal) 

•  Crystal  blades,  with  an  enchanted  Topazine  crystal 
at  the  pommel  (A  Iter,  Attack) 

•  Crystals  of  Sealed  Passage,  vs.  e.g.  Darklings,  Kra, 
or  Subterranoids  (Ward) 
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Mode 

Crystal 

Color 

A  Iter 

r\  1  LCI 

i  u|Jqz.i i  it. 

R  i  rh  \/pl  1  nww 
r\  i li  i  y ci  i \j vv 

A  ttark 

R i ihi  afp 
r\  u  u  i  d  ic 

F  iprv  rri  m<;nn 
i  i  ci  y  l  1 1 1 1 1  ju  i  i 

P  n  n  i  1 1  rp* 
^  Ul  IJ  Ul  c 

A  1  hi  nifp 
M  1  Ul  1 II  Lc 

M  i  1      \a/ hi  1"o 
lvl  1 1  Ivy  VV  I II  LC 

L/  CI  CI  IU 

M  1 1  lUCl  1  ic 

W  arm  nrannp 
vv  di  1 1 1  ui  di  lye 

n  cal 

t  rnci  aiitc 

ueep  green 

Illusion 

Prismatite 

Clear/refractive 

Influence 

A  methyte 

Vivid  purple 

M  ove 

Azurite 

Bright  blue 

Reveal 

Glassine 

Perfectly  clear 

Summon 

Ebonite 

Glossy  black 

Transform* 

Vari  agate 

M  ulticolored 

Ward 

U  m  berate 

Dark  brown 

*  The  Conjure  and  Transform  M  ode  details  have  been 
i  ncl  uded  for  those  pi  ayers  w  ho  do  not  uti  I  ize the  opti  onal 
M  ode  rules. 


T  he  art  of  grow  i  ng  crystal  s  i  s  covered  by  the  ski  1 1 
Agriculture  (Crystals)  in  the  standard  rules.  Crystals 
grow  at  a  rate  of  1  carat  per  week,  and  need  close 
supervision  during  this  time.  A  Crystal  Grower  can 
maintain  onegrowing  crystal  perlevel  of  ability;  thus,  a 
+10  skill  means  being  ableto  nurture  10  crystalsatthe 
same  time.  Once  harvested,  a  crystal  cannot  be  grown 
further.  Note  that  a  Crystal  Growerdoesnotnecessarily 
have  to  be  a  Crystal omancer. 

Wild  Crystals 

The  Earth  Mother  also  harbors  wild  crystals,  not 
grown  by  Crystal  Growers.  Such  crystals  are 
unpredictable;  most  of  them  cannot  be  used  for 
Crystal omantic  purposes  at  all,  and  the  rest  only  at  the 
Crystal omancer's  own  risk.  Any  Crystal  Grower  can 
determine  which  crystals  (1  out  of  10)  are  pure  enough 
for  spel  I casti  ng  and  enchantment,  but,  short  of 
Crystal  omantic  Scrying,  there  is  nothing  that  can  tell 
w  hi  ch  of  these  w  i  1 1  yi  el  d  the  desi  red  results.  0  ne  quarter 
will  have  properti  es  other  than  expected,  and  even  those 
that  are  what  they  look  like  are  difficult  to  control  (-5 
penalty  on  all  spel  I  casting  and  enchantment  rolls).  Still, 
Crystal omancers  value  the  wild  crystals  and  take  care 
of  all  they  find.  These  crystals  are  Terra's  gifts,  just  as 
cultivated  crystals  are,  and  they  should  be  handled  and 
appreci  ated  accordi  ngly .  A I  so,  despite  al  I  thei  r  modesty, 
Crystal  omancers  are  not  completely  without  ambition. 
There  is  always  the  possibility  that  the  unknown 
properties  of  a  wild  crystal  will  lead  to  the  discovery  of 
new  uses  for  Crystal omancy. 


E  xampl  e  spel  I  s  of  C  rystal  omancy  f  ol  I  ow . 
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GlassineEye(Reveal) 

Duration:  2  minutes 
Range:  2  miles 

Casting  M  odifiers:  -6  (4th  level,  -1  for  extra  duration,  -1 
for  extra  range) 

Description:  By  placing  a  glassine  crystal  in  a  desired 
location,  the  crystal  omancer  can  use  this  spell  to  turn 
the  crystal  into  a  remote  scrying  device.  As  long  as  the 
crystal  is  within  range,  the  caster  can  see  through  the 
Crystal  omantic  Eye  as  though  he  or  she  were  there, 
with  a  +4  bonus  to  Perception  for  purposes  of  seeing 
hidden  things/beings. 

RubiateBeam  (Attack) 

Duration:  Instant 
Range:  50 feet 

C  asti  ng  M  odi  f  i  ers:  -9  (6th  I  evel ,  -  3  f  or  0  rder  mod  i  f  i  er  f  or 
this  mode) 

Description:  This  spell  uses  a  rubiate  crystal  as  a  focus 
to  create  a  f  i  ery  beam  of  I  i  ght  that  will  do  6hp  damage  to 
any  creature  or  object  that  it  hits.  Targeted  creatures 
may  try  to  dodge  the  beam. 

Terra'sTouch  (Heal) 

Range:  Touch 

Casting  Modifiers:  -9  (12th  level,  +3duetoOrdermodifier 
forthismode) 

Description:  This  spell  allows  the  crystal  omancer  to 
focus  the  properties  of  an  emeralite  crystal  to  heal  up  to 
12hp  of  damage  to  any  living  creature. 

A  methyte  Persuassi on  (I  nfluence) 

Duration:  5  rounds (30 seconds) 
Range:  5  feet 

Casting  M  odifiers:  -10  (10th  level) 
Description:  This  spell  allows  the  caster  to  focus  the 
properties  of  amethyte  crystal,  creating  a  glowing  light 
that  can  instill  asenseof  peace  and  passivity  in  creatures 
or  beings  within  the  area  of  effect.  The  intended  target 
may  resist  with  a  Will  check  at -5.  On  a  partial  success 
on  the  resi  stance  the  target  w  i  1 1  f  eel  the  cal  mi  ng  i  nf  I  uence, 
but  wi  1 1  sti  1 1  be  able  to  attack  if  desi  red,  though  at  -3  for 
the  spell  duration.  On  afailure,  the  target  will  cease  all 
fighting  unless  directly  attacked.  On  a  mishap  the  spell 
effect  lasts  indefinitely:  until  dispelled  or  the  target  is 
attacked  or  otherwise  put  in  danger. 
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AmberiteAura  (Defend) 

Duration:  5  rounds 
Range:  Self 

Casti  ng  M  odifi  ers:  -9  ( 12th  I  evel ,  +3  dueto  0  rder  modif  i  er 
for  this  mode) 

D escri pti on:  W  hen  thi s  spel I  i s  cast,  the crytal omancer' s 
amberite  crystal  glows  with  a  shimmering  golden  light 
that  envelops  the  magician.  Any  attack  that  tries  to 
penetrate  the  glow  is  harmlessly  deflected  away.  The 
aura  persists  until  24hp  of  damage  is  done  to  it,  or  the 
spell  duraiton  expires. 

Wound  Maker  (Harm) 

Range:  Touch 
Duration:  Instant 

Casting  Modifiers: -9  (12th  level, +3duetoOrder  modifier 
for  this  mode) 

Description:  Asa  spell  of  last  resort  a  crystal  omancer 
can  reverse  the  heal  i  ng  properti  es  of  an  emeral  i  te  crystal 
and  wield  itasa  powerful  weapon.  Wherevera  victim  is 
touched  with  the  crystal,  terrible  wounds  appear,  doing 
great  harm  (12  hp  of  damage). 


AzuriteHand  (Move) 

Duration:  5  rounds 
Range:  50 feet 

Casting  M  odifi  ers:  -6  (6th  level  for  +2  Strength) 
D  escri  pti  on :  T  hi  s  si  mpl  e  spel  I  al  I  ows  the  crystal  omancer 
to  handle  distant  objects  with  a  beam  of  bright  blue 
light  cast  from  her  azurite  crystal .  The  beam  acts  as  if  it 
had  a  Strength  rating  of  +2  and  is  capable  of  precise 
manipulations. 

AmberiteWall  (Defend) 

Duration:  5  rounds  (30  seconds) 
Range:  Touch 

Areaof  Effect:  lOxlOfootwall 
Casting  M  odifiers:  -15  (12th  level, -6  for  area  of  effect, 
+3  dueto  Order  modif  ierfor  this  mode) 
Description:  This  spell  allows  the  crystal  omancer  to 
focus  the  properties  of  an  amberite  crystal  to  create  a  2- 
dimensional  wall  of  lambent  crystal  up  to  10  x  10  feet. 
The  barrier  has  an  armor  rating  of  4  and  can  withstand 
up  to  24p  damage  before  shattering. 


Senseof  Terra  (Reveal) 

Duration:  5  minutes 
Range:  Self 

Casting  M  odifiers:  -9  (5th  level,  -4  for  extra  duration) 
Description:  This  spell  gives  the  caster  an  infallible 
sense  of  depth  and  direction  while  underground.  As 
long  as  the  spel  I  is  in  effect  the  crystal  omancer  will  not 
become  disoriented  or  lost,  even  in  total  darkness.  In 
addition,  the  magician  may  make  Perception  rolls  at +5 
to  detect  deadfalls,  traps,  and  potential  cave-ins. 


^RY5TflLO[DflP^Y  ?PaLBOOK 


Prismatic  Burst  (I  llusion) 

Duration:  5  rounds (30 seconds) 
Range:  50 feet 

Casting  M  odifiers:  -16  (1st  level  base,  +15  levels  for 
M  agnitude.) 

Description:  This  spell  allows  the  caster  to  use  a 
prismatite  crystal  to  create  a  blinding  burst  of  radiant 
light  (as  bright  as  the  greater  sun).  Anyone  facing  the 
crystal omancer  will  be  blinded  for  the  spell's  duration 
unless  they  make  a  Perception  check  at  -5,  -10  if  the 
spell  is  cast  in  total  darkness.  On  a  partial  success  on 
the  resistance  roll  they  will  be  blinded  for  one  round 
only.  On  a  mishap  they  will  be  blinded  for  the  duration 
of  the  spell  plus  an  additional  minute.  Beings  who  are 
highly  sensitiveto  light,  such  asdarklingsand  gnomekin 
(without  eyecusps)  take  double  the  penalty  to  their 
perception  check. 

Safe  Passage  (Ward) 

Duration:  5  minutes 

A  rea  of  Effect:  5  foot  radius  centered  on  the  crystal 
Casting  Time:  2  rounds 

Casting  M  odifiers:  -19  (10th  level,  -4  for  extra  duration, 
-5  for  area  of  effect) 

Description:  By  casting  this  spell  on  an  urn  berate  crystal 
and  dropping  it  in  a  passageway,  the  crystal  omancer 
can  make  it  impossible  for  a  certain  type  of  creature 
(such  as  Darklings)  to  pass  through  the  area  for  5 
minutes.  This  spell  is  very  useful  when  fleeing  from 
pursuers  underground. 


Shimmering  G  uardian  (Summon) 

Duration:  5  minutes 

Casting  Time:  10  rounds  (1  minute) 

Casting  M  odifiers:  -14  (10th  level,  -4  for  extra  duration) 

Description:  This  spell  allows  the  caster  to  focus  the 

properties  of  ebonite  crystal  to  summon  a  crystal 

elemental  to  do  his  or  her  bidding.  The  crystal  guardian 

has thefollowing traits:  STR  +3,  SPD  +2,  PER  -2,  INT  -3, 

20hp,  and  an  armor  rating  of  3.  It  can  fight  or  cast  one 

crystalomantic  spell  withaskill  rating  of  +10. 

Tunnel  Hold  (Move) 

Duration:  5  rounds 
Range:  50 feet 

A  rea  of  Effect:  10  foot  radius  centered  on  crystal 
Casting  M  odifiers:  -34  (24th  level  for  +8  Strength,  -10 
for  extra  area) 

Description:  This  powerful  spell  is  used  by  a 
crystal  omancer  to  support  rock  wal  I  s  and  cei  I  i  ngs  duri  ng 
acave-in.A  network  of  glowing  blue  beams  shoots  forth 
from  the  magician's  azurite  crystal,  supporting 
everything  within  a  10-foot  radius. 


H  idden  Passage  (I  llusion) 

Duration:  5  rounds (30 seconds) 
Range:  50 feet 

Casting  M  odifiers:  -16  (1st level  base,  +6  levelsforTouch 
and  Sound,  +9  levels  for  M  agnitude.) 
D  escri  pti  on:  T  hi  s  spel  I  al  I  ows  the  crystal  omancer  to  use 
a  prismatite  crystal  to  conceal  the  opening  of  any 
passage,  hall,  or  tunnel .  The  illusion  replicates  wal  Is  or 
natural  surfacesfuptothesizeof  alargewagon),  making 
openi  ngs  or  doorways  al  most  i  mpossi  bl  e  to  detect,  even 
by  touch.  Cast  in  reverse,  this  spell  can  be  used  to 
create  illusory  doors  or  openings. 


Elemental  M  agic  is  the  catch-all  Order  for  the 
various  magical  traditions  that  harness  and  manipulate 
one  of  the  f  ou  r  el  emental  pow  ers:  F  i  re,  W  ater,  E  arm ,  and 
Air.  M  agicians  study  a  single  element  at  a  time,  often 
exclusively.  Such  magi cians  are  known  as  Pyromancers, 
Aquamancers,  Geomancers,  or  Aeromancers, 
respectively. 

Elemental  power  is  thought  to  originate  on  the 
Elemental  Planes-- extra-dimensional  realitiescomprised 
of  pure  energy.  There  is  an  Elemental  Plane  for  each  of 
the  four  primary  elements,  supposedly  arranged  in  a 
ring  around  the  sphere  of  the  Primal  Plane  on  which 
Tal  islanta  sits.  M  agicianscan  learn  to  contact  the  Planes 
to  draw  forth  raw  elemental  power,  or  to  consort  with 
the  denizens  of  these  realms  (which  are  known  as 
El  emental  s). 

E I  emental  i  sts  often  incorporate  elemental 
substances  into  their  spellcasting,  such  as  bits  of  coal 
and  flint  for  a  pyromancer,  a  vial  of  water  for  an 
aquamancer,  afistful  of  earth  for  a  geomancer,  or  a  f  I  ute 
or  fan  for  an  aeromancer.  Such  physical  acoutrements 
are  not  required,  however.  An  elementalist  must  have 
their  hands  free  to  gesture  in  order  to  cast  their  spells. 

Each  elemental  power  bestows  a  special  ability 
on  magicians  that  study  its  ways.  A  magician  must  have 
at  least  one  Elemental  M  ode  rating  of  +10  or  better  to 
receive  the  abilities  below.  If  a  magician  studies  both 
Air  magic  and  Fire  magic  for  example,  he  receives  no 
special  abilities. 

Water  The  elementalist  can  breathe  freely 
underwater,  and  never  feels  the  cold.  This 
does  not  offer  any  special  defense  from 
elemental  cold  attacks. 

Fire  Extremes  of  heat  do  not  bother  a  pyromancer. 
Additionally,  normal,  non-magical  fires  will 
not  harm  the  pyromancer,  although  their 
equipment  can  still  be  damaged.  This  offers 
no  special  defense  against  magical  fire  attacks. 

Earth  Weapons  of  stone,  such  as  thrown  rocks/ 
boulders,  slingstones,  Ariance  maces  and 
arrows,  and  theY  rmanian  r'ruh,  will  not  harm 
a  geomancer,  nor  will  landslides  or 
earthquakes.  This  offers  no  special  defense 


against  magical  earth  attacks.  The  geomancer 
is  also  infused  with  the  solidity  of  earth,  and 
gains  an  additional  2  HP. 
Air  Aeromancers  are  never  bothered  by  natural 
winds  of  any  intensity,  and  natural  lightning 
never  harms  them,  although  magical  lightning 
attacks  will.  Additionally,  airborne  toxins, 
gases,  etc.  are  slower  to  reach  them,  giving 
them  an  extra  round  in  which  to  act. 

LimiTflTiony 

All  spells  of  Elementalism  lack  subtlety.  They 
produce  loud  noises,  bright  lights,  and  strong  scents, 
and  are  impossible  to  conceal.  Elemental  magic  is  also 
very  limited  in  the  kinds  of  effects  it  can  produce  (see 
M  ode  restrictions,  below). 

Not  available:  A  Iter,  H  eal ,  1 1 1  usi  on,  I  nf  I  uence 
Bonuses:  Conjure+3.  pi  usoneof  Attack  +3  (Pyromancy), 
Move  +3  (Aeromancy),  Defend  +3  (Geomancy),  or 
Transform  +3  (Aquamancy) 
Penalties:  None 
Alter  Effects:  N /A 

Transform  Effects:  The  magician's  chosen  element  can 
be  transmuted  through  its  various  forms.  Fire  may  be 
turned  to  smoke  or  ash,  and  vice  versa.  Air  may  be 
transformed  to  fog,  toxic  gases  may  be  changed  to  fresh 
breezes.  Water  can  be  purified  or  turned  to  solid  ice  or 
steam.  Earth  can  be  altered  from  oozing  mud  to  solid 
stone. 

Summon  Effects:  An  Elementalist  may  summon  an 
Elemental  appropriate  to  the  type  of  energy  he  studies. 
A  Pyromancer  may  summon  a  fire  elemental,  a 
Geomancer  may  summon  an  earth  elemental,  etc. 
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Common  enchanted  items  created  with 
Elementalism  include: 

•  M  edal  I  ions  that  protect  the  wearer  from  a  specific 
element  (Ward) 

•  Wands  or  staves  that  project  destructive  elemental 
forces  (Attack) 

•  Devices  that  can  produce  elemental  matter,  such  as 
waterskins  that  fill  themselves,  masks  or  helms  that 
produce  fresh  air,  torches  that  light  on  command, 
etc.  (Conjure) 

•  Weapons  empowered  with  an  elemental  force 
(Attack) 
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E  lemental  Shards  (Attack) 

Duration:  Instant 
Range:  50 feet 

Casting  M  odifiers:  -12  (12th  level) 
D  esc  ri  pti  o n :  T  h  i  s  spel  I  can  be  u sed  to  c reate  aq u aman ti  c 
shards  of  ice  or  geomantic  shards  of  stone,  which  may 
be  hurled  at  target,  inflicting  12hp  of  damage.  To  cast 
the  enchantment,  the  elemental  mage  must  have  a  smal  I 
amount  of  the  chosen  element  in  hand. 

M  istsof  Obscurement  (Conceal) 

Duration:  3  minutes 
Range:  50  feet  radius 

Casting  M  odifiers:  -10  (8th  level,  -2  for  extra  duration) 
Description:  This  enchantment  allows  the  caster  to 
create  billowing  clouds  of  gray  mist,  obscuring  vision 
and  dampi  ng  sound  i  n  the  area  of  effect.  Living  creatures 
caught  within  the  mists  suffer  -8  to  any  Perception- 
based  rolls  they  make. 

AquamanticG  lobes(Defend) 

Duration:  5  rounds (30 seconds) 
Range:  Self 

Casting  Modifiers: -8  (8th  level) 
Description:  By  taking  a  handful  of  water  and  tossing  it 
into  the  air,  the  aquamancer  can  use  this  spel  I  to  create 
a  number  of  water  bubbles  that  hover  in  the  air.  These 
magical  spheres  will  follow  the  aquamancer  wherever 
he  goes,  and  will  move  to  intercept  incoming  attacks, 
bursti  ng  as  they  absorb  the  bl  ow .  T  he  gl  obes  can  sustai  n 
a  total  of  16hp  damage  before  they  are  all  expended. 

Pyrotechnic  Aura  (Defend) 

Duration:  5  rounds (30 seconds) 

Range:  Self  orTouch 

Casting  Modifiers:  -9  (9th  level) 

Description:  Among  the  most  dazzling  and  memorable 

effects  in  the  realm  of  E  lemental  magics,  the  Pyrotechnic 

Aura  envelops  the  target  in  a  sheath  of  actual  flames. 

T  hese  f  I  ames  w  i  1 1  burn  anyone  w  ho  attacks  the  target  i  n 

melee  for  3hp  damage  (one-third  the  spell  level).  The 

flames  will  absorb  18hp  damage  before  dying,  although 

any  large  amount  of  water  can  quench  theflaming  aura 

instantly. 


ConjureWater  (Conjure) 

Duration:  5  minutes 
Range:  50 feet 

Casting  M  odifiers:  -3  (2nd  level,  -4  for  extra  duration,  +3 

duetoOrdermodifierforthismode) 

D  escri  pti  on :  T  hi  s  spel  I  conj  ures  enough  water  to  sustai  n 

two  average-sized  adult  humanoids  for  one  day.  A 

suitable  receptacle  must  be  provided  to  hold  the  water 

until  it  is  consumed,  and  it  must  be  consumed  before 

the  spell  expires,  after  which  thewater  evaporates  swiftly. 

Thunderbolt  (Attack) 

Duration:  Instant 
Range:  50 feet 

A  rea  of  Effect:  3  foot  radius  sphere 
Casting  M  odifiers:  -12  (9th  level,  -  3  for  area  of  effect) 
Description:  This  spell  allows  the  aeromancer  to 
generate  a  bolt  of  lightning,  which  can  be  sent  arcing 
through  the  air  with  the  sound  of  thunder  and  will  do 
9hp  damage  to  all  withi  n  a  six  foot  diameter  area  of  the 
strike.  A  side  effect  of  this  spel  I  isthatall  within  the  area 
of  effect  must  make  Constitution  checks  at  -3  or  be 
deafened  for  three  rounds  (one-third  the  level  of  the 
spell).  The  bolt  may  be  dodged  as  usual,  with  a  -3  (in 
addition  to  the  normal  penalty  of  the  caster's  Attack 
rati  ng)  due  to  the  area  of  effect. 

Server  of  the  Deep  (Reveal) 

Duration:  1  minute 
Range:  5  miles 

Casting  M  odifiers:  -9  (5th  level,  -4  for  extra  range) 
Description:  Thisspell  allowsan  aquamancer  to  locate 
missing  persons,  sunken  ships,  or  almost  anything  that 
has  been  lost  below  the  surface  of  any  sea,  ocean,  lake, 
or  river.  In  order  for  the  spel  I  to  be  effective  the  caster 
must  have  in  his  or  her  possession  some  item  or  piece 
of  the  lost  subject,  such  as  an  article  of  clothing  from  a 
missing  person  or  a  piece  of  a  sunken  ship.  Once  the 
spell  is  cast,  the  aquamancer  must  make  a  Perception 
check  at  +5  to  locate  the  specific  item  being  sought. 
TheGM  sets  the  Degree  of  Difficulty  from  lto  20  based 
on  how  distant,  buried,  or  hidden  the  item  is. 
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Pyroclasm  (Attack) 

Duration:  Instant 
Range:  50 feet 

Area  of  Effect:  5  foot  radius  sphere 
Casting  M  odifiers:  -12  (10th  level,  -5  for  area  of  effect, 
+3duetoOrdermodifierforthismode) 
Description:  This  spell  creates  a  stream  of  coruscating 
flames  that  will  inflict  lOhp  damage  to  all  in  the  area  of 
effect  and  ignite  all  combustible  materials.  Victims 
caught  in  the  area  of  effect  may  continue  to  take  an 
additional  3  hp  of  damage  per  round  from  burning 
clothing,  hair,and/or  other  items  until  they  spend  at  least 
one  round  to  extinguish  the  flames.  Items  of  paper  or 
light  cloth  (such  as  books  and  normal  clothing)  will 
al  most  certai  nly  be  set  af  I  ame,  while  other  items  may  get 
a  roll  at  the  GM 's  discretion.  Individuals  targeted  by 
this  spell  may  attempt  to  evade  or  dodge  as  usual,  but 
at  a  -5  penalty  (in  addition  to  the  normal  penalty  of  the 
caster's  Attack  rating)  due  to  the  spell's  area  of  effect. 

Curtain  of  Flames  (Conjure) 

Duration:  1  minute 
Range:  50 feet 

Area  of  Effect:  8  feet  high,  18feetwide,  1  inch  thick 
Casti  ng  M  odif  i  ers:  -9  ( 12th  I  evel ,  +3  dueto  0  rder  modif  i  er 
for  this  mode) 

Description:  By  pointing  at  the  ground  and  drawing  an 
i  magi  nary  I  i  ne  a  pyromancer  can  use  thi  s  spel  I  to  conj  ure 
a  wal  I  of  transl  ucent,  magi cal  f  i  re.  A  nythi  ng  caught  near 
the  flames  or  trying  to  pass  through  it  will  sustain  4 
points  of  damage  (one- third  the  level  of  the  spell)  from 
the  heat,  and  flammable  items  such  as  hair  and  clothing 
will  almost  certai  nly  catch  fire. 

Servant  of  theWaves(Summon) 

Duration:  12  minutes 
Casting  Time:  12  rounds 
Casting  M  odifiers:  -12  (12th  level) 
Description:  Whenever  an  aquamancer  is  traveling  in  a 
waterborne  vessel  of  any  sort,  he  or  she  may  send  a  cal  I 
out  to  the  Green  World,  summoning  a  sea  elemental. 
The  elemental  can  be  commanded  to  pull  the  vessel 
through  the  water  at  +12  Speed  (340  feet  per  round, 
38mph) .  F  ew  watercraft  are  bui  It  f  or  this  ki  nd  of  speed, 
so  theGM  may  call  for  a  P  i  I  ot  rol  I  with  a  penalty  of -10 
or  greater  to  keep  the  craft  from  capsizi  ng. 


Whirlwind  (Move) 

Duration:  5  rounds  (30  seconds) 
Range:  50 feet 

Casti  ng  M  odifiers:  -15  (6th  level  for  +2  Strength,  -12  for 
increased  speed,  +3  due  to  element  modifier  for  this 
mode) 

D  escri  pti  on :  T  hi  s  spel  I  al  I  ows  an  aeromancer  to  use  the 
minor  spirits  that  exist  everywhere  in  the  air  to  create  a 
whirlwind  that  can  be  made  to  move  individuals  and 
objects  weighing  up  to  150  lbs.  Atthecaster'sdiscretion, 
the  w  h i  rl  w  i  nd  can  be  used  I  i  ke  a  spel  I  of  I  evi  tati  on  to  I  i  ft 
either  the  aeromancer  or  a  designated  subject  into  the 
air.  Or  it  may  be  directed  in  a  more  forceful  manner,  to 
force  back  assailants,  scatter  small  objects  or  creatures, 
disperse  mists  or  gasses,  and  so  forth.  I  n  the  latter  case, 
the  vortex  will  cause  up  to  2hp  of  damage  per  round  and 
move  obj  ects  or  creatures  up  to  50  feet  per  round  (S peed 
rating  of -5). 

Elemental  Ward  (Ward) 

Duration:  5  minutes 
Range:  Touch 

Casting  M  odifiers:  -14  (10th  level,  -4for  extra  duration) 
D  escri  pti  on :  W  i  th  thi  s  spel  I  the  el  emental  i  st  can  protect 
a  designated  subject  from  the  element  related  to  his 
chosen  Order.  Py romancers  can  protect  the  target  from 
all  forms  of  heat;  Aquamancers  can  protect  the  target 
from  drowning,  freezing,  or  crushing  water  pressures. 
Geomancerscan  protect  the  target  from  stone,  earth,  or 
mud  in  any  form,  while  Aeromancers  can  protect  the 
target  from  the  effects  of  storms,  winds,  gasses,  or 
falling. 
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Flameform  (Transform) 

Duration:  4  minutes 
Range:  Self 

Casting  M  odifiers:  -33  (20th  level,  +10  spell  levelsfor 
Ability  Level  in  Sunform, -3  for  extra  duration) 
Description:  Only  the  most  skilled  pyromancers  are 
capable  of  using  this  spell,  which  transforms  the  caster 
into  living  flame.  Once  transformed  in  this  manner,  the 
pyromancer  i  s  as  i  ntangi  bl  e  as  f  i  re  and  cannot  mani  pul  ate 
objects  or  be  hit  by  ordinary  attacks  (spell  attacks  and 
magic  weapons  still  hit  as  normal).  Anything  touched 
by  the  Flameform  takes  normal  fire  damage  and  may  be 
set  al  ight.  F  or  the  purposes  of  stri  ki  ng  and  dodgi  ng,  the 
Flameform  has  a  combat  rating  of  +10.  While  in  this 
state,  the  pyromancer  cannot  cast  additional  spells,  but 
can  communicate  by  speaking  normally.  Any  items  on 
the  pyromancer's  person  when  the  spell  is  cast  become 
part  of  the  Flameform,  but  revert  to  their  normal 
substance  once  the  spell  has  lapsed.  Other  elemental 
versions  of  this  spell  are: 

Windform:  Intangible  and  invisible.  Cannot  make 
attacks.  Flight  at  +5  Speed. 

Stoneform:  Appears  as  a  humanoid  pile  of  stones.  +5 
Strength  bonus.  Can  wield  weapons.  Armor  Rating  12. 
Seaform.  Appears  as  humanoid  fountain  of  water.  Can 
pass  through  any  opening  or  through  porous  materials. 
+5  Speed  bonus  in  water.  Immune  to  normal  attacks. 
Can  attack  with  jet  of  water(DR  4). 

Rain  of  lce(Summon) 

Duration:  7  minutes 

Area  of  Effect:  15  foot  radius  sphere 

Casting  Time:  15  rounds 

Casting  M  odifiers:  -21  (15th  level,  -6  for  extra  duration) 
Description:  Using  this  spell,  an  aeromancer  or  an 
aquamancer  can  summon  a  mi  nor  elemental  of  aberrant 
weather.  As  the  summoning  is  being  cast,  the  clouds 
darken  overhead  and  a  low  rumbling  can  be  heard.  Soon 
shards  of  ice  being  to  rain  down.  The  ice  shards  do  5 
points  of  damage  per  round  to  all  in  the  area  of  effect, 
although  they  can  be  avoided  with  a  Dexterity  or  Evade 
ski  1 1  check  at  -5.  The  caster  can  control  the  di  rection  the 
tiny  storm  moves,  guiding  it  at  a  +3  Speed. 


Wall  of  Stone  (Defend) 

Duration:  5  rounds (30 seconds) 
Range:  0 

Area  of  Effect:  9  feet  high,  20  feet  wide 
C  asti  ng  M  odif  i  ers:  -22  ( 15th  I  evel ,  - 10  for  i  ncreased  area 
[14x14  area],  +3  dueto  Order  modifierforthis  mode) 
Description:  This  spell  allows  a  geomancer  to  call  forth 
elemental  forces  from  deep  inside  the  ground  and  raise 
a  wall  of  solid  stone.  This  barrier  will  remain  standing 
until  it  has  taken  30  points  of  damage.  The  wall  of  stone 
has  an  armor  rating  of  5. 

Petrification  (Transform) 

Duration:  2  minutes 
Range:  Touch 

Casting  M  odifiers:  -21  (20th  level,  -lforextradurati  on) 
Description:  Using  this  spell,  a  geomancer  can  turn  a 
living  being  or  creature  into  stone.  The  spell  may  be 
resisted  with  a  Constitution  check  at  -7  (half  the  spell 
level,  rounded  down).  On  a  partial  resistance  the  spell 
still  turns  the  victim  to  stone,  but  spell  duration  is 
reduced  by  half. 
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Invocation  isa  means  of  attaining  magical  power 
by  calling  upon  the  aid  of  supernatural  entities  and 
forces.  The  type  of  being  called  upon  varies  greatly 
among  Invokers,  and  is  usually  dependant  upon  their 
superstitious  or  religious  beliefs. 

A  variety  of  Talislanta's  cultures  use  Invocation, 
calling  upon  entities  benevolent  and  foul.  Aamanian 
Archimages  believe  they  are  mortal  vessels  of  their 
patron  deity,  A  a  the  0  mnif  i  cent,  and  that  thei  r  spel  I  s  are 
essentially  the  Will  of  Aa.  M  irin  Priests  of  Borean 
beseech  the  G od  of  the  N  orth  W  i nds  to  bestow  gifts  of 
magic.  Diabolists  and  Demonologistsgain  dark  powers 
in  exchangefor  consorting  with  creatures  from  the  lower 
planes. 

Regardless  of  their  sources,  all  orders  of 
Invocation  share  a  common  philosophy:  in  order  to 
receive  magical  power,  the  Invoker  must  first  gain  the 
favor  of  the  supernatural  patron.  There  are  many  rites 
and  rituals  to  accomplish  this,  depending  on  the  style 
and  beliefs  of  the  Invoker.  All  Invokers  realize  that  if 
they  fail  to  act  according  to  the  wishes  or  ideology  of 
their  patron,  they  will  find  themselves  bereft  of  their 
powers  (or  worse). 

Invokers  generally  incorporate  the  icons  and 
trappings  of  their  beliefs  into  their  spel Icasti ng,  using 
such  items  as  holy  symbols,  ritual  vestments,  incense, 
votive  candles,  and  so  forth.  Invocation  also  requires 
that  the  magician  be  free  to  gesture  and  speak  clearly,  to 
better  beseech  their  patron  and  proclaim  their  loyalty 
and  faith. 

When  acting  in  the  interests  of  their  patron, 
Invokers  often  find  that  their  magic  becomes  more 
powerful  and  easi  er  to  use.  L  i  kew  i  se,  f  or  those  that  f  ol  I  ow 
the  codes  and  strictures  of  their  patron.  The  GM  may 
award  a  casting  roll  bonus  of  +0  to  +20,  depending  on 
how  well-favored  the  actions  or  intentions  of  the 
magician  are  in  the  eyes  of  his  patron.  Note  that  this 
bonus  does  not  apply  to  every  casting  roll,  only  those 
situations  that  warrant  the  special  attention  of  the 
patron. 
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As  an  I  nvoker's  magic  becomes  easier  when  he  is 
f  ai  thf  u  I ,  so  too  d oes  i  t  g  ro w  w  eak  w  h en  he  f  ai  I  s  to  p I  ease 
his  patron  being.  The  GM  may  subtract  a  casting  roll 
penalty  of  -0  to  -20,  depending  on  how  ill-favored  the 
I  nvoker's  actions  are  in  the  eyes  of  his  patron.  N  ote  that 
the  GM  does  not  have  to  reveal  these  penalties  to  the 
player. 

Not  available:  None 

Bonuses:  Two  M  odes  befitting  the  patron  entity:  +2 
Penalties:  Two  M  odes  not  suiting  the  patron  entity:  -2 
Alter  Effects:  A  nything  appropriate  to  the  patron  entity. 
Transform  Effects:  Anything  appropriate  to  the  patron 
entity. 

Summon  Effects:  An  Invoker  can  summon  any  extra- 
dimensional  being  associated  with  his  patron.  A  Priest 
of  A  a  the  0  mni  f  i  cent  mi  ght  summon  a  shi  ni  ng  A  vatar  of 
the  Almighty,  for  example.  Diabolists  summon  devils, 
whiledemonologists summon  demons. 

Jamvis  Ration  IDvvk  flpjurry: 

Aa  (Aamanian): 

Influence +2,  Reveal  +2,  Illusion  -2,  Summon -2 
Aberon(Rasmirin): 

Attack  +2,  Summon  +2,  Heal  -2,  Influence -2 
Borean  (M  irin): 

Defend  +2,  M  ove+2,  Illusion -2,  Influence -2 
Death  (Raj an): 

Attack  +2,  Summon  +2,  Defend  -2,  H eal  -2 

Enchantment 

Common  enchanted  itemscreated  with  Invocation 
include: 

•  Weapons  enhanced  with  the  blessing  of  a  deity. 
(Alter) 

•  Armor  or  amulets  enhanced  with  protective 
properties  (Defend) 

E  xampl  e  spel  I  s  of  I  nvocati  on  f  ol  I  ow . 
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C  onversion  (I  nfluence) 

Range:  5  feet 

Duration:  5  rounds (30 seconds) 
Casting  M  odifiers:  -10  (10th  level) 
D  escri  pti  on :  A  aman  i  an  P  ri  ests  someti  mes  use  th  i  s  spel  I 
while  traveling  to  simplify  dealing  with  non-believers. 
Thetargetmay  resist  with  a  Will  check  at-5.  On  a  partial 
success,  they  will  generally  agree  with  the  priest  on 
matters  of  rel  igi  on,  but  wi  1 1  not  do  anythi  ng  out  of  thei  r 
nature.  On  a  failure,  they  will  be  complete  believers  in 
Aa  for  the  duration  of  the  spell,  and  will  obey  simple 
commands  given.  On  a  mishap  they  will  continue  to 
believe  in  Orthodoxy  after  the  spell's  duration,  and  as 
long  as  they  are  not  exposed  to  anything  outside 
orthodoxy's  teaching,  may  remain  that  way  until  the 
magic  is  dispelled  or  countered  in  someway. 

Laying  on  of  Hands  (Heal) 

Range:  Touch 

Duration:  Instant 

Casting  M  odifiers:  -10  (10th  level) 

Description:  By  touching  the  subject  and  invoking  her 

patron  deity,  an  invoker  can  heal  up  to  10  hit  points  of 

damagewith  this  simple  spell . 

L  anceof  L  ight  (Attack) 

Duration:  Instant 
Range:  50 feet 

Casting  M  odifers:  -10  (10th  level) 
Description:  With  this  simple  spell,  a  Priest  of  A  a  can 
summon  a  brilliant  shaft  of  blazing  energy  which  strikes 
a  single  target  within  50  feet,  doing  10  HP  of  damage. 

Shield  of  Faith  (Defend) 

Duration:  5  rounds (30 seconds) 

Range:  Self  orTouch 

Casting  Modifiers:  -9  (9th  level) 

Description:  An  invoker  can  call  on  the  protection  of 

h  i  s  patron  dei  ty  w  hen  he  i  s  faced  w  i  th  danger.  T  he  S  hi  el  d 

of  Faith  suurounds  the  caster  with  a  glowing  aura  and 

will  absorb  18  hit  points  of  damage  before  dissipating. 


Sword  of  Zoriah  (Illusion) 

Range:  50 feet 

Duration:  5  rounds (30 seconds) 
Casting  M  odifiers:  -7  (1st  level,  +6  levelsof  M  agnitude) 
Description:  Danuvian  prietessesusethisspell  toinvoke 
the  powers  of  their  patron  deity,  Zoriah.Thespel  I  creates 
a  large,  floating  icon  of  Zoriah,  the  Red  Sword,  to  shine 
high  overhead  for  all  to  see.  When  the  sword  is  shown 
with  blood,  it  is  the  attack  signal.  When  it  is  shown 
sheathed,  it  is  the  signal  to  retreat.  There  are  dozens  of 
other  ways  the  sword  is  shown,  and  the  direction  in 
which  it  points  also  conveys  information  (such  as 
direction  of  retreat).  The  sub-commanders  all  know  the 
code,  and  can  relay  the  priestess'  directions  immediatly. 

Rhetoric  of  Saint  Aadric  (Alter) 

Duration:  1  minute 
Range:  Touch 

C  asti  ng  M  od  i  f  i  ers:  -9  ( 9th  I  evel ) 
Description:  The  conversion  of  those  ignorant  of  the 
ways  of  A  a  must  overcome  the  unholy  nature  of  their 
upbringing.  They  were  raised  outside  of  A  a's  I  ight,  and 
thus  are  resistant  to  the  truth  when  they  hear  it.  By 
reciting  the  Rhetoric  of  St.  Aadric  and  laying  a  gentle 
(or  firm,  if  necessary)  hand  on  the  misguided,  their 
unfortunate  resistance  can  be  diminished.  The  result  is 
-3  to  Will  to  resist  Aa's  teachings.  Will  isunaffected  in 
other  matters. 

Circleof  Summoning  (A  Iter) 

Duration:  4  minutes 
Range:  Touch 

Casting  M  odifiers:  -15  (12th  level,  -3  for  extra  duration) 
Description:  While  it  is  certainly  possible  to  summon 
beings  without  the  benefit  of  a  Circle  of  Summoning, 
relying  on  the  Pact  alone  for  safety,  wise  diabolists  will 
take  the  ti  me  to  prepare  a  ci  rcl  e  f  i  rst,  to  give  themselves 
an  extra  margin  for  error.  A  circleof  summoning  must  be 
seven  paces  across,  inscribed  clearly  with  dark  ink  or 
sprinkled  blood.  Oncethecircleiscomplete  itgives  +4 
to  the  summoning  roll,  although  it  must  be  used 
immediatly.  Many  diabolists  will  have  such  a  circle 
inscribed  into  their  floor  and  enchanted. 


Heavenly  L  ight  (I  llusion) 

Range:  50 feet 

Duration:  5  rounds  (30  seconds) 

Casting  M  odifiers:  -13  (1st  level  base,  +12  levels  for 

M  agnitude) 

Description:  With  this  spell,  the  invoker  beseeches  her 
patron  deity  to  shine  a  great  holy  light  down  upon  the 
believers  (or  non-believers)  and  fill  them  with  graceand 
power.  A  massive  beam  of  i  1 1  umi  nation  radiates  outward 
from  the  caster,  coveri  ng  an  area  as  large  as  a  house  and 
as  bright  as  theLesserSun.  Believers  will  be  filled  with 
a  great  sense  of  peace  and  understanding,  while 
outsiders  may  feel  cowed  or  threatened  by  the  massive 
radiance. 

Sacraficial  Trance  (Influence) 

Range:  5  feet 

Duration:  5  rounds  (30  seconds) 
Casting  M  odifiers:  -18  (18th  level) 
Description:  Rajan  death-priests  use  this  spell  to  put  a 
victim  into  a  deep  trance  so  that  they  will  not  disturb  a 
ritual.  Thetargetmay  resist  with  aWill  checkat-9.  On 
a  partial  success  they  will  be  lethargic  for  the  duration, 
but  sti  1 1  abl  e  to  act,  al  bei  t  si  ow  ly .  0  n  a  fai  I  ure  the  target 
will  walk  where  lead,  lay  down  where  told,  and  die  when 
stabbed.  On  a  mishap,  the  target  will  remain  in  the  trance 
even  after  the  spell  expires,  although  any  shock  (such 
as  a  slap)  will  awaken  them. 

Terra'sG  rasp  (Move) 

Range:  50 feet 

Duration:  5  rounds  (30  seconds) 
Casting  M  odifiers:  -12  (12th  level) 
Description:  The  gnomekin  priests  of  Terra  have  been 
know n  to  uti I ize  the  land's  natural  effect  (pulling  thi ngs 
down)  to  put  a  stop  to  fights  before  they've  begun. 
When  Terra's  Grasp  is  cast  at  a  target,  they  feet  the 
crushing  weight  of  the  earth  upon  them  far  greater  than 
normal.  Treat  the  target  as  though  being  pulled  to  the 
ground  with  a  +4  strength.  Any  rolls  that  require 
movementwill  suffera-4  penalty  forthedurati on. 


Demon  Bile  (Conjure) 

Duration:  3  minutes 
Range:  50 feet 

Casting  M  odifiers:  -11  (9th  level,  -2  for  extra  duration) 
Description:  With  a  word  of  power,  the  invoker  calls 
forth  agreenish  slime  which  oozes  out  of  invisiblecracks 
and  holes  on  a  chosen  surface.  The  Demon  Bile  is  an 
acidic,  slippery  substance  that  clings  to  anything  and 
is  difficult  to  remove.  Often  used  to  cover  a  floor  (D  EX 
check  at  -3  to  avoid  slippling)  or  hang  down  in  a  thin 
transl  uscent  cu rtai  n  ac ross  an  arc hw ay ,  the  D  emon  B  i  I e 
inflicts  3hp  damage  per  round  it  touches  the  skin,  and 
must  be  manually  scraped  off,  as  water  alone  will  not 
remove  it. 

NorthwindsBlast  (Attack) 

Duration:  Instant 
Range:  50 feet 

Casting  M  odifiers:  -15  (15th  level) 
Description:  M  irin  Priests  of  Borean  developed  thisspell 
for  combat  against  the  Ice  Giants  of  Narandu.  The 
fearsome  bl ast  of  this  supernatural  wind  deal s out  15  hit 
points  of  damage  to  one  target. 

Communion  (Reveal) 

Duration:  1  minute 
Range:  50 feet 

Casting  M  odifiers:  -12  (12th  level) 
By  communing  in  si  lent  prayer  with  her  patron  deity,  an 
invoker  can  learn  mysteries  and  uncover  secret 
know  I  edge.  The  player  may  ask  a  question  like,  "Where 
have  the  gate  keys  been  hidden  in  this  room?"  and  then 
roll  on  the  Action  Table  using  the  Perception  rating  of 
the  spell  as  a  positive  modifier  (+12).  The  degree  of 
difficulty  (1-20)  is  determined  by  theGM ,  based  on  how 
well  concealed  or  esoteric  the  information  is. 


Contact  Lower  Planes  (Summon) 

Duration:  5  minutes 
Casting  Time:  20  rounds 

Casting  M  odifiers:  -24  (20th  level,  -4  for  extra  duration) 
D escri pti on :  T hi s  spel  I  i s  often  empl oyed  by  a  D  i abol  i st 
to  call  forth  the  mighty  beings  of  the  lower  planes  and 
force  them  to  do  the  caster's  bidding.  These  creatures 
havean  Ability  Rating  of  +20  and  most  A  ttri  bute  rati  ngs 
are  +10  or  more  (per  G  M 's  ruling).  The  Black  Savants  of 
Nefaratus  are  particularly  adept  at  summoning  and 
controlling  highly  dangerous  entities  of  this  sort. 


Demonic  Swarm  (Attack) 

Duration:  Instant 
Range:  50 feet 

Casting  M  odifers:  -20  (15th  level,  -5  for  area  of  effect) 
Description:  This  spell  was  originally  created  by  the 
witch  doctors  of  Pana-Ku.  When  this  spell  is  cast,  a 
momentary  stream  of  demonic  force  is  unleashed, 
allowing  hundreds  of  1-inch  sub-demons  to  streak  out 
and  attack  anything  in  the  area  of  effect,  causing  a  total 
of  15hp  damage.  Those  unfortunate  enough  to  be 
subjected  may  attempt  to  dodge,  but  at  -5  (in  addition 
to  the  normal  penalty  of  the  caster's  Attack  rating)  due 
to  the  area  of  effect.  O  nee  the  sub-demons  have  i  nf  I  i  cted 
their  damage,  they  fade  back  to  nothingness. 
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Thought  over  Action.  Will  over  Instinct.  Mind 
over  M  atter.  These  are  the  tenets  of  the  Order  of 
M  ysti  c i  sm .  M  y sti  cs  cu I  ti  vate  the  po w ers  of  thei  r  w  i  1 1  i  n 
order  to  perform  supernatural  feats.  They  also  seek  to 
comprehend  the  unseen  world  of  spirits  and  the  soul. 
The  powers  of  this  Order  include  the  ability  to  confuse 
or  manipulate  the  minds  of  others,  fortify  the  body  or 
soul  with  energy,  percei ve  i nvi si bl e auras,  read  emoti ons, 
and  commune  with  spirits  of  all  kinds. 

Mysticism  has  been  practiced  on  the Talislantan 
continentfor  untold  millennia  by  many  different  cultures; 
most  notably,  the  ancient  and  enigmatic  Ariane,  who 
may  have  originally  brought  the  disci  pli  ne  to  Tal islanta 
from  another  real m.  C onversely ,  M  ysti ci sm  has  little  in 
common  with  the  magical  traditions  of  the  Archaens 
and  their  descendants.  There  are  no  formal  schools  or 
institutions  of  the  mystic  arts.  M  ost  mystics  prefer  to 
study  in  private  or  with  a  personal  "guide"  as  their 
instructor. 

VmJKClL  ^OIDPOtXDTT 

Mysticism  requires  very  little  in  the  way  of 
physical  components.  The  mystic  must  beat  peace  while 
casting  spells,  however.  Emotional  or  mental  turmoil 
i nterf eres  dramati cal I y  w i th  a  mysti c's  abi I  i ti es.  D  uri ng 
especi  al  I y  stressf  u I  si  tuati  ons,  a  mysti  c  w  i  1 1  f  i  rst  medi  tate 
before  attempting  to  cast  a  spell  (see  Limitations). 

Mysticism  has  entirely  invisible  spell  effects.  It 
produces  no  images  or  sounds  and  cannot  be  detected 
by  normal  magical  means.  A  mystic  employing  Aura 
Reading  on  another  practitioner  of  M  ysticism  may  "see" 
forces  emanating  from  the  mystic,  but  cannot  be  sure 
what  sort  of  spell  is  being  cast.  In  addition,  spells  of 
Mysticism  require  no  gestures,  incantations,  rituals,  or 
foci  of  any  kind. 
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A  mysti  c  must  be  at  peace  i  n  order  to  perform  any 
spell  casting.  Loud  noises,  bright  lights,  emotional  or 
physical  distress,  or  any  kind  of  distracting  stimulus 
can  cause  spells  to  be  cast  at  a  penalty  of  -5  to  -10.  A 
successful  Meditation  skill  roll,  using  the  level  of 
distraction  as  the  Degree  of  Difficulty,  negates  this 
penalty.  It  is  for  this  reason  that  Mystics  devote 
themselves  to  increasing  their  M  editation  skills. 


Not  available:  Transform,  Conjure 
Bonuses:  Influence +3,  Reveal  +3 
Penalties:  Attack -5 

Alter  Effects:  A  mystic  can  alter  any  quality  of  body, 
mind  or  spirit.  A  mystic  cannot  alter  any  quality  of 
inanimate  objects  or  animals. 
Transform  Effects:  N /A 

Summon  Effects:  Mystics havethevery  special  ability 
to  use  the  Summon  M  ode  as  a  means  of  leaving  their 
physical  body  and  moving  about  on  the  astral  plane 
(see  the  "Astral  Projection"  spell,  below).  A  Mystic  may 
al  so  use  the  S  ummon  M  ode  to  cast  spel  I  s  that  cal  I  forth 
spiritforms  from  the  astral  plane. 
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Mystics  rarely  practice  enchantment,  preferring 
to  spend  their  time  meditating  and  contemplating  the 
deeper  mysteries  of  the  omniverse.  When  they  do 
indulge  in  it,  however,  they  most  often  fashion  the 
following: 

•  Medallions  or  rings  that  inhibit  Scrying,  Mind 
Control,  or  Astral  Assault  (Conceal,  Ward) 

•  Eyepieces  that  reveal  astral  presences  or  spiritforms 
(Reveal) 

Examplespells  of  Mysticism  follow. 
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Speed  of  Thought  (A  Iter) 

Duration:  1  minute 
Range:  Self  ortouch 
Casting  Modifiers:  -9  (9th  level) 
Description:  Thisspell  isoneof  many  basic  mind-over- 
body  alterations  that  beginning  mystics  often  learn.  For 
the  duration  of  the  spell,  add  +3  to  any  Speed  attribute 
roll  for  determining  running,  jumping,  orclimbing  speed. 
This  +3  Speed  does  not  add  to  I  nitiative  rolls  in  combat. 

Strength  of  Will  (Alter) 

Duration:  1  minute 
Range:  Self  ortouch 
Casting  Modifiers: -9  (9th  level) 
Description:  Thisspell  isoneof  many  basic  mind-over- 
body  alterations  that  beginning  mystics  often  learn.  For 
the  duration  of  the  spel  I ,  add  +3  to  any  Strength  attri  bute 
roll  for  encumberance,  lifting  and  carrying.  This  +3 
Strength  does  not  add  to  damage  in  combat. 

Nimble  Mind  (Alter) 

Duration:  1  minute 
Range:  Self  ortouch 
Casting  Modifiers: -9  (9th  level) 
Description:  Thisspell  isoneof  many  basic  mind-over- 
body  alterations  that  beginning  mystics  often  learn.  For 
the  durati  on  of  the  spel  I ,  add  +3  to  any  D  exterity  attri  bute 
roll  for  balanceor body-coordination. This +3  Dexterity 
does  not  add  to  mani  pul  ati  on  ski  1 1  s  I  i  ke  L  ocks  or  T  raps, 
but  it  does  apply  to  skills  like  Acrobatics  and  Dance. 

Lifesight  (Reveal) 

Duration:  10  minutes 
Range:  1  mile 

Casting  M  odifiers:  -9  (3rd  level,  -9forextraduration,  +3 
duetoOrdermodifierforthismode) 
Description:  By  meditating  and  listening  deep  within, 
the  mystic  can  use  this  discipline  to  discern  the 
approximate  location  of  all  living  minds  within  a  one- 
mile  radius.  Thisspell  cannot  be  used  to  determine  the 
precise  locations  of  individuals,  but  will  give  general 
indications  such  as  "There  are  several  dozen  living 
beings  in  the  grove  ahead"  or  "We  must  be  passing 
over  a  section  of  the  Underground  Highway,  I  can  sense 
travelers  below  moving  north".  If  more  detailed 
information  is  sought,  the  mystic  adds  +3  to  Perception 
and  rolls  against  a  penalty  based  on  the  level  of  detail 
desired  (GM 's  ruling). 


Wall  of  Thought  (Ward) 

Duration:  5  minutes 
Range:  Self 

Casting  M  odifiers:  -10  (10th  level) 
Description:  By  repeating  a  simple  thought  over  and 
over  in  the  mind,  the  mystic  can  use  this  discipline  to 
erect  a  mental  barrier  that  will  protect  him  or  her  from  all 
spells  of  Influence. 

H  ealing  T  noughts  (H  eal) 

Range:  Self  orTouch 

Casting  M  odifiers:  -10  (10th  level) 

Description:  Mystics  use  this  discipline  to  heal 

themselves  or  others  by  exercising  the  force  of  their 

own  wi  1 1 .  U  p  to  lOhp  of  damage  may  be  heal  ed  each  ti  me 

HealingThoughtsisused.  Likeall  healing  spel  I  s,  H  eal  i  ng 

Thoughts  becomes  more  difficult  to  cast  repeatedly  on 

a  single  target  in  the  same  day. 

Telekinesis  (Move) 

Duration:  5  rounds (30 seconds) 
Range:  50 feet 

C asti ng  M  odif  i ers:  -6(31  evel sf or  +1 G  rappl i ng  Strength, 
3  levels  for  +1  lifting  Strength) 
Description:  By  focusing  the  power  of  the  mind,  the 
mystic  can  create  an  invisible  force  that  can  be  used  to 
move  objects,  wield  a  weapon,  parry  a  blow,  open  a 
door,  or  catch  a  falling  object.  T he  telekinetic  force  has 
a  Strength  of  +1  for  purposes  of  grappling  and  lifting. 

I  nner  Revelation  (Alter) 

Duration:  1  minute 
Range:  Self 

Casting  Modifiers:  -9  (9th  level) 
Description:  Inner  Revelation  enables  the  mystic  to  go 
beyond  the  conscious  mind  to  seek  answers  in  the 
subconscious  instead.  In  game  terms,  thisspell  allows 
a  mystic  who  has  failed  an  Intelligence  check  to  makea 
second  check  at  +3  after  a  short  period  of  meditation. 
To  seek  a  Revelation  the  mystic  closes  his  eyes  and 
experiences  a  vision  that  subjectively  may  seem  to  last 
from  several  minutes  to  several  hours,  or  even  days.  I  n 
reality,  the  vision  takesjust  a  moment,  after  which  the 
mystic  awakens;  hopefully,  with  the  answer  he  or  she 
has  been  seeking.  At  the  GM 's  discretion,  the  mystic 
maytakeotherswith  him  (-1  to  casting  roll  foreach)  into 
a  group  meditation,  allowing  the  mystic's  experience  to 
be  experienced  and  role-played  by  other  players  aswell. 


65 


iDYrrrcmr)  ypaLBOOK 


SubtleWaysd  nfluence) 

Duration:  6  rounds  (36  seconds) 
Range:  5  feet 

Casting  Modifiers:  -15  (18th  level,  +3  due  to  Order 
modifierforthis  mode, -lforextra  duration) 
Description:  SubtleWays  isa  means  by  which  a  mystic 
may  use  the  power  of  suggestion  to  influence  others. 
To  do  so,  the  mystic  speaks  a  phrase  in  a  subtle  tone  of 
voice  while  focusing  on  the  subject  of  the  suggestion. 
If  the  influence  is  not  resisted  (with  a  Will  check  at -9), 
the  subject  will  believe  that  the  suggestion  originated 
within  his  or  her  own  thoughts. 
For  example,  the  mystic  might  suggest  something  like, 
"No  need  to  check  that  door,  no  one  could  be  hiding  in 
there."  or  "These  aren't  the  slaves  you're  looking  for. 
Move  along."  If  the  subject  fails  to  resist,  he  or  she 
succumbs  to  the  suggestion  without  hesitation.  On  a 
partial  success  the  subect  will  beinclined  to  agreewith 
the  thought,  but  not  compl  etely  convi  need.  0  n  a  f  ai  I  ure, 
thetargetwill  go  along  fortheduration  of  thespell .  On 
a  mishap,  they  will  continue  believing  the  suggestion 
after  the  spell  duration,  unless  shown  evidence 
otherwise. 

Chaos  Barrier  (Attack) 

Duration:  8  rounds  (48  seconds) 
Range:  Touch 

Casting  M  odifiers:  -13  (8th  level ,  -5  due  to  Order  modifier 
forthismode,  -3  for  extra  duration) 
Descri pti on:  Asa  means  of  self-defense,  the  mystic  can 
use  thi s  spel  I  to  envel op  hi  msel f  i  n  a  mael Strom  of  chaoti c 
thoughts  and  half-formed  notions.  Any  individual  or 
c reatu  re  th at  to u c h es  the  my  sti  c  w  h  i  I  e  th e  C  h aos  B  arri  er 
stands,  eitherwith  hand,  claw,  or  weapon,  will  be  stunned 
for  1  round  unless  they  can  resist  the  mental  assault 
(Will  check  at -4). 

Feather  Walk  (Move) 

Duration:  10  rounds  (1  minute) 
Range:  Self 

Casting  M  odifiers:  -14  (9th  level  spell,  -3 for  +3  lifting 
Strength,  -5  forextra  duration) 
Description:  This  discipline  allows  the  mystic  to  alter 
his  or  her  body  weight,  becoming  as  light  as  a  feather. 
While  using  it  the  mystic  can  walk  along  any  surface 
stronger  than  a  spider  web,  fall  any  distance  without 
harm,  and  move  without  making  a  sound  (+9  to  stealth 
skill).  Up  to  175  lbs  can  be  made  weightless,  counting 
the  mystic  and  everything  carried  on  his  or  her  person. 


T  he  Shadow  W  ay  (I  I  lusion) 

Duration:  8  rounds  (48  seconds) 
Range:  Self 

Casting  Modifiers:  -16  (1st  level  base,  +9  levels  for 
M  agnitude,  +3  levels  for  M  otion,  -3  for  extra  duration) 
Description:  Mystics  use  this  spell  to  move  unseen, 
using  a  combination  of  stealth  and  the  ability  to  cloud 
the  minds  of  would-be  observers.  The  Shadow  Way 
causes  al  I  w  ho  I  ook  i  n  the  mysti  c's  di  recti  on  to  see  onl  y 
shadows  movi  ng  about  normal  ly.  T he  shadows  cover  a 
ten  foot  area,  and  if  a  specific  search  is  being  performed, 
the  mystic  and  any  others  being  hidden  receive  +3  to 
their  Stealth  skills.  Note  that  this  spell  is  not  very 
effective  if  used  in  open  areas  that  lack  cover  or  shadow, 
such  as  a  desert  plain. 

M  editativeFocus  (Defend) 

Duration:  5  rounds  (30  seconds) 
Range:  Self 

Casting  M  odifiers:  -16  (16th  level) 
Descri  pti  on:  With  a  moment's  concentration,  the  mystic 
may  use  this  spell  to  focus  and  enhance  his  or  her 
defensive  abilities.  While  the  mystic  is  under  its 
influence,  arrows  can  be  knocked  from  the  air, 
swordblades  caught  between  the  palms,  and  even 
ambushes  or  attacks  from  behind  are  sensed  and 
avoided.  Nothing  can  touch  the  mystic  until  the  Focus 
wears  off,  which  occurs  in  30  seconds  or  when  32hp  of 
damage  have  been  avoided. 

M  indprobe(Reveal) 

Duration:  1  minute 
Range:  50 feet 

Casting  M  odifiers:  -variable  (12th  level,  -difficulty  of 
probe,  +3  due  to  Order  modifier  for  this  mode) 
Description:  By  concentrating,  the  mystic  can  use  this 
discipline  to  reach  into  the  mind  of  another  and  read 
surface  thoughts,  relive  memories,  or  even  bring  to  light 
hidden  knowledge  and  blocked  memories.  The  target 
may  resist  with  a  Will  check  at -12,  though  individuals 
who  have  been  trained  to  keep  secrets  may  receive  a 
bonus  to  the  resistance  check.  For  example,  a  spy  may 
add  their  Espionage  ski  1 1  level.  The  level  of  knowledge 
sought  determines  difficulty  of  the  probe  as  follows: 
Surface  thoughts  -0 
Recent  memories  -3 
Old  memories  -6 
Forgotten  memories  -9 

Suppressed  memories  or  subliminal  observations -12 
Past  lives  -20  or  more 
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F  orbidden  T  hought  (Attack) 

Duration:  Instant 
Range:  50 feet 

Casting  Modifiers:  -25  (20th  level,  -5  due  to  Order 
modifierforthismode) 

Description:  There  are  some  thoughts  that  are  so 
contrary  to  ordered  consciousness  that  the  merest  hint 
can  send  the  mind  shrieking  into  darkness.  The 
Forbidden  Thought  is  one  of  these.  To  employ  such  a 
spell,  the  mystic  formulates  the  thought,  keeping  itata 
safe  distance  within  his  own  consciousness  until  it  is 
launched  at  another  mind.  Unless  able  to  resist  the 
onslaught  (Will  check,  using  the  mystic's  Attack  rating 
as  the  degree  of  difficulty),  theintended  target  takes  20 
points  of  stun  damage.  On  a  mishap,  the  victim  will 
lapse  into  a  comatose  state  for  20  minutes,  after  which 
time  a  second  Will  check  must  be  made.  If  successful, 
the  victim  recovers  consciousness  with  no  lasting 
consequences.  If  not,  the  victim  awakens,  but  will  be 
permanently  afflicted  with  a  phobia  or  mental  disorder 
of  some  sort  (G  M 's  choice). 

Twin  Minds  (A  Iter) 

Duration:  3  minutes 
Range:  Touch  (2  targets) 

Casting  M  odifiers:  -21  (18th  level,  -2  for  extra  duration, 
-1  for  extra  target) 

Description:  When  Twin  Mind  is  cast,  two  willing 
individuals  (such  as  the  caster  and  a  chosen  recipient) 
share  a  mystical  link.  Closer  than  telepathy,  the  link 
allows  the  two  to  move  and  fight  as  though  their  two 
bodies  were  controlled  by  one  mind,  like  two  halves  of 
a  single  whole.  Also,  as  long  as  they  remain  within  ten 
feet  of  one  another,  the  I  inked  individuals  receive+6to 
one  combat  skill  that  they  have  in  common  and  can 
perform  the  most  complex  tactics  and  feats  without  the 
need  for  verbal  communication  of  any  sort. 

Tower  of  Will  (Ward) 

Duration:  6  minutes 
Range:  Self 

Area  of  Effect:  10  foot  radius 

Casting  M  odifiers:  -20  (10th  level,  -5  for  extra  duration, 

-5  for  area  of  effect) 

Description:  This  discipline  allows  the  mystic  to  use 
force  of  will  to  erect  a  mental  defense  that  will  protect  all 
within  the  area  of  effect  from  any  form  of  scrying  device 
or  Reveal  spell. 


Death  Touch  (Harm) 

Range:  Touch 

Casting  M  odifiers:  -30  (30th  level) 
D  escri  pti on:  A  s  part  of  thei  r  study  of  the  I  i  nes  of  energy 
thatflow  through  the  mind  and  body,  mystics  also  learn 
how  those  lines  of  energy  can  be  disrupted  .  One  such 
method  is  the  Death  Touch.  By  touching  a  living 
creature  or  bei  ng  at  the  exact  center  of  its  I  ife's  energy, 
the  mystic  can  disrupt  the  victim's  lifeforce,  with  fatal 
results  (30hp  damage).  The  Death  Touch  is  regarded  as 
a  black  art  among  most  mystics,  few  of  whom  would 
ever  use  it  except  under  the  most  dire  circumstances. 
Nevertheless,  certain  Mandalan  legends  tell  of  mystic 
warriors  who  were  tempted  to  follow  the  dark  path  of 
this  deadly  discipline,  and  of  the  terrible  consequences 
that  befell  them. 

Astral  Travel  (Summon) 

Duration:  5  minutes 
Range:  Self 

Casting  Time:  10  rounds 

Casting  M  odifiers:  -20  (15th  level,  -5  for  extra  duration) 
D  esc  ri  pti  o n :  T  h i  s  spel  I  al  I  o w  s  th e  my sti  c  to  p roj  ect  h  i  s 
consciousness  in  astral  form,  leaving  behind  the 
physical  body  and  material  possessions.  Enchanted 
items,  which  havean  astral  form  of  sorts,  may  bebrought 
along  into  the  astral  plane.  While  in  astral  form,  the 
caster  will  be  able  to  see  clearly  for  great  distances  on 
the  astral  plane,  and  will  also  be  able  to  perceive  events 
transpiring  on  the  material  plane,  though  with  somewhat 
less  clarity;  PER  rolls  are  necessary  to  find  the  caster's 
way  around  and  notice  what  is  happening  on  the  material 
plane. 

On  the  astral  plane,  the  mystic  may  meet  astral  entities, 
dreamers,  and  other  beings.  All  these  beings  will  seem 
physical  to  the  astral  mystic,  and  they  will  be  able  to 
cause  and  sustain  damage  exactly  as  material  beings 
do. 

Like  spiritforms,  astral  entities  cannot  be  seen  by 
individuals  on  the  material  plane,  nor  can  they  interact 
with  physical  objects  or  beings  except  through  psychic 
abi  I  i  ti  es  or  spel  I  s  of  mysti  ci  sm. 
I  f  the  mysti  c' s  astral  form  i  s  si  ai  n  on  the  astral  pi  ane,  hi  s 
physical  self  will  also  perish.  On  the  other  hand,  an 
astral  traveler  may  be  stranded  in  noncorporeal  form  if 
his  physical  body  is  slain  on  the  material  plane. 
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The  magic  of  the  natural  world  is  subtle, 
mysterious,  and  in  harmony  with  its  environment.  The 
mag i  ci  ans  that  practi  ce  th i  s  0  rder  are  si  mi  I  arl  y  at  peace 
with  their  surroundings.  Natural  Magic  has  much  in 
common  with  Witchcraft,  Shamanism,  and  Mysticism, 
known  collectively  in  magic  circles  as  "the  quiet  arts." 

Unlike  the  destructive  sorcery  of  the  Archaens, 
natural  magic  comes  from  a  tradition  of  nurturing  and 
communing  with  the  spirits  of  nature.  One  should  not 
be  fooled  by  its  placid  appearance,  however.  Nature 
also  has  its  fury,  and  should  not  be  trifled  with. 

Spells  of  Natural  Magic  usually  involve 
communion  with  the  sub-elemental  plane  known  to 
Talislantans  as  the  "Green  World".  It  is  from  this  plane 
that  all  natural  life-forms  draw  their  sustaining  power, 
and  it  is  this  power  that  fuels  N  atural  spells.  The  spi  rits 
of  the  Green  World  take  shape  on  the  material  plane  in 
theform  of  trees,  grasses,  stones,  or  rivers.  These  spirits 
always  blend  harmlessly  with  the  landscape  around 
them. 

Natural  M  agic  is  passed  down  by  oral  tradition. 
There  are  no  tomes  or  scrolls  dedicated  to  its  study.  In 
addition,  aspiring  natural  magicians  must  be  "right"  for 
the  teachings  to  work  for  them.  Overly  violent  or 
destructive  attitudes  conflict  with  this  Order,  making 
the  magic  ineffective. 

Spells  of  natural  magic  require  a  verbal 
component,  often  a  song  or  chant.  They  also  require 
simple  gestures  and  signs  to  communicate  with  the 
spirits  who  do  not  comprehend  spoken  language. 

In  wilderness  areas  such  as  forests,  lakes,  rivers, 
and  mountains,  Natural  Magic  works  very  well.  The 
GM  may  award  a  casting  roll  bonus  of  +0  to  +5, 
depending  on  how  removed  the  magician's  surroundings 
are  from  the  taint  of  "civilization." 


flow  of  nature's  forces,  not  restrict  them.  Natural  M  agic 
use  i  n  any  such  area  receives  a  casti  ng  rol  I  bonus  of  +5. 

Not  available:  None. 

Bonuses:  Reveal  +2,  Heal  +2 

Penalties:  Attack  -2,  Transform  -2 

Alter  Effects:  Natural  magic  can  alter  only  physical 

properties. 

Transform  Effects:  A  Natural  M  agician  can  transform 
creatures  into  natural  objects  such  as  tress  or  stones. 
Some  Natural  Magicians  cast  this  type  of  spell  on 
themselves  to  better  commune  with  their  environment. 
Natural  Magicians  can  also  transform  one  natural 
material  into  another;  turning  wood  to  stone  and  vice 
versa,  for  instance.  Natural  M  agicians  are  loathe  to  use 
their  transformative  magic  in  a  way  that  harms  their 
environment. 

Summon  Effects:  Natural  Magicians  can  summon 
creatures  from  the  Green  World.  These  usually  take  on 
theform  of  wood  elementals,  dryads,  or  benign  nature- 
spirits. 

^P^HflDTDXDT 

Most  Natural  Magicians  do  not  practice 
enchantment.  Those  that  do  sometimes  create: 

•  Wooden  staves  or  wands  enchanted  with  spells  of 
Natural  M agic 

•  Enhanced  bows  and  other  non-metal  weapons  for 
the  defense  of  their  lands. 

Examplespellsof  Natural  M  agic  follow. 
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Natural  M  agicians  suffer  a  casting  roll  penalty  of 
-0to-5  while  using  their  magic  in  cultivated  areas  such 
as  cities  or  settlements.  N  ote  that  the  settlements  of  the 
theAriane,  Aeriad,  Gryph,  Sawila,  Green  Men,  and 
Mandalans  are  designed  specifically  to  enhance  the 
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Herbal  Healing  (Heal) 

Range:  Self  orTouch 

Casting  Modifiers:  -10  (12th  level,  +2  due  to  Order 
modifierforthismode) 

Description:  By  the  application  of  common  herbs  or 
other  ingredients,  the  naturalist  can  use  this 
enchantment  to  heal  wounds  (up  to  12hp  of  damage). 
The  spell's  natural  components  are  placed  directly  on 
the  wound,  enabling  the  sub-el ementals  within  to  effect 
the  healing  process. 

H  idden  Spring  (C  onjure) 

Duration:  3  minutes 
Range:  50 feet 

Casting  M  odifiers:  -8  (6th  level,  -2  for  extra  duration) 
Description:  By  kneeling  upon  the  ground  and  calling 
to  the  spirits  of  the  underground  rivers,  the  naturalist 
can  use  this  spell  to  bring  water  to  the  surface,  creating 
a  smal  I  spri  ng  of  fresh  water.  Thespring  will  yield  enough 
water  to  sustain  three  average-sized  humanoids  and 
three  equs-sized  steeds  for  one  day.  The  water  will 
remain  on  the  surface  for  three  minutes,  after  which  any 
that  has  not  been  consumed  will  seep  back  into  the 
ground. 

Call  of  the  Wild  (Attack) 

Duration:  10  rounds 
Range:  Self 

Casting  M  odifiers:  -10  (8th  level,  -2  for  Order  modifier 
forthismode) 

Description:  By  calling  upon  the  spirits  of  nature,  the 
natural i st  can  tap  i  nto  the  pri  mal  forces  of  the  w i I d.  A  s 
the  enchantment  takes  hold,  the  caster's  voice  and 
features  adopt  a  feral  semblance,  and  the  fingernails 
turn  into  razor-sharp  claws  that  can  be  wielded  as 
weapons(DR  of  8). 

Windborne Messenger  (Summon) 

Duration:  10  minutes 
Range:  1000  miles 
CastingTime:  1  round 

Casting  M  odifiers:  -10  (1st  level,  -9  for  extra  duration) 
Description:  When  this  spell  is  cast,  a  minor  wind 
elemental  called  a  windling  can  be  summoned  and 
compel  led  to  deliver  a  verbal  message  from  the  caster  to 
a  designated  recipient.  The  windling  can  travel 
hundreds  of  miles  in  just  a  few  minutes,  but  will  be 
unable  to  locate  the  spell's  intended  recipient  unless 


given  information  on  the  subject's  general  whereabouts. 
The  caster  would  also  do  well  to  keep  in  mind  that,  like 
most  minor  elemental  s,  wi  ndl  i  ngs  are  of  meager  i  ntel  lect, 
and  are  likely  to  confuse  or  garble  messages  that  are 
too  long  orcomplex  (GM 's ruling). 

Wooden  Sanctuary  (M  ove) 

Duration:  10  rounds  (1  minute) 
Range:  Self 

Casting  M  odifiers:  -8  (3rd  level,  -5  for  extra  duration) 
Description:  By  means  of  this  spell  the  caster  can 
convince  the  elemental  spirit  of  any  sufficiently  large 
tree  to  share  its  space  f  or  a  w  hi  I  e,  al  I  ow  i  ng  the  magi  ci  an 
to  enter  the  tree  and  remai  n  there  for  the  spel  I 's  durati  on. 
Whilethe magician  remai ns within  aWooden  Sanctuary 
he  or  she  is  undetectable  by  non-magical  means,  and 
there  w  i  1 1  be  no  outsi  de  evi  dence  of  the  caster's  presence 
inside  the  tree.  N  ote  that  if  the  caster  does  not  exit  the 
tree  at  the  spel  I 's  expi  rati  on,  death  can  result.  (O  r  perhaps 
not.  Some  theories  suggest  that  this  is  how  the  mang 
species  came  into  existence.  Few  modern  scholars  are 
willing  to  test  the  theory,  however.) 

Detect  Unnatural  (Reveal) 

Duration:  5  minutes 
Range:  60  feet 

Casting  M  odifiers:  -9  (6th  level,  -4  for  extra  durational 
for  extra  range,  +2  for  O  rder  modif  i er  for  thi  s  mode) 
Description:  W  hile  this  spell  isin  effect,  the  caster  can 
sense  anything  that  is  not  native  or  natural  to  the  area. 
Hidden  structures,  traps,  lost  objects,  and  non-natural 
magical  effects  will  stand  out  I  ike  a  beacon  to  the  caster's 
eyes. 

Nature'sFury(Attack) 

Duration:  Instant 
Range:  50 feet 

Casting  M  odifiers:  -10  (8th  level,  -2  for  Order  modifier 
forthismode) 

Description:  By  giving  voice  to  a  soft  chant,  the 
natural  i  st  can  cal  I  a  swarm  of  f  ly  i  ng  i  nsects  and/or  smal  I 
avian  creatures  (such  as  avir,  or  whatever  creatures  are 
indigenous  to  the  region)  and  direct  them  against  a 
designated  opponent  or  target.  Though  individually 
such  small  creatures  may  be  capable  of  only  minor 
damage,  the  aggregate  effect  of  the  swarm's  attack  is 
considerable  (8hp  damage).  At  the  end  of  the  round, 
the  swarm  departs  as  swiftly  as  it  arrived. 
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NaturesChild  (Alter) 

Duration:  4  minutes 
Range:  Touch 

Casting  M  odifiers:  -12  (9th  level,  -3  for  extra  duration) 
Description:  This  spell  allows  the  caster  to  calm  wild 
beasts  by  touch  or  by  the  use  of  song.  The 
enchantment  reduces  the  beast's  aggressiveness  3 
points  using  the  following  scale: 
10-M  addened,  7-V  iolent,  5-Typical,  3-Passive,  1-Tame. 
For  example,  a  predatory  exomorph  (aggressiveness  of 
7)  would  calm  down  and  walk  away.  If  the  exomorph 
were  suffering  from  an  infected  wound  and  was  in  a 
rampage,  then  this  spell  would  calm  it  a  little,  but  not 
enough  to  prevent  it  from  attacking. 

Nature's  Gift  (Conjure) 

Duration:  5  minutes 
Range:  Touch 

Casting  M  odifiers:  -13  (9th  level,  -4  for  extra  duration) 
Description:  The  natural  magician  casts  this  spell  by 
planting  a  seed  from  a  fruiting  plant  and  chanting  in  a 
I ow  voice.  I  n  moments  the  seed  wi  1 1  germi  nate  and  grow 
into  a  plant  bearing  enough  food  to  sustain  three 
average- sized  humanoids  for  one  day.  T  he  fruit  must  be 
eaten  within  the  spell  duration,  for  after  five  minutes 
N  ature  takes  back  anythi  ng  that  has  not  been  consumed. 

Barkskin  (Defend) 

Duration:  3  minutes 
Range:  Self  orTouch 

Casting  M  odifiers:  -14  (12th  level,  -2  for  extra  duration) 
D  escri  pti  on :  B  y  cal  I  i  ng  upon  the  spi  ri  ts  of  the  forest  for 
protection,  the  naturalist  can  make  his  or  her  skin  as 
hard  and  durable  as  the  strongest  tree-bark.  Barkskin 
will  absorb  atotal  of  24hp  damage  before  the  spell  is 
broken. 

Earthworks  (Defend) 

Duration:  4  minutes 
Range:  Self 

Casting  M  odifiers:  -12  (3rd  level,  -3  for  extra  duration, 
-6  for  area  of  effect) 

Description:  This  spell  allows  the  natural  magician  to 
call  upon  the  spirits  of  earth,  rock  and  stone,  to  raise  an 
earthen  fortification:  a  natural  barrier  six  feet  high  and 
twelve  feet  across  that  will  encircle  the  caster  and  any 
others  within  the  area  of  effect.  The  fortification  has  an 
armor  rating  of  1,  and  from  a  distance  resembles  a  grassy 


Camouflage  (Illusion) 

Duration:  5  rounds  (30  seconds) 
Range:  50 feet 

Casting  Modifiers:  -13  (1st  level  base,  +3  levels  for 
M  agnitude,  +3  levels  for  M  oti  on,  +3  levelsfor  complexity, 
+3  levels  for  scent) 

Descri  ption:  W  ith  thi  s  spel  I  the  caster  can  make  hi  mself 
or  any  designated  subject  within  spell  range  blend  in 
with  the  surroundings  so  as  to  be  nearly  invisible.  The 
spel  I  al  so  masks  the  reci  pi  ent's  scent,  maki  ng  hi  m  or  her 
undetectable  to  creatures  that  rely  on  olfactory  clues  to 
locate  prey.  In  combat,  acamouflaged  individual  receives 
a  +5  bonus  to  their  combat  rating,  unless  opponents 
have  other  reliable  means  of  detecting  him  (such  as 
magical  senses,  the  target  character  standing  in  water, 


Forest  Gloom  (Illusion) 

Duration:  5  rounds  (30  seconds) 
Range:  50 feet 

Casting  M  odifiers:  -19  (1st  level  base,  +15  levels  for 
M  agnitude,  +3  levelsfor  M  otion) 
Description:  This  spell  enables  the  natural  magician  to 
call  upon  the  spirits  of  woodland  or  forest  to  shut  off 
the  outsi  de  worl  d,  shroudi  ng  the  area  around  hi  m  or  her 
in  darkness.  The  gloom  is  not  absolute,  but  is  an 
interweaving  of  shadows,  revealing  less  than  it  seems. 
The  area  of  effect  is  a  circle  roughly  two  hundred  feet 
diameter  around  the  caster,  which  moves  along  with  the 
magician  for  the  duration  of  the  spel  I. 

Primieval  Fear  (Influence) 

Duration:  8  rounds  (48  seconds) 
Range:  5  feet 

Casting  M  odifiers:  -15  (12th  level,  -3for  extra  duration) 
Description:  Using  this  spel  I  the  natural  magician  merges 
his  spirit  with  those  of  the  great  predatory  beasts, 
radiating  a  pal  able  aura  of  fear  and  danger.  A  ny  creature 
or  being  subjected  to  the  aura  must  resist  with  a  Will 
check  (at -6)  or  befi  I  led  with  thefear  of  the  prey,  and  flee 
inablind  panic.  0  n  a  partial  success  a  victim  will  still  be 
terrified,  but  may  stay  and  fight  at  a  -4  penalty.  On  a 
failure  the  victim  will  flee  at  top  speed  for  8  rounds 
before  recovering  his  or  her  senses.  On  a  mishap  the 
victim  continues  to  flee  even  after  the  spell's  effect 
expires,  until  exhausted  or  restrained  in  some  manner. 
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Animal  Friendship/Animal  Bond  (I  nfluence) 

D  uration:  10  rounds  (1  minute)  /  5  rounds  (30  seconds) 
Range:  5  feet 

Casting  M  odifiers:  -13  (8th  level,  -5  for  extra  duration)/ 
-30  (30th  level) 

Description:  By  the  use  of  this  spell,  natural  magicians 
are  able  to  befriend  an  animal  by  communing  with  the 
creature's  elemental  spirit.  The  A  nimal  Friendship  spell 
is  generally  short  term,  lasting  long  enough  only  for  the 
caster  to  obtain  the  animal's  services  for  one  minute. 
The  Animal  Bond  spell,  on  the  other  hand,  is  far  more 
difficult,  and  may  result  in  a  permanent  friendship 
between  the  caster  and  the  animal.  In  either  case,  the 
animal  resists  with  its  ability  level  against  half  the  spell 
level.  Onapartial  success  the  animal  will  bemoderately 
friendly,  but  not  particularly  obedient.  On  a  failure  the 
animal  will  obey  simplecommandsfortheduration.  On 
a  mishap  the  animal  will  remain  friends  with  the  caster, 
even  after  the  spell's  expiration,  or  for  as  long  as  the 
caster  gives  no  reason  for  the  bond  to  be  broken. 

A  nimate  Plants  (M  ove) 

Duration:  5  rounds (30 seconds) 
Area  of  Effect:  12  foot  radius  area 
Range:  50 feet 

Casting  M  odifiers:  -24  (9th  level,  -12  for  area  of  effect) 
D  esc ri  pti on :  B  y  cal  I  i  ng  to  the  su b- el emental s  that  resi  de 
in  the  grasses,  trees,  and  other  plants  in  the  area,  the 
caster  can  direct  them  to  grasp  any  number  of  individuals 
or  creatures  in  a  24  foot  diameter  area,  and  hold  them 
fast  with  a  Strength  of  +3.  Intended  targets  may  resist 
the  entanglement  with  a  Dexterity  or  Evade  check  (at 
-12, dueto the wideareaof  effect).  Onapartial  success 
subjects  can  still  move  slowly  and  fight  at  a  -3  penalty. 

Sky  Walk  (Reveal) 

Duration:  5  minutes 
A  rea  of  E  f  f  ect:  10  mi  I  es  radi  us  sphere 
Casting  M  odifiers:  -12  ( 1st  I  evel ,  -4  for  extra  duration,  - 
9  for  extra  range,  +2  dueto  O  rder  modifier  for  this  mode) 
D  escri  pti  on :  T  hi  s  enchantment  al  I  ows  the  natural  i  st  to 
commune  with  the  elemental  spirits  of  the  wind  and 
clouds  and  see  through  their  "eyes",  providing  a 
panoramic  view  of  the  surrounding  terrain  up  to  ten 
milesdistant.  Itissaid  that  the  effectisquite  exhilarating, 
enabling  the  caster  to  feel  what  it's  like  to  be  one  in 
spirit  with  the  wind  and  clouds,  looking  down  from  high 
above  the  ground. 


Beastform  (Transform) 

Duration:  5  minutes 
Range:  Self  orTouch 

Casting  M  odifiers:  -26  (10th  level,  -4  for  extra  duration, 
-10  for  ability  level,  -2  due  to  Order  modifier  for  this 
mode) 

Description:  By  means  of  this  spell  the  caster  contacts 
the  spirit  of  a  chosen  animal  and  adopts  its  natural  form. 
All  attributes  and  abilities  are  like  those  of  the  animal, 
although  the  ability  level  is +10. 

L  and  T  rap  (T  ransform) 

Duration:  1  minute 
Range:  Touch 

Casting  M  odifiers:  -12  (10th  level  spell,  -2  dueto  Order 
modifierforthismode) 

Description:  By  touching  the  ground  and  chanting  to 
the  sub-el ementals  of  root  and  earth,  the  caster  can  use 
this  spell  to  compel  the  spirits  to  create  a  hidden  trap:  a 
pit  ten  feet  deep  and  5  feet  in  diameter,  covered  with  a 
thi  n  mesh  of  I  eaves,  dirt,  andtwigs.  Victimswhofall  into 
the  hidden  pit  suffer  4  pts  of  damage  from  the  sudden 
fall  and  may  find  it  difficult  to  escape  due  to  a  lack  of 
handholds  and  loose,  earthen  walls  (-5  to  any  Dexterity 
or  Climb  rolls  to  escape). 
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Necromancy  deals  with  the  power  of  death  and 
the  life-force  of  living  beings.  Many  Necromancers 
believe  death  is  sacred,  and  even  ascribe  a  character 
and  personality  to  death.  The  Black  Magicians  of 
Rajanistan  have  developed  an  entire  religion  around 
the  worship  of  death,  while  the  carrion-eating  Stryx  of 
Urag  view  Death  as  a  provider-spirit. 

Necromantic  spell  casting  always  applies  to  death 
i  n  some  way,  whether  it  be  communi  ng  with  the  soul  of 
a  deceased  companion,  repairing  the  body  of  a 
reani  mated  corpse,  or  drai  ni  ng  the  I  if  e  essence  of  a  victi  m. 
Necromancy  is  not  inherently  evil,  but,  regardless  of 
the  morality  or  intentions  of  its  practitioners,  it  has  a 
long-standing  reputation  as  "black  magic".  The 
sometimes  grisly  rituals  associated  with  the  art  do 
nothing  to  help  change  this  perception. 

Because  of  its  morbid  applications,  practitioners 
of  Necromancy  accumulate  knowledge  of  anatomy, 
physiology,  and  the  general  workings  of  the  body.  A 
character's  Necromancy  rating  may  be  used  as  an 
Anatomy  skill  during  play.  Due  to  cultural  taboos 
regarding  the  dead  across Talislanta,  Necromancers  are 
among  the  only  experts  in  this  field. 

Necromancers  learn  their  spells  by  studying  the 
magical  writings  of  ancient  black-magicians  such  as 
Urmann,  M ordante,  Narishna,  and  Drax.  Aspiring 
N  ecromancers  need  great  numbers  of  corpses  and  I  i  vi  ng 
beings  to  practice  on,  another  reason  why  this  Order  is 
unpopularin  "civilized"  lands.  Necromantic  spell  casting 
is  usually  unpleasant  in  someway.  Spellscan  bepai  nful 
for  the  caster,  the  subject,  or  both.  B  izarre  and  gruesome 
fetishes  must  be  used  to  focus  spells.  In  some  extreme 
cases,  actual  death  or  suffering  must  be  inflicted  to 
empower  themagic  ritual. 

A  Necromancermustbeabletogesturewith both 
hands  and  speak  aloud  in  order  to  cast  spells.  Certain 
necromantic  devices  and  fetishes  are  also  required,  such 
as  a  necklace  of  bones,  a  bag  filled  with  corpse-dust,  a 
preserved  skull,  etc.  Each  N  ecromancer  chooses  his  or 
her  own  personal  fetishes. 


Death  and  pain  are  not  only  the  subject  of 
necromantic  magic,  they  are  also  its  ally.  Necromancers 
are  the  only  characters  in  the  Talislanta  game  who  earn 
E  xperi  ence  Poi  nts  f  or  ki  1 1  i  ng  other  creatures.  I  n  order  to 
earn  XP,  a  killing  must  be  accompanied  by  the  ritual 
burning  of  incense  and  the  use  of  a  ceremonial  dagger, 
axe,  orfire.  5  ExperiencePoi  nts  are  earned  per  victim.  In 
ancient  times,  the  necromantic  Torquarans  subjected 
untold  numbers  of  Xambrians  to  ritual  murder  in  the 
F ire- Pits  of  M  alnangar. 

LirPITflTIOD? 

Necromancers  are  regarded  with  fear  and 
suspicion  by  most  decent  folk,  and  are  welcome  in  few 
lands.  Nature  spirits  and  other  benevolent  entities  will 
not  w  i  1 1  i  ng  I  y  cooperate  w  i  th  spel  I  casters  of  th  i  s  0  rder, 
whom  they  consider  cruel  and  vile. 

Not  available:  Illusion,  Conjure 
Bonuses:  Summon:  +2,  Heal:  +3 
Penalties:  Influence:  -3 

Alter  Effects:  Necromancers  have  great  knowledge  of 
the  body  and  its  inner  workings.  Most  Necromantic 
A  Iter  spells  change  some  property  of  the  physical  form 
(strength,  perception,  hit  points,  etc.) 
Transform  Effects:  A  Necromancer  can  takeontheform 
of  another  creature  (humanoid  or  animal)  if  she  has 
access  to  its  corpse.  This  spell  ("Face  of  Death")  is 
detailed  in  the  master  Necromancy  spells. 
Summon  Effects:  Necromancers  can  summon  the  spirits 
of  the  dead  and  communicate  with  them.  To  summon 
the  spirit  of  a  specific  being,  the  Necromancer  must 
posess  the  being's  corpse  (or  a  part  of  it)  or  cast  the 
spell  at  the  place  where  the  being  died. 
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Common  enchanted  items  created  with 
Necromancy  include: 

•  Talismans  that  ward  away  or  control  undead(Ward, 
Influence) 

•  Weapons  or  items  enchanted  with  disease-causing 
spells  (Harm) 

•  Amulets  that  allow  Assassins  to  assume  the  form  of 
theirtarget  (Transform) 
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Examplespellsof  Necromancy  follow. 
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Ebon  Armor  (Alter) 

Duration:  2  M  inutes 
Range:  Self  orTouch 

Casting  M  odifiers:  -10  (9th  level,  -1  for  extra  duration) 
D  escri  pti  on :  T  hi  s  i  ncantati  on  causes  the  necromancer's 
shadow  to  expand,  solidify,  and  envelop  him  in  a 
fearsome  looking  suit  of  black  armor.  The  armor  has  a 
PR  of  3  but  is  weightless.  NPCssuffera-3totheirmorale 
when  faci  ng  a  f  oe  i  n  E  bon  A  rmor. 

E  yes  of  Narishna  (Reveal) 

Duration:  5  minutes 
Range:  1  mile 

Casting  M  odifiers:  -5  (1st  level,  -4  for  extra  duration) 
Description:  Narishna  devised  this  spell  to  spy  on 
various  enemies  and  rivals,  which  he  would  do  by  hiding 
a  preserved  humanoid  eye  in  some  place  that  he  wished 
to  observe.  A  t  any  later  ti  me,  he  could  cast  his  spel  I  and 
see  through  this  eye  as  long  as  he  was  within  one  mile. 
It  is  said  that  Narishna  had  no  less  than  a  hundred  such 
eyes  scattered  among  various  lands  throughout  the 
Archaen  empire. 

Raj-Kal'sVisceral  Fingers  (Attack) 

Duration:  6  rounds (36 seconds) 
Range:  Touch 

C  asti  ng  M  od  i  f  i  ers:  -6  ( 6th  I  evel ) 
D  escri  pti  on :  R  aj  -K  al ,  a  R  aj  an  torquar  of  no  smal  I  repute, 
created  this  spell  early  in  his  career  and  it  soon  became 
his  trademark.  The  hand  of  the  caster  takes  on  a  pale, 
deathly  hue.  The  necromancer's  hand  can  push  into  a 
victim  as  though  the  body  were  made  of  clay,  causing 
terrible  agony  and  eventually  death.  The  victim  suffers 
6hp  of  damage  per  round  until  he  frees  himself  from  the 
necromancer's  grasp  or  the  spell  expires. 

CorpusWeaving  (Heal) 

Range:  Self  orTouch 

Casting  Modifiers: -9  (12th  level, +3duetoOrder  modifier 
forthismode) 

Description:  By  infusing  the  wounded  target  with  lost 
life  energies,  the  necromancer  can  repair  in  seconds 
what  would  normally  require  weeks  to  heal  (up  to  12hp 
damage).  The  healing  process  lasts  only  one  round,  but 
is  said  to  be  quite  painful,  and  is  horrifying  to  observe. 


Wall  of  Souls  (Defend) 

Duration:  5  rounds (30 seconds) 
Range:  10  feet 

Casting  M  odifiers:  -10  (6th  level, -4  for  area) 
Description:  By  calling  upon  the  enslaved  spirits  of  the 
dead,  the  necromancer  can  command  them  to  form  a 
howling,  spectral  barrier  10  feet  wide  and  6  feet  high. 
Within  the  barrier  the  faces  of  the  dead  can  be  seen 
moving  about,  howling  their  eternal  agony.  Nothing 
living  can  pass  through  the  barrier,  although  unliving 
matter  can  pass  through  with  ease.  The  barrier  has  an 
armor  rating  of  2  and  can  be  broken  by  inflicting  12hp 
damage. 

Unlife  (Summon) 

Duration:  10  minutes 
CastingTime:  1  round 

Casting  M  odifiers:  -10  (1st  level,  -9  for  extra  duration) 
Description:  By  touching  any  corpse,  the  necromancer 
callsforth  a  mi  ndl ess  spi  ri t  to  reani  mate  it  i  n  a  sembl ance 
of  life.  The  undead  thing  created  is  mindless,  and  will 
obey  simple  commands  for  the  duration  of  the  spell.  It 
has  an  overall  ability  level  of  +1,  and  its  attributes  are 
the  same  as  a  living  version  of  the  corpse,  with  the 
following  modifiers:  +3  to  Strength  and  Constitution,  -2 
to  Speed  and  D  exterity.  I  ntel  I  i  gence,  C  hari  sma,  and  W  i  1 1 
are  not  applicable.  M  ore  potent  undead  can  be  created 
by  increasing  the  level  of  the  spell.  If  a  fetish  is  used,  or 
asoulstonebound  within  the  body  (usually  the  cranium) 
then  the  spell  persists  until  the  fetish  is  destroyed. 

Black  M  ists  of  M  alnangar  (Attack) 

Duration:  Instant 
Range:  50 feet 

Casting  M  odifiers:  -10  (10th  level) 
Description:  Noxious  black  vapors  pour  from  the 
necromancer' s  cl  oak  or  outstretched  f  i  ngers,  envel  opi  ng 
the  target  in  a  suffocating  cloud.  The  Black  M  ists  do 
lOhp  of  damage.  By  taking  an  additional  -5  penalty  to 
his  spell  roll,  the  necromancer  can  direct  the  M  ists 
through  atiny  opening  such  as  a  keyhole  or  the  seam  in 
a  suit  of  armor. 
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Dark  C  oercion  (I  nfluence) 

Duration:  5  rounds  (30  seconds) 
Range:  5  feet 

Casting  M  odifiers:  -11  (8th  level  ,-3  due  to  Order  modifier 
for  this  mode) 

Description:  By  locking  eyes  upon  the  intended  victim 
of  this  spell,  the  necromancer  reaches  beyond  the 
physical  realm  to  coerce  the  subject's  spirit  into 
obedience.  If  the  spell  is  successful,  the  caster  may 
force  the  victim  to  obey  any  single,  relatively  simple 
instruction,  such  as  "Guard  this  door"  or  "Kill  your 
companions".  The  intended  target  is  allowed  a  Will 
check  (at  -4.)  to  avoid  the  caster's  gaze  and  its  intended 
effect.  On  a  partial  success  the  victim  is  still  coerced, 
but  if  given  a  command  that  would  go  agai  nst  his  or  her 
deepest  bel  i  ef  s  w  i  1 1  break  f  ree  of  the  spel  1 . 0  n  a  m i  shap 
resi  stance  rol  I ,  the  subj  ect  wi  1 1  not  even  remember  bei  ng 
coerced,  recalling  only  a  mysterious  gap  or  blank  spot 
in  his  or  her  memory. 

Deathly  V  isions  (Reveal) 

Duration:  5  minute 
Range:  50 feet 

Casting  M  odifiers:  -18  (13th  level,  -5  for  extra  duration) 
Description:  By  looking  into  the  eyes  of  a  corpse  (or  the 
eye  sockets  if  that  is  all  that  remains)  the  necromancer 
can  see  and  hear  the  last  five  minutes  of  that  person's 
I  if  e.  T  he  amount  of  ti  me  si  nee  death  determi  nes  the  I  evel 
of  the  spel  I .  S  pel  I  s  cast  at  I  o  w  er  I  evel  s  have  no  effect.  I  f 
the  necromancer  does  not  know  the  age  of  the  corpse, 
he  must  guess  at  the  corret  spell  level. 
1  minute:  1st  level 
lhour:  5th  level 
1  day:  9th  level 
1  week:  13th  level 
1  month:  17th  level 
lyear:  21st  level 
1  decade:  25th  level 
1  century:  29th  level 
Over  a  century:  33rd  level 

Energy  Drain  (Alter) 

Duration:  1  minute 
Range:  Touch 

Casting  M  odifiers:  -15  (15th  level) 
Description:  By  touching  a  hand  to  the  target,  the 
necromancer  drains  living  energy  from  the  subject  to 
himself,  inflicting  5hp  damage  and  adding  5hp  to  his 


own  total.  The  damage  done  is  treated  as  normal,  but 
the  hit  points  added  to  the  necromancer  are  stolen 
energy,  and  will  fade  at  the  end  of  the  spell's  duration. 
Any  damage  the  necromancer  takes  will  be  subtracted 
from  these  phantom  hitpointsfirstbeforehisown  body 
sustains  damage. 

E  bon  H  arbingers  (Attack) 

Duration:  Instant 
Range:  50 feet 

A  rea  of  Effect:  5  foot  radius  sphere 
Casting  M  odifiers:  -17  (12th  level,  -5  for  area  of  effect) 
D  escri  pti  on :  D  ozens  of  shadowy  spi  ritforms  pour  from 
the  shadows,  moaning  in  anguish,  and  attack 
everythi  ng  i  n  the  area  of  effect.  T  he  harbi  ngers'  ethereal 
"touch"  causes  chilling  pain  and  the  feeling  that 
something  vital  has  been  wrenched  away,  doing  12hp 
of  damage  to  the  victi  m.  D  ue  to  the  wide  area  of  effect, 
there  is  a  -5  penalty  to  attempts  to  evade  this  spell  (in 
addition  to  the  normal  penalty  of  the  caster's  Attack 
rating). 

G  raveC  ommunion  (Summon) 

Duration:  5  minutes 
Casting  Time:  10  rounds 

Casting  M  odifiers:  -12  (10th  level,  -4  for  extra  duration, 
+2  due  to  Order  modifier  for  this  mode) 
Description:  The  caster  can  take  any  corpse,  or  even 
the  skeletal  remains  of  a  corpse,  and  call  up  the  spirit 
that  once  lived  within  it.  If  successful,  the  spell  will 
require  the  spirit  to  respond  truthfully  to  any  three 
questions  posed  by  the  caster.  The  spirit  is  allowed  a 
check  vs  Will  to  resist  the  summons,  at  a  bonus  of  +1 
per  I  evel  of  the  spirit. 

C  law  H  ands  (Transform) 

Duration:  5  minutes 
Range:  Touch 

Casting  M  odifiers:  -12  (8th  level,  -4  for  extra  duration) 
Description:  This  spell  transforms  the  subject's  hands 
into  long,  dagger-likeclaws,  similarto  those  of  a  G  hast. 
The  claws  are  DR  8,  and  Unarmed  Combat,  Da-khar,  or 
Dagger  skill  can  be  used  in  wielding  them. 
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DarkeningVeil  (Ward) 

Duration:  5  minutes 

Area  of  Effect:  10  foot  radius  sphere 

Casting  M  odifiers:  -24  (10th  lev  el  ,-10  for  area  of  effect, 

-4  for  extra  duration) 

D  escri  pti  on :  B I  ack  V  ei  I  creates  a  swi  rl  i  ng  dome  of  bl  ack 
mists  twenty  feet  across.  Spiritforms  are  unableto  pierce 
the  spectral  substance,  which  is  a  solid  wall  to  them. 
Living  beings  who  approach  or  pass  through  the  Veil 
will  feel  a  sense  of  creeping  doom,  as  of  death  being 
close  at  hand.  Note  that  certain  magic  items  such  as 
fetishes  and  soul  stones  will  not  be  able  to  pass  the 
barrier  as  they  are  repositories  for  spirits. 

H  andsof  U  rmaan  (M  ove) 

Duration:  5  rounds (30 seconds) 
Range:  50 feet 

Area  of  Effect:  10  foot  radius  sphere 
C  asti  ng  M  odif  i  ers:  -28  ( 18th  I  evel ,  - 10  for  area  of  effect) 
Description:  Upon  completion  of  this  spell,  scores  of 
skeletal  arms  erupt  from  the  ground  in  the  area  of  effect 
and  grasp  the  legs  and  arms  of  anyone  caught  in  the 
area.  D  ue  to  the  w  i  de  area  of  effect,  there  i  s  a  - 10  penal ty 
to  evade  their  chill  embrace.  The  Strength  of  the 
grasping  hands  is  +6,  and  victims  held  immobile  have 
an  effective  combat  rating  of  0  until  they  break  free. 


Fatal  Lust  (Harm) 

Range:  Touch 

Casting  Modifiers:  -27  (30th  level,  +3  due  to  Order 
modifierforthismode) 

D  escri  pti  on:  T  hi  s  spel  I  al  I  ows  the  necromancer  to  i  nf  ect 
a  I  i  vi  ng  su bj ect  w i th  a  terri  bl e  d i sease  by  merel y  pressi  ng 
a  hand  to  tine  subject's  wrist  or  neck.  Infected  victims 
will  notice  nothing  at  first,  butwithin  dayswill  beginto 
feel  dark  and  sinister  urges  that  become  ever  more 
difficcultto  resist(roll  a  daily  Will  checkatacummulative 
- 1  per  day  to  resi  st  the  urge  to  commi  t  evi  I  acts,  of  a  type 
determined  by  the  GM ).  If  left  untreated,  the  disease 
will  eventually  turn  the  victim  into  a  amoral,  murderous 
sociopath. 

Faceof  Death  (Transform) 

Duration:  15  minutes 
Range:  Touch 

Casting  M  odifiers:  -20  (6th  level,  -14  for  extra  duration) 
Description:  With  this  spell,  the  necromancer  can  take 
theform  of  any  deceased  person  or  being  of  his  own  or 
a  similar  race.  To  accomplish  the  metamorphosis  the 
caster  touches  the  deceased,  causing  dark  shadows  to 
gather  around  them  both.  W  hen  the  casti  ng  i  s  compl ete, 
the  necromancer  emerges  from  the  shadows  with  the 
appearance  of  the  deceased.  This  spell  can  be  cast  in 
reverse  to  give  a  corpse  the  appearance  of  the 
necromancer. 
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Shamanism  is  the  magic  of  spirit  and  dream.  By 
connecting  with  his  unconscious  dream-self,  a  shaman 
can  interact  with  the  spirit-gods  of  the  Dreamrealms, 
known  as  Totems.  Totems  are  the  spiritual 
representation  of  all  the  primal  energies  that  inhabit  the 
material  realm.  Forexample,theHunterTotem embodies 
thespiritsof  all  greathunters,  both  humanoid  and  beast. 
The  specific  creatures  and  qualities  represented  by  the 
Totems  vary  from  region  to  region. 

Most  shaman  see  spirits  in  abundance  in  the 
world.  Every  natural  form  is  an  extension  of  oneTotem 
or  another.  The  span-oak  trees  are  the  many  arms  of 
G  iver-of-Life;  theexomorph  istheembodimentof  H  unter. 
W  hen  in  communion  with  aTotem  spirit,  a  shaman  may 
either  seek  the  spirit's  council  or  take  on  the  powers  and 
aspect  of  the  Totem.  Attaining  the  dream-like  state 
necessary  to  commune  with  the  Totems  often  requires 
the  ingestion  of  herbs,  mushrooms,  or  other  natural 
psychotropic  substances.  Some  shaman  also  train 
themselves  to  visit  the  Dreamrealms  while  sleeping  or 
meditating. 

LikeWitchcraft and  Natural  M  agic,  Shamanism  is 
an  oral  tradition,  without  scrolls  or  spell  books.  Shaman 
initiates  are  usually  chosen  by  their  instructors  and 
trained  in  private.  In  tribal  communities,  the  Shaman  is 
often  the  leader  or  chief  council  to  the  tribal  head. 
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Shamanism  relies  on  complex  chants,  gestures  or 
dances,  and  specific  natural  fetishes.  For  example,  to 
summon  up  an  Avian-Totem,  the  Shaman  might  cry  out 
like  an  avir,  wave  his  arms  like  wings,  and  brandish  a 
fetish  made  of  avir  feathers. 

Personal  Totem 

Every  shaman  has  a  specific  totem  animal  that 
guides  them  in  the  spirit  world.  When  casting  spells 
appropri  ate  to  thei  r  totem,  the  shaman  receives  a  casti  ng 
roll  bonus  of  +3.  The  player  may  pick  one  M  ode  that 
this  bonus  applies  to,  according  to  the  nature  of  the 
chosen  totem.  For  example,  a  Nighthawk  totem  might 
give  a  bonus  to  Reveal  spells  (due  to  the  animal's  keen 
perception).  A  Shaman  will  never  be  attacked  or 
threatened  by  an  ani  mal  of  the  type  that  corresponds  to 
their  totem. 
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A  Shaman  must  first  attain  the  dream-state  to  cast 
her  spells.  This  can  be  accomplished  by  ingesting  a 
natural  hallucinogen  such  asBlackM  ushroom,  K'tallah, 
B I  ue  L  otus,  or  by  careful  meditation.  W  ithout the  benefit 
of  drugs  or  meditation,  theshaman  suffers  a  casting  roll 
penalty  of  -5. 

Notavailable:Conjure 
Bonuses:  Heal  +2,  Reveal  +2 
Penalties:  Attack -3 

Alter  E  ffects:  A  shaman  can  alter  a  quality  that  suits  his 
personal  totem.  For  example,  an  exomorph  totem  might 
let  the  shaman  alter  strength,  perception,  and  stealth. 
Transform  Effects:  Every  shaman  has  the  ability  to 
assume  the  form  of  thei  r  totem  ani  mal .  See  the  exampl  e 
spell,  "Totem  Form"  below. 

Summon  Effects:  A  shaman  cannot  summon  the  entities 
of  the  dream-realm,  per  se,  but  she  can  communicate 
with  them.TheSummon  M  odeisused  for  any  spell  that 
does  thi  s.  T  he  greater  the  I  evel  of  the  S ummon  spel  I ,  the 
more  likely  a  given  spirit  is  to  be  helpful  and 
knowledgeable. 
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Shamans  rarely  practice  complex  enchantment, 
though  they  are  known  to  create  simple  fetishes  or 
charms. 

•  A  feather-charm  for  commanding  avians  (Influence) 

•  A  claw-fetish  for  tracking  prey  in  the  wilderness 
(Reveal) 

•  A  blood-tattooo  for  resisting  poisons  (Heal) 
Example  spel  I  s  of  S  hamani  sm  f  ol  I  ow . 
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M  ists  of  the  Dreamrealms  (Illusion) 

Duration:  5  rounds (30 seconds) 
Range:  50 feet 

Casting  Modifiers:  -10  (1st  level  base,  +3  levels  for 
Magnitude,  +3  levels  for  Motion,  +3  levels  for  an 
additional  sense  affected) 

Description:  By  taking  on  the  dream-state  aspect  of 
Shifter,  the  shaman  callsforth  a  billowing  cloud  of  violet 
mist  that  obscures  vision  and  masks  scent  in  an  area 
the  size  of  a  large  wagon.  The  strange  cloud  moves  as 
the  shaman  wills  and  does  not  affect  her  senses  of  sight 
or  smell. 

SpiritTrack  (Reveal) 

Duration:  5  minutes 
Range:  50 feet 

Casting  M  odifiers:  -9  (7th  level,  -4  for  extra  duration,  +2 
duetoOrdermodifierforthismode) 
Allows  the  caster  to  see  the  spirit-traces  left  by  the 
passage  of  any  living  creature,  spirit,  or  extra- 
dimensional  entity.  The  age  of  the  tracks  can  also  be 
determined  by  the  use  of  this  spell.  The  shaman's 
effective  Perception  rating  is  +7  while  using  this  spell. 

Dreamwalker  (Reveal) 

Duration:  5  minutes 
Range:  50 feet 

Casting  M  odifiers:  -8  (6th  level,  -4  for  extra  duration,  +2 
duetoOrdermodifierforthismode) 
Description:  Using  this  spell  the  shaman  can  enter  a 
trance  and  send  his  or  her  spirit-self  into  the  Dream 
D  i  mensi  on.  O  nee  there  the  shaman  can  enter  the  dreams 
of  any  being  within  range,  and  either  interact  with  the 
dreamers  or  attempt  to  read  their  innermost  thoughts. 
In  the  latter  case,  the  shaman  must  make  a  perception 
check  (with  a  +6  bonus)  vs  the  subject's  Will  in  order  to 
steal  information.  If  the  target  has  any  defenses  against 
such  an  intrusion,  then  these  are  added  to  the  target's 
Will  to  determinethe  degree  of  difficulty. 


Altered  State  (Reveal) 

Duration:  5  minutes 
Range:  50  Feet 

Casting  M  odifiers:  -9  (7th  level,  -4  for  extra  duration,  +2 

duetoOrdermodifierforthismode) 

Description:  Allows  the  shaman  to  enter  a  trance- state 

i  n  w  hi  ch  he  or  she  w  i  1 1  be  abl  e  to  see  i  nvi  si  bl  e,  astral ,  or 

spirit  entities  of  any  sort  with  a  Perception  rating  of  +7. 

Call  Totem  Animal  (Summon) 

Duration:  6  minutes 
Casting  Time:  10  rounds 

Casting  M  odifiers:  -10  (5th  level,  summoned  creature  is 
ability  level  5,  -5  for  extra  duration) 
D  escri  pti  on:  This  spel  I  al  lows  the  shaman  to  summon  a 
totem  animal:  acreaturethatwill  willingly  serve  the  caster 
as  his  or  her  familiar.  The  type  of  animal  that  responds 
to  the  summons  i s  the  same  as  that  chosen  by  the  player 
as  their  shaman's  Totem  Animal.  The  animal  must  be 
native  to  the  shaman's  homeland,  and  must  be  of  the 
natural  world  (i.e.,  not  of  sorcerous,  demonic,  or  extra- 
dimensional  origin).  A  totem  animal  has  the  same  stats 
as  any  animal  of  the  same  species,  but  has  the  ability  to 
comprehend  and  converse  with  the  caster  on  a  spiritual 
(non-verbal)  level. 

Giver-of-Life(Heal) 

Range:  Touch 

Casting  Modifiers:  -10  (12th  level,  +2  due  to  Order 
modifierforthismode) 

Description:  This  ritual  allows  the  shaman  to  enter  a 
trance  and  call  upon  the  spirits  to  heal  up  to  12  hp  of 
damage  to  any  living  creature  or  being.  A  ceremonial 
drum,  flute,  or  fetish  is  a  necessary  component  of  this 
spell. 


Totemic  Aspect  (A  Iter) 

Duration:  1  minute 
Range:  Touch 

Casting  M  odifiers:  -15  (15th  level) 
D  escri  pti  on:  A  fter  enteri  ng  the  dream-state,  the  shaman' s 
form  shifts  to  partially  resemble  that  of  herTotem  A  nimal. 
Fingernails  extend  into  claws,  eyes  turn  to  slits,  or  skin 
hardens  into  scaly  hide.  The  player  may  increase  one 
attri  bute  by  +3  for  the  duration  of  the  spel  I ,  to  si  mul  ate 
theTotem  Animal's  special  aspect. 

Hunter'sMoon  (Alter) 

Duration:  10  minutes 
Range:  Touch 

A  rea  of  Effect:  Self  and  two  others 

Casting  M  odifiers:  -18  (9th  level,  -2  for  extra  targets,  -9 

for  extra  duration) 

D  escri  pti  on :  B  y  enteri  ng  a  trance  state  and  cal  I  i  ng  upon 
the  spirit  of  The  Hunter,  the  shaman  can  imbuehimself 
and  up  to  two  others  with  predatory  instincts.  For  the 
durati  on  of  the  spel  I  al  I  receive  +3  to  thei  r  H  unti  ng  ski  1 1 , 
or  a  +3  rating  if  they  did  not  possess  this  skill  before. 

Far-Seeing  (Reveal) 

Duration:  5  minutes 
Range:  3  miles 

Casting  Modifiers:  -12  (8th  level  spell,  -4  for  extra 
duration,  -2  for  extra  range,  +2  due  to  Order  modifier  for 
this  mode) 

Description:  By  entering  a  trance  the  shaman  can  use 
this  spell  to  see  through  the  eyes  of  any  creature  of  the 
same  speci  es  as  the  caster's  totem  ani  mal .  F  or  exampl  e, 
if  the  shaman's  totem  animal  is  a  death's  head  viper,  he 
or  she  w  i  1 1  be  abl  e  to  see  through  the  eyes  of  any  death's 
head  vi  per  wi  thi  n  range  of  thi  s  spel  I .  I  f  no  sui  tabl  e  ani  mal 
is  present  in  the  area,  the  spell  fails  (GM 's  ruling).  The 
shaman  must  roll  a  Perception  check  with  a  +8  modifier 
to  detect  specific  events,  the  difficulty  varying  based 
on  the  rel  ati  ve  obscurity  of  the  event.  N  ote  that  a  shaman 
will  be  completely  unaware  of  his  or  her  immediate 
surroundings  while  using  Far-Sight. 


Retribution  (Attack) 

Duration:  Instant 
Range:  50 feet 

A  rea  of  Effect:  5  foot  radius  sphere 

Casting  M  odifiers:  -13  (10th  level,  -5  for  area  effect,  -3 

duetoOrdermodifierforthismode) 

Description:  The  spirit-gods  rise  up  in  anger  against 

any  who  seek  to  harm  the  shaman.  V  iolent,  desctructive 

nightmares  are  loosed  from  the  Dreamrealms  to  attack 

any  enemies  nearby,  doing  10  HP  of  damage  to  those 

follish  enough  to  stand  in  their  way. 

Dreambane(Harm) 

Range:  Touch 

Casting  Modifiers:  -12  (15th  level,  +3  due  to  Order 
modifierforthismode) 

Description:  A  vengeful  or  vindictive  shaman  can  lay  a 
powerful  cursewith  this  spell.  By  touching  the  victim 
while  he  sleeps  and  whispering  the  curse,  the  shaman 
severs  the  sleeper's  connection  to  the  Dreamrealms. 
The  victim  now  suffers  a  Level  15  disease  known  as 
Dreambane.  He  can  no  longer  have  a  restful  night's 
sleep,  and  will  always  awake  fatigued  and  confused 
from  the  host  of  nightmares  that  visit  his  sleeping  self. 
Forseven  consecutive  nights,  thevictim  will  losel  point 
of  C  onsti  tuti  on.  If  the  victim'sCON  rati  ng  drops  to  -7  or 
below,  they  fall  intoacoma.A  special  tinctureofjabutu, 
Morphius,  and  Black  Mushroom  can  cure  the 
Dreambane  (and  restore  lost  CON  points)  or  awaken 
the  victim  from  a  coma.  The  shaman  that  cast  the  spell 
can  also  lift  its  effects  atwill. 


Spirit  G  uardians  (Defend) 

Duration:  5  rounds (30 seconds) 
Range:  Touch 

Area  of  Effect:  10 'diameter  circle 
Casting  M  odifiers:  -21  (15th  level,  -6  for  area  of  effect) 
Description:  This  incantation  allows  the  shaman  to  call 
forth  a  number  of  ancestral  spirits,  who  will  guard  and 
protect  anyone  within  a  ten-foot  diameter  circle 
surrounding  the  caster.  The  spirit  guardians  cannot  be 
made  to  attack,  but  will  block  all  magical  or  non-magical 
attacks  with  spirit-shields  and  spears.  Creatures  or 
beings  attempting  to  penetrate  the  ring  of  spirit 
guardians  spi  ri t  must  break  through  the  spi  rits'  defenses, 
which  are  treated  as  a  wall  with  30hp  and  an  armor  rating 
of  5. 


Totemic  Form  (Transform) 

Duration:  5  minutes 
Range:  Touch 

Casting  M  odifiers:  -29  (15th  level,  -lOfor ability  level  of 
Totemic  Form,  -4  for  extra  duration) 
Description:  This  spell  allows  the  shaman  to  adopt  the 
form  of  his  or  her  chosen  Totem  Animal  (seethe  spell, 
C  al  I T  otem  A  ni  mal ,  f  or  more  i  nf  ormati  on) .  0  nee  the  shape- 
change  has  been  affected,  the  shaman  will  have  the 
same  abilities  (and  game  stats)  as  the  animal  whose 
form  has  been  adopted  and  an  ability  level  of  +10. 


OIlTWRflFT 

Witchcraft  is  perhaps  the  oldest  Magical  Order 
on  the  continent,  tracing  its  heritage  back  to  the  dawn 
of  the  Archaens.  The  principles  of  the  Order  operate 
according  to  the  ancient  Law  of  Association,  which 
states  that "  I  i  ke  breeds  I  i  ke" ,  and  al  I  thi  ngs  are  connected. 

Witchcraft  relies  heavily  on  physical  components 
for  its  spells  to  work.  A  connection  must  always  be 
made  between  the  witch,  the  materials  of  the  spell,  and 
the  target.  This  connection  is  often  metaphorical  -  a 
witch  may  break  a  handful  of  twigs  to  symbolize  the 
breaking  of  bones,  for  example-  but  thespell  will  work 
so  long  as  the  metaphor  has  meani  ng  for  the  witch.  The 
act  of  association  connects  magician,  materials,  and 
target  as  if  they  were  one.  The  most  powerful  spell 
components  are  personal  effects  owned  by  a  subject, 
or,  better  yet,  discarded  parts  of  the  target;  for  example, 
a  spl  i  nter  f  rom  a  wagon  w heel  or  a  I  ock  of  hai  r. 

The  magic  of  witchcraft  is  about  relationships, 
not  power.  If  a  witch  wants  to  break  a  stone  in  two,  he 
does  not  hurl  destructive  energy  at  the  stone.  Rather, 
he  associates  the  stone  with  a  bit  of  clay,  and  breaks 
that  instead.  To  bring  a  curse  on  someone,  the  witch 
might  obtain  an  articleowned  by  the  victim  and  cast  his 
magi c  upon  it,  thereby  doi  ng  harm  to  the  i  ntended  vi cti  m. 
Witchcraft  isoneof  the  most  subtle  forms  of  spellcasting, 
often  having  none  of  the  obvious  external  effects  of 
other  Orders,  such  as  lights  or  loud  noises. 

Several  Talislantan  cultures  (primarily  the 
Aamanians)  consider  witchcraft  to  be  "black  magic", 
and  openly  persecute  its  practitioners.  For  this  reason, 
Talislantan  witchcraft  is  taught  and  practiced  in  secret. 
Passed  down  from  generation  to  generation,  W  itchcraft 
is  an  oral  tradition  without  texts,  scrolls,  or  magical  tomes. 
F  or  exampl  e,  the  D  huna  absol  utely  forbi  d  the  i  nstructi  on 
of  "outsiders"  in  the  ways  of  the  Art  (as  they  call  it), 
and  the  Sarista  rarely  teach  anything  of  value  to  those 
who  aren't  members  of  their  clan. 
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A  witch  must  have  both  hands  free  and  be  able  to 
speak  aloud  in  order  to  cast  spells.  Some  sort  of 
symbolic  object  must  also  be  used,  and  is  often 
destroyed  as  part  of  the  magic  ritual.  The  player  is  free 
to  improvise  appropriate  metaphors  for  the  spell 
components. 

Witches  possess  the  power  of  Binding,  allowing 
them  to  work  their  magic  across  any  distance,  provided 
they  have  a  strong  mystical  connection  to  their  target. 
Any  object  that  has  been  on  the  target's  person  for 


three  or  more  days,  or  a  physical  piece  of  the  target 
(such  as  hair,  fingernails,  or  blood)  will  suffice.  This 
material  can  be  used  for  a  single  ritual  only,  and  is 
consumed  as  the  spell  is  cast.  Spells  that  incorporate 
the  power  of  Binding  act  as  if  the  witch  is  touching  the 
target. 

LimiTflTiony 

The  forces  that  empower  a  witch's  magic  can  be 
somewhat  capricious.  On  a  natural  casting  roll  of  13,  the 
spell  has  no  effect,  regardless  of  the  various  modifiers 
involved. 

NotavailableConjure 

Bonuses:  H  eal :  +2,  W  ard:  +2,  Reveal :  +2 
Penalties:  Attack -3 

Alter  Effects:  A  witch  can  alter  virtually  any  quality, 
provided  he  has  the  appropriate  physical  components. 
The  heart  of  an  ogriphant  might  help  the  witch  alter  a 
subject's  strength,  for  example.  No  alteration  can  be 
made  without  a  metaphorical  connection  likethis. 
Transform  Effects:  A  witch's  "curse"  sometimes  takes 
the  form  of  a  transf  ormati  on  of  the  target  i  nto  an  ani  mal . 
Once  the  "curse"  is  cast,  it  takes  one  day  per  level  of 
the  spell  for  the  target  to  transform  completely.  The 
process  is  a  gradual  one,  adding  a  new  animal  feature 
each  day  as  the  spell  runs  its  course.  Once  fully 
transformed,  the  target  will  remain  in  that  state  for  seven 
days  and  then  instantly  revert  to  its  normal  form.  It  is 
rumored  that  the  witches  of  old  could  transform  a  victim 
permanently,  but  those  ancient  spells  were  lost  long 
ago  in  the  depths  of  witchwood. 
Summon  Effects:  A  witch  can  summon  mi  norspiritforms 
to  perform  simple  tasks.  These  spi ritforms  are  Ability 
Level  7  or  less  and  can  do  no  harm  to  living  things. 
They  do  have  unique  qualties,  however,  including 
invisibility,  immunity  to  normal  weapons,  andthespecial 
power  of  Weirding  (see  sample  spell,  below). 
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Common  enchanted  items  created  with  Witchcraft 
include: 

•  Medallions  or  brooches  that  protect  from  harm 
(Ward,  Defend) 

•  Rings  or  stones  that  render  a  subject  invisible  to 
scrying  (Conceal) 

•  Crystals  or  mirrors  for  viewing  distant  locales 
(Reveal) 
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Sympathetic  M  agic  (H  arm) 

Duration:  Instant 
Range:  50  feet  (or  Binding) 

Casting  Modifiers: -6  (9th  level ,  +3  dueto  Order  modifier 
forthismode) 

Description:  this  spell  allows  the  caster  to  do  harm  to 
another  creature  or  individual  by  harming  an  object  that 
symbolizes  the  intended  victim.  A  crude  doll  or  fetish 
made  from  a  piece  of  the  target's  hair  or  clothing  will 
suffice  to  efect  the  magic,  which  can  cause  up  to  9hp 
damageto  the  intended  victim.  Optionally,  the  natureof 
the  damage  done  to  the  victim  (fire,  strangulation, 
stabbing,  etc.)  isdetermined  by  the  type  of  damge  done 
by  the  caster  to  the  object.  The  spell  may  also  be  used 
to  cause  minor  damage  or  inconvenience,  such  as 
shooting  pains  in  a  hand  or  limb,  tripping,  obscuring 
vision,  etc.  The  GM  determines  resistance  rolls  based 
on  the  nature  and  intended  severity  of  the  attack. 

Weird  (Summon) 

Duration:  1  minute 
CastingTime:  1  round 
Casting  M  odifiers:  -1  (1st  level) 
Description:  Thisspell  summonscallsa minor spiritling 
and  allows  the  caster  to  compel  it  to  retrieve  any  small 
object  or  item  that  rightfully  belongs  to  the  caster.  A 
Weirded  spiritling  will  recover  any  object  that  was  lost, 
stolen,  dropped,  or  even  thrown;  however,  it  will  not 
retrieve  any  item  that  was  sold  or  freely  given  away. 
Once  the  service  has  been  rendered,  the  spiritling  will 
then  return  to  it's  home,  unless  the  summoning  is  made 
permanentwith  an  enchantment.  Note  that  an  item  with 
a  Weird  on  it  counts  as  one  of  the  seven  magical  items 
a  person  can  carry. 

Mending  (Heal) 

Duration:  Instant 
Range:  Touch 

Casting  Modifiers: -8  (10th  level, +2  duetoOrdermodifier 
forthismode) 

Description:  This  spell  allows  the  caster  to  heal  up 
tolOhp  of  damageto  any  living  creature,  or  to  mend  a 
si  mi  I  ar  amount  of  damage  done  to  any  i  nani  mate  obj  ect. 


FalseDweomer  (I  Musi  on) 

Duration:  5  minutes 
Range:  50 feet 

Casting  M  odifiers:  -8  (1st  level  base,  +3  levels  for  magic 
sense,  -4  for  extra  duration) 

Description:  thisspell  enables  the  caster  to  imbue  any 
i  tern  w  i  th  a  f  al  se  aura  of  magi  c,  causi  ng  i  t  to  appear  to  be 
enchanted. 

Changeling  (Illusion) 

Duration:  5  minutes 
Range:  50 feet 

Casting  Modifiers:  -8  (1st  level  base,  +3  levels  for 
Complex  Elements, -4forex  traduction) 
Description:  By  means  of  thisspell  the  caster  is  able  to 
alter  the  appearence  of  any  individual  to  match  that  of 
any  other  person.  Auditory,  tactile,  and  other  elements 
may  be  added  to  the  spel  I ,  as  per  the  rul  es  f  or  1 1 1  usi  ons. 

Witch  Glass  (Reveal) 

Duration:  2  minutes 
Range:  1  mile(or  Binding) 

Casting  M  odifiers:  0  (1st  level,  -1  for  extra  duration,  +2 
dueto  Order  modifierforthis  mode) 
D  esc ri  pti  on :  T  h i  s  spel  I  al  I  ow s  the  caster  to  tern porari  I  y 
turn  any  reflective  surface  (such  as  a  mirror  or  crystal 
ball)  into  a  scrying  device.  By  staring  into  the  Witch 
Glass,  the  caster  can  view  any  target  of  choice,  including 
a  person,  an  object,  or  even  a  location.  The  target  must 
be  known  to  the  caster  i  n  order  for  the  spel  I  to  f  uncti  on. 
Range  is  one  mile  unless  some  form  of  Binding  obj  ect  is 
used,  in  which  case  the  range  is  unlimited. 

HideM  agic  (Conceal) 

Duration:  3  minutes 
Range:  50 feet 

Casting  M  odifiers:  -8  (8th  level,  -2  for  extra  duration,  +2 
dueto  Order  modifierforthis  mode) 
Description:  This  spell  allows  the  caster  to  disguise 
any  enchanted  object,  artifact,  creature,  or  being, 
causing  it  to  appear  to  be  non-magical  in  nature.  In 
practical  terms,  this  spell  may  be  used  to  make  an 
enchanted  blade  appear  to  be  ordinary,  or  to  make  a 
potion  seem  like  a  vial  of  plain  liquid.  Or,  it  could  be 
used  to  hide  the  fact  that  an  individual  is  under  the 
influenceof  award,  curse,  or  other  spel  I.  A  PER  roll  at 
-8  must  be  made  to  see  through  the  spell's  effect. 
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E  Idritch  Barrier  (Defend) 

Duration:  5  rounds  (30  seconds) 
Range:  Self  orTouch 
A  rea  of  E  ff  ect:  10  f  oot  di  ameter  sphere 
Casting  M  odifiers:  -18  (12th  level,  -6  for  area  of  effect) 
Description:  This  spell  allows  the  caster  to  erect  a  10- 
foot  diameter  sphere  of  eldritch  force  that  wil  provide 
protection  vcrom  physical  and  magical  attacks.  The 
barrier  has  an  armor  rating  of  4  and  can  withstand  up  to 
24hp  damage  before  being  destroyed. 

Enfeeblement  (Alter) 

Duration:  2  minutes 
Range:  Touch 

Casting  M  odifiers:  -16  (15th  level,  -1  for  extra  duration) 
Description:  This  spell  allows  the  caster  to  cause 
weakness  in  a  designated  creature  or  being  by  touch. 
The  victim  will  suddenly  feel  exhausted,  as  though 
strenuous  activity,  and  suffers  a  -3  penalty  to  all  rolls 
for  the  duration  of  the  spell. 

Aura  of  Allurement  (A  Iter) 

Duration:  5  minutes 
Range:  Touch 

Casting  M  odifiers:  -16  (12th  level,  -4for  extra  duration) 
Description:  Through  the  use  of  this  enchantment  the 
caster  can  make  a  designated  subject  appear  more 
attractive  and  alluring.  In  game  terms  the  spell  adds  44 
to  the  beneficiary's  appearance,  but  does  not  affect 
leadership  or  other  facets  of  the  Charisma  attribute. 
M  embers  of  the  same  (or  si  mi  I  ar)  race  w  i  1 1  usual  I  y  respond 
far  more  favorably  to  the  subject  for  the  duration  of  the 
spell. 

J  inx  (Summon) 

Duration:  5  minutes 
Casting  Time:  1  round 

Casting  M  odifiers:  -16  (12th  level,  -4for  extra  duration) 
D escri  pti on :  T hi s  spel  I  summons  a  1st  I  evel  spi  ri  tl  i  ng  to 
hound  a  given  subject,  wreaking  all  manner  of  mischief. 
Until  the  J  inx  expires  or  is  removed,  the  subject  will 
suffer  a  penalty  of  -4  (one-third  the  spell  level)  on  all 
actions,  and  will  experience  numerous  minor  mishaps 
and  misfortunes  at  the  GM 's  discretion. 


Obsession  (Influence) 

Duration:  5  rounds  (30  seconds) 
Range:  5  feet  (or  Binding) 
Casting  M  odifiers:  -12  (12th  level) 
Description:  This  spell  enables  the  caster  to  afflict  a 
subject  with  an  overwhelming  craving  or  desire  of  the 
caster's  choic.  For  example:  the  urge  to  eat  or  drink  to 
excess,  affection  for  a  particular  person  or  creature,  a 
fixation  upon  obtaining  some  object  of  desire,  or 
compulsive  behavior  of  some  sort  (laughing,  crying, 
counting  things,  etc.).  The  subject  may  resist  the  spell 
withaWill  check  at-6.  On  a  partial  success  they  will  still 
feel  the  obsession,  but  can  control  itwith  repeated  will 
checksfortheduration.  On  afailure,  they  will  experience 
the  obsessi  on  for  the  spel  I 's  durati on.  0  n  a  mi shap  they 
w  i  1 1  conti  nue  to  experi  ence  the  obsessi  on  after  the  spel  I 
expires  until  something  shocks  them  out  of  it. 

Eldritch  Vapors  (Transform) 

Duration:  3  minutes 
Range:  Touch 

Casting  M  odifiers:  -17  (15th  level,  -2  for  extra  durati  on) 
Description:  By  inhaling  vapors,  smoke,  or  fog,  the  caster 
transforms  into  magical  vapors.  In  this  form  the  witch 
can  seep  through  any  crack,  no  matter  how  small,  and 
move  in  any  direction  at  50  feet  per  round  (-5  Speed). 

Safekeep(Ward) 

Duration:  5  minutes 
Range:  Touch 

Casting  M  odifiers:  -12  (10th  level,  -4  for  extra  duration, 
+2  dueto  Order  modifierfor  this  mode) 
Description:  This  spell  can  be  used  to  imbue  any  object 
oritem  with  an  invisiblemagical  aurathatwill  protectit 
from  theft.  No  one  but  the  caster  can  touch  the  item 
w  h  i  I  e  the  spel  I  i  s  i  n  pi  ace.  N  ote  that  touch  i  ng  a  protected 
item  with  gloves,  tongs,  or  other  objetcs  affords  no 
protection  f  rom  a  Safekeep,  which  can  only  be  dispel  led 
by  magic. 
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Bewitch  (Hex) 

Duration:  20  minutes 
Range:  Touch  (or  B inding) 

Casting  M  odifiers:  -27  (10th  level,  -19  for  extraduration, 
+2duetoOrdermodifierforthismode) 
Description:  This  spell  makes  thevictim  morevulnerable 
to  a  particular  threat  or  malady  and  causes  this  threat  to 
be  more  attracted  to  him  or  her.  For  example,  the  caster 
could  Bewitch  a  victim  with  a  susceptibility  to  broken 
bones.  This  would  cause  the  victim  to  suffer  more  serious 
injury  in  a  fall  or  accident  and  make  such  an  accident 
more  likely  to  occur.  In  game  terms,  the  victim  takes 
double  damage  from  whatever  threat  or  malady  they 
have  been  Bewitched  with. 


C  u r se  of  the  B east  (T  ransfor  m ) 

Duration:  variable 
Range:  Touch  (or  B inding) 
Casting  M  odifiers:  variable 
Description:  Among  the  most  common  spells  of 
Witchcraft,  this  curse  transforms  the  subject  into  an 
animal;  typically,  one  which  represents  some  I ess-than- 
flattering  aspect  of  thevictim.  The  process  is  gradual, 
taking  one  day  per  spell  level.  With  each  day  the  target 
develops  another  animal  feature(eyes,  hair,  claws,  etc.) 
until  the  transformation  iscomplete.Theanimal  form 
I  asts  seven  days  from  that  poi  nt,  at  w  hi  ch  ti  me  the  target 
will  revert  to  it's  original  form. 


OIIZflRPRY 

The  omniverse  is  permeated  by  waves  of 
fluctuating  magical  power,  known  to  Talislantan 
spellcasters  as  Arcane  Energy.  During  ancient  times, 
certain  Talislantan  magicians  developed  incantations, 
gestures,  and  rituals  that  could  tap  into  the  flow  of 
Arcane  Energy  that  surrounds  Talislanta.  These 
procedures,  known  as  Wizardry,  have  survived  almost 
unchanged  to  the  New  Age. 

In  its  natural  state,  Arcane  Energy  is  an 
ambiguous,  flowing  force  with  no  discernible  positive 
or  negative  characteri sti cs.  W  hen  di  rected  i  nto  the  P ri  mal 
Plane,  A  rcane  E  nergy  can  take  on  a  nearly  I  i  mitless  range 
of  forms  (excluding  elemental  forces,  which  cannot  be 
replicated  by  Wizardry). 

A  rcane  E  nergy  can  be  used  to  surround  the  caster 
with  a  shi  mmeri  ng  aura  of  protective  energy;  to  conj  ure 
simple  shapes  such  as  ropes,  swords,  or  walls  of  force; 
or  to  manipulate  the  physical  world  with  grasping 
tendrils  or  "magic  hands".  Arcane  Energy  can  also 
manifest  as  destructive  beams  of  force  or  the  intricate 
conglomerations  of  swirling  light  and  shadow  used  to 
create  illusions. 

Compared  to  more  esoteric  arts  such  asWitchcraft 
or  Cryptomancy,  Wizardry  is  a  relatively  simple  magic 
Order  to  learn  and  use.  Asa  result,  it  is  popular  among 
the  Cymrillians,  Farad,  Zandir,  Thaecians,  and  other 
magic-oriented  cultures. 

W  izards  must  gesture  with  both  hands  and  speak 
Archaen  phrases  aloud  in  order  to  cast  spells.  A  device 
such  as  a  wand  or  staff  is  sometimes  used  to  direct 
spells,  but  is  not  required. 

Specialization:  The  wizard  may  pick  one  M  ode 
to  represent  the  type  of  spells  they  regularly  practice. 
This  M  ode  receives  a  bonus  of  +3  to  its  overall  rating. 

LimiTflTIOD? 

Obvious:  Spells  of  wizardry  are  always 
accompanied  by  glowing  lights,  an  electrical  charge  in 
the  air,  and  a  strange  humming  sound.  Anyone  nearby 
that  makes  a  successful  PER  roll  with  a  +5  bonuswill  be 
aware  that  mag  i  c  i  s  bei  ng  used  and  w  i  1 1  be  abl  e  to  di  scern 
its  source.  B  ecause  of  thi  s,  subtl  e  i  1 1  usi  ons  that  are  meant 
to  appear  "real"  are  very  difficult  to  accomplish  with 


thisOrder.  Likewise,  anyone  affected  by  aspell  of  wizardy 
(magical  influence,  protection)  will  have  a  noticeable 
glow  and  shimmer  about  them. 

Not  available:  Transform,  Summon 

Bonuses:  +3  to  one  M  ode  chosen  by  the  magician. 

Penalties:  None. 

Alter  Effects:  Only  simple  physical  qualities  can  be 
altered  with  W  izardry  through  thecareful  application  of 
A  rcane  E  nergy.  F  or  exampl  e,  a  character' s  strength  mi  ght 
be  altered  by  applying  a  field  of  Arcane  Energy  that 
helps  the  character  lift,  push,  and  swing.  Or  a  sword's 
damage  rating  might  be  altered  by  adding  a  nimbus  of 
destructive  energy  to  the  blade.  Subtle  alterations  (like 
i  ncreasi  ng  a  character's  memory  or  charm,  for  example) 
are  not  possi  bl  e  w  i  th  th  i  s  0  rder. 
Transform  Effects:  N/A 
Summon  Effects:  N/A 

Common  enchanted  items  created  with  Wizardry  include: 

•  Wands  and  staves  that  store  defensive  magic. 
(Attack,  Defend) 

•  Rings  that  levitate  the  wearer  on  a  pillar  of  arcane 
force.  (M  ove) 

•  Weapons  empowered  with  destructive  arcane 
energies.  (Attack) 

•  Globes,  glass  spheres,  and  mirrors  that  produce 
entertaining  illusory  scenes.  (Illusion) 
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Animated  Warrior  (M  ove) 

Duration:  5  rounds 
Range:  50 feet 

Casting  M  odifiers:  -9  (3rd  level  spell,  -3  for  area  of  effect, 
-3  for  complexity) 

Description:  This  complex  spell  causes  a  suit  of  armor 
and  one  weapon  to  animate  as  though  the  wizard  himself 
were  in  it.  This  will  appear  as  though  an  hazy,  glowing 
warri  or  were  weari  ng  the  e  armor  and  hoi  di  ng  the  vi  si  bl  e 
weapon.  The  weapon  will  beswung  withthesameskill 
as  if  the  caster  were  holding  it,  although  the  strength  is 
+1 .  T  he  caster  can  perform  no  other  acti  onwhilemoving 
the  armor  and  weapon. 

Solomnent  Radiance(l  nfluence) 

Duration:  5  rounds(30  seconds,  plus  see  below) 
Range:  5  feet 

Casting  Modifiers: -8  (8th  level) 
Description:  The  caster  holds  his  hand  out,  and  with  a 
soft  word  of  Power  a  glowing  ball  of  soft  light  springs 
into  being  in  the  wizard's  palm.  The  target's  eyes  are 
drawn  to  it,  and  feels  a  drowsiness  come  over  hi  m  as  his 
eyes  sink  into  it's  depths.  When  the  target  falls  asleep, 
theglowing  ball  will  float  over  his  resting  head  until  the 
spell  expires.  The  target  resists  with  a  Will  roll  at -4.  On 
a  partial  success,  the  target  can  be  wakened  by  sounds 
or  a  gentle  nudge,  and  will  awaken  at  the  end  of  the 
spel  I 's  durati  on  i  n  any  event.  0  n  a  f  ai  I  ure  the  target  will 
sleep  for  the  full  duration,  regardless  of  sounds  and 
such  (butwill  awaken  if  struck.)  On  a  botch,  the  target 
will  sleep  through  anything,  and  will  continue  sleeping 
normally  after  the  spel  I  duration  expires,  although  they 
can  be  awakened  normally. 

Invisibility  (Illusion) 

Duration:  10  rounds  (1  minute) 
Range:  50 feet 

Casting  Modifiers:  -10  (1st  level  base,  +3  levels  for 
M  agnitude,  +3  levels  for  M  otion,  +3  levels  for 
complexity) 

Description:  With  this  spel  I  the  caster  makes  himself  or 
any  man-sized  target  in  spell  range  invisible.  Sound, 
scent,  and  other  senses  are  unafected.  In  combat,  the 
invisible  fighter  recieves  a  +5  to  his  effective  combat 
rating,  unless  the  opponent  has  other  reliable  means  of 
detecting  him,  such  as  magical  senses,  the  invisible 
character  standing  in  water,  etc. 


U  nseen  B  lade  (C  onceal ) 

Duration:  3  minutes 
Range:  Self  or  50  feet 

Casting  M  odifiers:  -10  (8th  level,  -2  for  extra  duration) 
Description:  There  are  the  occasions  when  a 
swordsmage  must  carry  a  weapon  hidden  on  his  person. 
Thisspell  will  not  make  the  weapon  invisible,  butwill 
cause  everyone  to  be  much  I  ess  I  i  kely  to  noti  ce  i  t's  hi  di  ng 
place.  Anyone  not  looking  for  it  will  not  see  it,  and 
anyone  looking  for  it  will  have  a  -8  to  their  perception. 
If  this  lowers  their  perception  to -7  or  lower,  they  cannot 
percieve  the  weapon  at  all,  regardless  of  their  roll,  even 
if  the  sword  is  an  obvious  bulge  under  a  cloak. 

A  rcaneA  rmament  (C  onj  uration) 

Duration:  10  minutes 
Range:  50 feet 
Fora  sword: 

Casting  M  odifiers:  -10  (1st  level,  -9  for  extra  duration) 
Description:  A  favorite  of  swordsmages  everywhere, 
this  spell  is  taught  throughout  the  continent.  When  it 
is  cast,  a  sword  made  of  glowing  energy  forms  in  the 
hands  of  the  caster  or  any  chosen  reci  pient  withi  n  range. 
The  blade  has  a  weight  of  61  bs,  a  DR  of  8,  a  minimum 
strength  of  0,  and  sheds  a  faint  nimbus  of  light  equal  to 
acandleflame. 
F  or  a  suitof  armor: 

Casting  M  odifiers:  -15  (6th  level,  -9  for  extra  duration) 
Description:  When  thisspell  is  cast,  a  suit  of  chain  mail 
forms  around  the  body  of  the  caster  or  any  chosen 
recipientin  range.  Thearmorweighs40lbs, aPR  of  5, a 
minimum  strength  of  +3,  and  sheds  an  arcane  light  equal 
to  an  oil  lamp. 

A  rcaneA  ura  (Defend) 

Duration:  5  rounds 

Range:  Self/Touch 

Casting  M  odifiers:  -10  (10th  level) 

D  escri  pti  on :  A  standard  spel  I  f  or  al  I  w  izards,  the  A  rcane 

A  ura  spel  I  causes  the  target's  ski  n  to  shi  mmer  wi  th  arcane 

energies.  Any  blows  orphysical  spell  effects  that  stri  ke 

the  target  are  absorbed  by  the  magical  aura,  until  20hp 

of  damage  has  been  taken,  at  which  time  the  aura  fades. 
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H  ealing  N  uminae  (H  eal ) 

Duation:  Instant 
Range:  Touch 

Casting  M  odifiers:  -12  (12th  level) 
Description:  The  wizard  using  the  Healing  Numinae 
passes  his  hands  over  the  wounded  individual,  and  a 
soft  light  emanates  from  the  wizard's  hands.  This  light 
seeps  into  the  wound,  and  will  continue  to  glow  for 
several  seconds,  after  which  it  fades  and  the  wound  is 
healed,  or  nearly  so.  A  total  of  12hp  damage  can  be 
healed  with  this  spell,  and  once  a  target  has  been 
magically  healed  no  more  can  be  done  that  day  unless 
further  damage  is  taken. 

Crimson  Bands  of  Cytorak(Move) 

Duration:  5  rounds  (30  seconds) 
Range:  80  feet 

Casting  M  odifiers:  -18  (15th  level,  -3for  extra  range) 
Descri  ption:  N  o  one  knows  who  Cytorak  was,  althoug  a 
few  strange  references  hint  that  he  may  have  been  an 
archaen  sorcerer  supreme.  When  his  spell  is  invoked, 
seven  shimmering,  arcane  rings  of  ruby  hue  coalesce 
out  of  the  air  and  constrict  upon  the  target,  holding  it 
immobile  with  a  strength  of +5. 

Zora'sStarburst  (Attack) 

Duration:  Instant 
Range:  50 feet 

Area  of  Effect:  10  foot  radius 
Casting  M  odifiers:  -13  (3rd  level,  -10  for  area  of  effect) 
Description:  Zora  was  a  Zandir  Certament,  a  magical 
duelist.  Some  claim  that  she  stole  the  formula  for  this 
spell  from  a  competitor  who  later  died  in  a  mysterious 
duel.  Regardless,  this  spell  has  si  nee  fall  en  into  other 
hands,  and  isnow  in  common  use.  Arcane  energies  are 
released  in  a  flash  of  intense  light,  dealing  3  hp  damage 
to  all  in  a  20  foot  diameter  circle,  roll  Perception  at -10  for 
half  damage.  On  a  botched  resistance  roll,  the  targets 
are  blinded  fori  round. 

ArcaneEye(Reveal) 

Duration:  10  minutes 
Range:  50 feet 

Casting  M  odifiers:  -13  (4th  level,  -9  for  extra  duration) 
Description:  The  Arcane  Eye  is  a  common  spell 
throughout  Talislanta,  although  it  is  known  by  different 
names  in  many  lands.  When  this  spell  is  cast,  the 
wizard's  eyes  take  on  a  piercing.  Any  magical  effect, 


regardless  of  Order,  becomes  aparent  to  the  wizard's 
eyes.  Magical  items  shine,  spell-effects  are  obvious, 
and  beings  that  are  magical  by  their  nature  (demons, 
conjured  beings,  undead)  stand  out  easily.  Note  that  if 
the  magic  is  concealed,  an  opposed  resistance  roll  is 
required. 

K  oron' s  B  ladepact  (H  ex) 

Duration:  2  minutes 
Range:  Touch 

Casting  M  odifiers:  -11  (10th  level,  -lforextradurati  on) 
Description:  Koron,  ever  the  crafty  duelist,  would  slip 
this  spel  I  onto  an  opponent  at  the  earliest  opportunity... 
often  before  hostilities  had  even  begun.  TheBladepact 
is  a  curse  on  the  target,  causing  them  to  be  particularly 
supsceptable  to  rapiers  (Koron's  own  weapon  of 
choice.)  A  hazy,  barely  persceptable  glow  would 
surround  the  target,  and  the  haze  would  flash  whenever 
Koron's  rapier  struck  them.  The  target  would  then 
sustain  doubledamagefrom  his  weapon  fortheduration 
of  the  spell .  Those  individuals  I  ucky  enough  to  survive 
a  duel  with  Koron  were  known  to  demonstrate  an 
aversion  to  thin  blades  for  months  after. 

Koron's  C  haos  (I  llusion) 

Duration:  5  rounds  (30  seconds) 
Range:  50 feet 

Casting  Modifiers:  -19  (1st  level,  +12  levels  for 
M  agnitude,  +3  levelsforA  nimation,  +3  levelsforSound) 
Description:  Koron  was  a  wiley  swordsmage  who  was 
fond  of  using  illusions  to  confuse  his  opponents.  With 
a  wave  of  the  hand,  the  caster  of  this  spell  calls  into 
existance  30  feet  of  swirling  lights  and  colored  mists 
which  completely  obscures  vision  in  the  area  of  effect. 
In  addition  to  the  sights,  random  bursts  of  sound 
emanate  from  every  direction;  barks,  clashes,  rolling 
thunder,  screams,  etc.  The  net  effect  of  this  chaos  is 
that  anyone  i  n  the  area  of  effect  w  i  1 1  be  unabl  e  to  see  or 
hear  anything,  and  all  Action  Table  rolls  will  be  at  -4 
(one-third  the  magnitude.)  The  caster  can  then  escape 
unseen,  or  attack  the  confused  opponents,  or  take  the 
ti  me  to  cast  some  other  spel  I . 


86 


M  anil's  M  emory  M  esmerization  (I  nfluence) 

Duration:  5  rounds(30  seconds,  plus  see  below) 
Range:  5  feet 

Casting  M  odifiers:  -20  (20th  level) 
Description:  Manil  used  this  spell  to  get  himself  out  of 
many  entanglements,  romantic  and  otherwise.  When 
cast,  a  small  sphere  of  arcane  energy  comes  into  being 
at  the  tips  of  the  caster's  fingers.  As  the  target's  eyes 
are  drawn  to  it,  the  caster  says  "Forget  I  was  here."  The 
target  must  make  a  Will  check  at  -10  or  forget.  On  a 
partial  success  on  the  resistance  roll,  the  target  will 
remember  everything  after  the  spell  expires.  Onafailure, 
the  target  will  remember  that  someone  was  there,  just 
not  who.  On  a  botch,  the  target  will  forget  the  entire 
encounter. 


Speed  of  L  ightning  (A Iter) 

Duration:  5  minutes 
Range:  Touch 

Casting  M  odifiers:  -25  (21st  level,  -4  for  extra  duration) 
D  escri  pti  on:  U  sed  f  or  qui  ck  escapes  from  uncomf  ortabl  e 
situations  (angry  tribe  of  Beastmen  approaching,  angry 
demon  just  summoned,  angry  jilted  husband  just  entered 
the  room)  this  spell  causes  a  crackling  of  arcane  energy 
to  surround  the  feet  of  the  caster,  increasing  running 
speed  by  +7.  Note  that  the  Speed  attribute  is  not 
increased,  just  running  speed. 


Enchantment  is  the  process  of  investing  items 
with  lasting  magical  power.  Enchanted  items  continue 
to  produce  their  effects  without  the  need  for  further 
Spel Icasting.  For  example,  a  stone  could  be  enchanted 
to  give  off  a  soft  light  when  a  command  word  is  spoken, 
allowing  it  to  be  used  as  a  source  of  illumination 
whenever  it  is  needed. 

In  game  terms,  Enchanting  and  Spel  I  casting  are 
very  similar.  The  M  odes  and  magical  Orders  are  used  in 
the  same  way  and  the  actual  game  mechanics  are  nearly 
identical.  The  big  difference  between  the  two  talents  is 
ti me.  E  nchantment takes  consi derably  I onger to  perform 
than  S  pel  I  casti  ng  and  is  much  longer  lasting. 
Enchantment  also  requires  an  investment  in  specialized 
and  costly  materials. 

Enchantment  counts  as  an  individual  skill  of  the 
character's  magic  Order,  in  the  same  way  a  M  ode  does. 
Experience  Point  costs  for  learning  and  improving 
Enchantment  are  the  same  as  any  M  ode.  As  such,  it  is 
possible  to  be  an  accomplished  enchanter  within  one 
field  of  magic,  but  still  be  a  novice  in  another. 

There  are  two  types  of  enchantments:  L  imited  and 
Continuous. 

Limited  enchantments  function  three  times  per 
day.  A  magic  item  invested  with  a  Limited  enchantment 
may  recharge  itself  everyday,  or  may  need  to  be 
recharged  manually  by  some  means  (prayer,  ritual, 
exposure  to  moonlight,  orwhatever).  Examplesinclude 
a  wand  that  shoots  lightning  bolts,  a  ring  that  gives  the 
power  of  flight,  or  a  staff  that  heals  wounds. 

Continuous  enchantments  function  all  the  time 
unless  their  magic  is  somehow  disrupted,  and  never 
need  to  be  recharged.  Examples  include  an  amulet  that 
confers  continuous  protection  from  fire,  magically 
enhanced  weapons,  and  enchanted  armor.  Continuous 
enchantments  take  considerably  longer  to  make  than 
imited  enchantments  and  require  finer  and  more 
expensive  materials.  M  odes  with  a  duration  of  "Instant" 
cannot  be  incorporated  into  Continuous  enchantments. 

Note  that  regardless  of  the  method  employed,  a 
si  ngl e  item  can  have  only  one  enchantment.  For  exampl e, 


a  sword  cannot  be  both  +2  damage  and  capable  of 
producing  light. 

TOR  ^D^HflDTID^DT 

T he  f ol  I o w i  ng  i s  an  overvi  ew  of  the  proced ure  f or 
enchanting  an  item.  Each  of  the  steps  is  explained  in 
detail  below. 

1.  Player  states  I  ntent  (what  isthe  item's  M  ode,  Spell 

Level,  and  intended  use?  Will  it  havea  L  imited  or 
C  ontinuous  enchantment? ) 

2.  Determine  E  nchantment  Requirements  (how  long 
will  the  item  take  to  make,  and  how  much  will  it 
cost?) 

3.  G  M  determines  bonusesor  penalties  (based  on  the 

magician's  Enchantment  skill  rating,  the  item's 
Spell  L  evel  and  casting  penalties,  and  other  factors) 

4.  Player  rollstoseeif  theE  nchantment  was  successful 

5.  GM  judges  result 

TtK  ^D^HflDTDKDT  UK 
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1.  Stating  I  ntent  for  E  nchantment 

Like  stating  intent  for  spell  casting,  the  player 
decides  what  spell-effect  (M  ode)  theitem  will  have,  and 
its  spell  level.  The  player  also  decides  whether  the  item 
will  havea  Limited  or  Continuous  Enchantment.  If  the 
enchantment  i  s  L  i  mited,  the  player  must  decide  whether 
it  must  be  recharged  manuallyand,  if  so,  by  what  means. 

2.  Determining  E  nchantment  Requirements 

Before  an  item  can  be  enchanted  there  are  two 
requirementsaGM  needs  to  determine.  First:  how  much 
ti  me  w  i  1 1  i  t  take  to  make  the  i  tern  descri  bed  by  the  pi  ayer? 
And  second:  how  much  will  it  cost  the  character  to  buy 
the  materials  needed  for  the  procedure? 

The  requirements  for  Limited  and  Continuous 
Enchantments  are  determined  as  follows: 

LlIDITTP  ^D^HflDTDX'DT 

•  Time  required:  2  weeks  (80  hours)  per  Spell  Level 
(one  and  a  half  weeks  if  the  item  must  be  recharged 
manually) 

•  Cost  of  materials:  2  times  the  average  price  of  the 
item  that  is  to  be  enchanted. 


•  Time  required:  6  weeks  (240  hours)  perSpell  Level 

•  Cost  of  materials:  4  times  the  average  price  of  the 
item  that  is  to  be  enchanted. 

Note  that  the  Enchantment  process  does  not 
require  special  materials  or  rare  ingredients,  such  as 
those  used  in  the  field  of  Alchemy.  Instead,  Enchantment 
is  accomplished  by  investing  ordinary  items  with  the 
power  of  magic  spells.  The  Cost  in  M  aterials  reflects 
the  fact  that  most  Enchanters  prefer  to  use  items  of 
good  quality,  which  tend  to  be  more  durable.  Enchanted 
items  can  be  made  from  sub-standard  materials,  though 
such  items  may  function  erratically  or  may  prove  to  be 
defective  in  someway. 

3.  Determining  Bonuses  or  Penalties  for  E  nchantment 

After  reviewing  the  requirements  for  the 
enchanted  item,  the  G  M  must  determi  ne  if  any  bonus  or 
penalty  will  be  applied.  This  is  done  before  the  player 
rolls  to  enchant  the  item. 

Apply  a  bonus  equal  to  the  character's 
Enchantment  skill  rating.  Additional  bonuses  may  be 
applied  if  the  magician  is  using  a  magical  device  that 
enhances  his  powers,  has  access  to  superior  materials, 
or  is  operating  under  highly  beneficial  conditions  or 
surroundings. 

Apply  a  penalty  of  -1  per  spell  level  plus  any 
additional  casting  roll  penalties  the  spell  might  have  as 
a  result  of  increased  range,  duration,  etc.  Additional 
penalties  may  be  applied  if  the  magician  is  using  sub- 
standard materials,  orisworking  under  poorconditions 
or  extreme  duress. 

Comparing  applicable  bonuses  and  penalties,  the 
G  M  arrives  at  a  single  figure.  This  is  the  modifier  that 
will  be  applied  to  the  player's  Action  Table  roll. 

4.  T  he  E  nchantment  R  ol  I 

To  determine  whether  the  Enchantment  is 
successful  or  not  the  player  rolls  a  d20  on  the  Action 
Table,  applying  the  GM 's  modifier  to  the  die  result. 

5.  J  udging  Results 

A  C  ritical  Success  means  the  item  has  been  enchanted, 
pi  us  it  functions  even  better  than  intended.  Possibilities 
include:  the  item  functions  at  a  higher  level  than  planned, 
works  more  times  per  day,  does  not  have  to  be  re- 
charged, etc. 


A  Full  Success  means  the  item  has  been  enchanted  and 
works  as  planned. 

A  Partial  Success  means  that  the  enchantment  failed  to 
take  hold,  but  the  item  and  all  materials  survived  intact 
and  can  be  used  again.  To  do  so,  the  character  must 
repeat  the  "Time  Required"  segment  of  the  procedure, 
then  roll  again  and  check  the  results. 

Failure  means  the  enchantment  did  not  take  hold  and 
the  item  and  all  materials  were  ruined.  If  the  character 
wants  to  try  again  he  must  start  from  scratch. 

A  Mishap  is  equal  to  a  critical  failure,  and  may  yield 
disastrous  consequences.  Some  of  the  worst  magical 
mishaps  have  occurred  as  a  result  of  failed  attempts  at 
Enchantment. 

T\m  &  ^D^HflDTIDQ 

U  n  I  i  ke  S  pel  I  casti  ng ,  Enchanting  does  not  need  to 
be  performed  all  at  once.  Many  enchanters  work  on 
more  than  one  item  at  a  time,  spacing  out  their  work 
over  many  months.  M  ore  than  one  enchanter  may  work 
on  an  item,  to  complete  it  more  quickly.  As  long  as  all 
the  enchanters  make  their  Enchantment  roll,  the  item 
will  be  a  success.  Regardless  of  how  many  magicians 
are  working  on  an  item,  only  24  hours  of  work  can  be 
put  into  it  in  a  single  day. 

^R^flTing  Tfwkfkp  ^rxHflmrp  hrm? 

If  desired,  any  enchanted  item  can  be  made  so 
that  it  will  be  activated  by  a  specific  circumstance,  or 
"trigger"  (for  example,  a  ring  of  levitation  might  activate 
when  the  wearer  falls  more  than  ten  feet).  Creating  an 
enchanted  item  with  a  trigger  adds  an  additional  week 
to  the  time  required. 

A  nyone  can  use  an  enchanted  item,  provided  they 
know  how  thedevicefunctions.  Some  enchanted  objects 
require  precise  command  words  or  must  be  physically 
manipulated  in  a  particular  way  in  order  to  function. 
0 thers  are  al  ways  active  (like  most  enchanted  weapons, 
protective  amulets,  etc.),  are  activated  by  touch,  or  by  a 
specific  trigger  of  some  sort. 

Magicians  can  divine  the  operation  of  an 
unfamil  iar  enchantment  by  studying  it  for  one  hour  and 
maki ng  a  successful  E  nchantment  rol I ,  usi ng  the  item's 
spell  level  as  the  Degree  of  Difficulty.  The  magician  is 
allowed  three  attempts  to  identify  a  given  item;  if  unable 
to  do  so,  the  magician  will  have  to  seek  the  help  of 
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another  spell  caster.  Optionally,  the  magician  can  wait 
until  he  has  improved  his  Enchantment  skill  by  at  least 
+1,  and  then  try  again. 

If  an  enchanted  item  must  be  aimed  to  work 
properly,  the  character  can  use  any  Ranged  Combat 
ski  1 1  or  an  appropriate  M  ode.  L  acki  ng  these,  the  character 
defaults  to  Combat  Rating  or  M  agic  Rating  and  takes  a 
subtitution  penalty  determined  by  theGM  (usually -5). 

Lirorry  on  ^D^mmw  ftxw 

The  limitations  of  modern-day  Talislantan  magic 
are  such  that  if  an  individual  attempts  to  carry  more 
than  seven  enchanted  items  on  his  or  her  person  at  a 
time,  each  will  cancel  out  the  other.  None  of  the  items 
being  carried  will  function  until  their  number  has  been 
reduced  to  seven  or  less. 

This  rule  does  not  hold  true  for  alchemical 
concoctions,  nor  does  it  apply  to  enchanted  items  of 
A  rchaen  make,  which  are  far  superior  to  their  modern 
counterparts  and  do  not  count  against  the  seven-item 
I  i  mit.  A  rchaen  artifacts  often  have  powers  and  properties 
far  beyond  the  capabi  I  i ti es  of  anythi  ng  that  can  be  made 
by  magicians  of  the  New  Age. 

^nKHflrnrp  (Lkflpony  qdv  Aridor 

Most  magical  weapons  carry  enchantments  that 
enhance  their  basic  Damage  Rating.  The  Alter  M  ode  is 
used  to  accomplish  this  effect.  Attack  spells  are 
sometimes  enchanted  into  normal  weapons,  staves,  or 
wands,  allowing  the  wielder  to  fire  the  spell  from  the 
item.  Attack  enchantments  never  add  to  the  base  damage 
of  a  weapon,  and  cannot  be  combined  with  a  normal 
attack. 

Enchanted  armors  typically  have  enhanced 
Protection  Ratings  or  carry  a  Ward  that  repels  certain 
types  of  damage,  such  as  fire,  cold,  or  Attack  spells. 

The  following  are  some  examples  of  enchanted 
items,  illustrating  the  M  ode  used  in  their  creation,  their 
Level  and  Type,  and  their  cost  in  time  and  materials. 

Item:  A  pairof  magical  boots  that  levitate  the  wearer  all 

thetime. 

M  ode:  M  ove 

Spell  Level:  6  (can  lift  up  to  150  pounds) 
Type:  Continuous 
TimeRequired:  36  weeks 


Item:  A  ring  that  lets  the  wearer  createa  small  sphereof 
light  3  times  per  day. 
M  ode:  Illusion 
Spell  Level:  4 
Type:  Limited 
TimeRequired:  8  weeks 

Item:  A  dagger  enchanted  with  magical  sharpness  (+2 

DamageRating). 

Mode:  Alter 

Spell  Level:  6 

Type:  Continuous 

TimeRequired:  36  weeks 

Item:  A  sword  whose  blade  produces  a  stream  of  magical 

flames  up  to  3  times  per  day,  and  must  be  plunged  into 

fire  to  be  recharged. 

Mode:  Attack 

Spell  Level:  8 

Type:  Limited 

TimeRequired:  12  weeks 

Item:  A  brooch  that  protects  against  scrying  when 

activated,  and  can  be  used  3  times  per  day. 

M  ode:  Conceal 

Spell  Level:  10 

Type:  Limited 

TimeRequired:  20  weeks 

ammmK  v?. 

Enchantments  can  be  truly  dispelled  only  by 
reversing  the  enchantment  process  (which  takes  half  as 
long  to  perform  as  the  original  enchantment),  or  by 
destroying  the  item.  However,  Enchantments  can  be 
temporarily  suppressed  through  the  use  of  Spell  casting. 

Counterspells  take  effect  on  enchantments  just 
as  they  do  with  normal  spells.  To  suppress  an 
enchantment,  the  level  of  the  counterspell  is  applied  as 
a  positive  modifier,  and  the  spell  level  of  the  enchanted 
item  is  used  as  the  Degree  of  Difficulty.  When  the 
duration  of  the  counterspell  ends,  the  enchantment  is 
fully  restored  with  the  same  capabilities  and  charges  it 
had  before  being  suppressed. 
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Like  Attributes,  Ski  I  Is  are  more  than  a  col  lection  of 
numbers  to  be  manipulated  and  optimized.  Skills 
are  the  most  fundamental  way  of  describing  a 
character  —  even  more  so  than  Attributes.  "Deception 
+5"  is  not  just  a  number  to  be  used  with  the  Action 
Table.  It's  an  aspect  of  the  character,  and  it  tells  a  lot 
without  ever  rolling  dice  or  assessing  modifiers. 

trill  B^rxHnxqRK? 

The  Skill  Benchmarks  section  below  is  provided 
to  help  players  and  GMs  better  understand  how  their 
character' s  ski  1 1  rati  ngs  correspond  to  moref  ami  I  iar  levels 
of  ability. 


7NLL  mnm 
o 

3 
5 
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10 
15 
20 
30 
40 


pawnor) 

Novice 

Apprentice 

Competent 

Adept 

Professional 

Expert 

M  aster 

Grandmaster 

Legendary 


For  example,  a  character  with  a +10  skill  can  be 
expected  to  know  most  things  a  professional  in  that 
fi  el  d  w oul  d  know ,  have  contacts  w  i  th  other  prof  essi  onal  s 
in  the  field,  and  be  up-to-date  on  the  latest  developments 
and  theories. 


tyvu  or  yNLL> 

A 1 1  characters  are  f  ami  I  i  ar  w  i  th  certai  n  basi  c  ski  1 1  s 
relating  to  their  respective  backgrounds.  Each  player 
shoul d  read  the  descri  pti on  of  hi s  character' s  homel and 
i  n  the T  ravel  er' s  G  ui  de  secti  on  of  thi  s  book,  to  f  ami  I  i ari ze 
himself  with  the  specific  characteristics  of  the  society 
and  culture  in  which  the  character  was  raised. 


Wandering  character  types  may  be  familiar  with 
multiple  societies,  although  their  knowledge  of  each 
will  be  limited  accordingly.  Characters  who  visit  other 
lands  in  the  course  of  play  will  learn  something  of  the 
customs  of  such  societies;  characters  who  spend 
substantial  periods  of  time  among  a  particular  foreign 
society  may  eventually  come  to  be  as  familiar  with  that 
background  as  a  native. 

Although  each  Talislantan  society  is  quite 
distinct,  there  are  certain  general  categories  into  which 
most  backgrounds  can  be  placed,  as  follows: 

DvmavK 

Individuals  of  this  background  were  raised  among 
a  nomadic  tribe  or  clan.  They  will  have  knowledge  of 
thei  r  people's  customs,  including  f  ami  I  i  ari  ty  w  i  th  tri  bal 
laws  and  beliefs.  They  will  also  be  familiar  with  the 
nomadic  lifestyle,  themigratory  habits  of  herd  animals, 
and  the  habits  of  certain  predatory  beasts  that  prey 


upon  their  animals.  M  ore  specific  knowledge  includes 
the  ability  to  pack  animals  to  distribute  weight  properly, 
and  to  find  water  or  other  useful  geographic  features. 
Some  nomadic  groups  may  be  accustomed  to  visiting 
ci  ti  es  and  vi  1 1  ages,  w  hi  I  e  others  may  avoi  d  them  enti  rely . 
In  any  case,  nomads  tend  to  find  cities  too  confining 
and  village  life  too  sedentary  for  their  tastes.  City  and 
village  dwellers  often  regard  individuals  of  this 
background  as  barbarians. 

Rural 

Individuals  of  this  background  were  raised  in  a 
smal  I  vi  1 1  age  or  other  rel  ati  vely  undevel  oped  settl  ement. 
They  wi  1 1  have  knowledge  of  the  customs  of  thei  r  native 
people,  including  familiarity  with  local  laws,  traditions, 
and  the  village's  main  source  or  sources  of  livelihood 
(agriculture,  fishing,  mining,  warfare,  etc.).  More  specific 
knowledge  includes  the  ability  to  approach  the  proper 
individuals  for  shelter,  aid,  and  guidance  and  to  follow 
proper  manners  of  speech  and  action.  Outsiders  tend  to 
stand  out  i  n  close-knit  communities  of  this  sort,  where, 
for  the  most  part,  everyone  knows  each  other. 

Crbad 

Individuals  of  this  background  were  raised  in  a 
city  or  other  relatively  large  and  civilized  settlement. 
They  will  have  knowledge  of  the  customs,  laws,  and 
mores  of  their  particular  city,  and  will  understand  the 
concepts  of  division  of  labor,  monetary  exchange,  and 
taxation.  M  ore  specific  knowledge  includes  the  ability 
to  navigate  city  streets,  identify  figures  of  authority, 
find  or  avoid  shadier  parts  of  town,  and  follow  public 
ordinances.  Individuals  who  do  not  hail  from  this 
background  can  become  lost  or  disoriented  in  any  large 
or  unfamiliar  city.  Conversely,  city-dwellers  are  often 
woefully  unsuited  to  survival  in  uncivilized  locales. 

Individuals  of  this  background  will  have  either 
fled  or  been  driven  from  their  native  lands  as  outcasts, 
escaped  slaves,  or  refugees,  or  will  have  decided  to 
emigrate  and  travel  in  order  to  find  employment, 
adventure,  and  so  forth.  They  generally  have  some 
knowledge  of  their  native  society  and  other 
backgrounds,  depending  on  their  particular  situation. 
M  ore  specif i c  knowledge  includes  the  ability  to  remai n 
fairly  inconspicuous  when  entering  anew  area,  identify 
potential  sources  of  temporary  work  or  financial 
opportunities,  and  avoid  conflicts  with  unfamiliar  laws 
and  customs.  Individuals  of  this  background  are  often 
treated  with  mistrust  and  suspicion. 


TOIDIDOD  TRILL? 


Unless  otherwise  noted: 
Training  Period:  fiveweeks. 

BflRTTR 

Trading  goods  and  services  without  recourse  to 
standard  currency. 

Attribute  Modifier:  CH  A 

^LiiDBing 

Basic  ability  to  climb  rocks,  walls,  trees,  ladders, 
ropes,  etc.  The  avail  ability  of  hand-holds,  the  condition 
of  the  surface  or  obj  ect  bei  ng  seal  ed,  and  si  mi  I  ar  factors 
can  al  I  conti  bute  to  the  D  egree  of  D  iff  i  cul  ty  for  thi  s  ski  1 1 
(GM 's  ruling). 

Attribute  Modifier:  DEX. 

A  bility  to  operate  a  single  type  of  simple  land  or 
waterborne  conveyance,  such  as  a  cart,  wagon,  raft, 
and  so  forth.  This  ability  does  not  include  navigation 
skills  or  other  detailed  knowledge,  which  is  covered 
under  Pilot. 

Attribute  Modifier:  DEX. 

The  ability  to  prepare  food  in  such  a  way  as  to 
ensure  that  it  will  be  edible  and  reasonably  tasty. 
Attribute  Modifier:  PER. 

Knowledge  of  proper  protocol  and  custom  for 
specific  situations  within  a  given  culture.  Characters 
may  use  their  Etiquette  skill  ratherthantheirCHA  rating 
when  rol  I  i  ng  for  reaction  from  those  of  si  mi  lar  cultures. 

Training  Period:  50  weeks. 

AttributeM  odifier:  CHA. 

Indicates  familiarity  with  a  type  of  fashion, 
including  the  knowledge  of  how  to  dress  in  order  to 
simulate  a  particular  "look"  or  social  position  (bohemian, 
working  class,  middle  class,  affluent,  aristocratic,  etc.). 
Individuals  with  this  skill  keep  up  with  the  latest  trends 
and  styles  in  a  given  culture,  and  are  aware  of  what  is 
and  is  not  currently  in  vogue.  Characters  can  use  their 
Fashion  skill  rather  than  their  CHA  rating  when  rolling 
for  reaction  from  those  of  si  mi  lar  cultures. 

AttributeM  odifier:  CHA. 


Technically  a  "dead"  language,  the  complex 
Phaedran  tongue  is  primarily  employed  in  its  written 
form  only.  It  is  still  in  wide  use  among  western  scholars, 
who  value  tradition  above  practicality. 

Quad 

Stolen  in  large  part  from  the  ancient  M  azdak 
tongue,  Quan  is  still  the  official  language  of  theKang 
Empire.  The  subject  peoples  of  the  empire  each  have 
their  own  individual  dialects,  which  are  more  or  less 
compati  bl  e  w  i  th  one  another.  I  ts  w  ri  tten  f  orm  i  s  empl  oyed 
exclusively  by  eastern  scholars,  including  the 
Chroniclers  of  Xanadas. 


7mn 


A  "universal"  language  of  hand  gestures  is 
employed  by  most  of  the  primitive  tribes  of  Talislanta, 
and  certai  n  others  as  wel  I .  I  nd i  vi  d ual  s  w  ho  are  prof  i  ci  ent 
in  Sign  can  communicatewith  most  sign-using  peoples, 
though  the  variations  used  by  some  races  can  be  more 
difficult  to  read  unless  one  has  specific  knowledge  of 
thosecultures  (-1  to  -10  difficulty). 

Romantic  language  of  theThaecians,  this  elegant 
tongue  is  much  favored  by  poets,  writers,  and  musicians. 
TheThaecians  employ  it  as  an  adjunct  to  High  Talisl  an, 
which  is  spoken  as  their  common  tongue. 


Racial  Tonw? 

TheTalislantan  races  that  are  known  to  have  their 
own  distinct  languages  include:  the  Ahazu,  Gryphs 
(Avian),  I  mrians  (Piscine),  M  oorg-Wan,  M  uses(Sylvan), 
Saurans,  and  Sun-Ra-San.  Several  of  these  racial  tongues 
have  been  adopted  by  other  groups;  the  Araq  for 
example,  speak  a  variation  of  the  Sauran  tongue.  The 
"Secret  Language"  of  plants  is  the  native  language  of 
the  Green  Men  and  Verdi  r. 

RflJflDID 

A  harsh  tongue  derived  from  the  ancient  language 
of  theTorquarans,  Rajanin  is  employed  primarily  by  the 
various  tribes  inhabiting  Rajanistan.  A  maddeningly 
complex  written  form  of  Rajanin  was  later  developed  by 
the  Rajans. 

The  multi-layered  language  of  the  wandering 
Sarista  peoples,  Sarisa  is  rich  in  colorful  adjectives, 
especially  those  of  a  disparaging  nature.  By  means  of 
various  slight  gestures  and  signals,  it  is  possible  to 
convey  secret  meanings,  such  as:  "Believe  nothing  of 
what  this  one  says,"  "We  must  speak  privately,"  and  so 
forth.  No  Sarista  would  ever  teach  the  hidden  meaning 
of  this  tongue  to  an  outsider. 

This  tongue  is  employed,  with  slight  variations, 
by  the  f  ol  k  of  0  ceanus,  the  Sea  R  ogues  of  G  ao-D  i  n,  and 
the  M  angar  corsair  clans. 


XfllDBRIflD 

An  ancient  variant  of  the  Archaen  tongue, 
Xambrian  is  used  only  among  Xambri an  wizard  hunters 
when  conversing  among  themselves.  Xambrian  is 
considered  a  "dead"  language  by  mostTalislantans,  as 
both  its  spoken  and  written  forms  all  but  disappeared 
from  the  continent  long  ago.  Xambrians  have  been 
known  to  take  offense  at  such  remarks. 

TOlDBflT  TRILL? 

ATRIAL  ^OlDBflT 

Ability  to  fight  while  airborne,  a  skill  learned  by 
avian  folk  such  as  Gryphs,  Blue  Aeriad,  and  Stryx. 
Characters  using  aerial  combat  may  make  charging 
attacks,  adding  their  STR  and  SPD  as  modifiers  to 
Damage  Rating.  They  may,  alternatively,  make  diving 
attacks,  al  I  ow  i  ng  them  to  make  one  attack  and  one  evade 
maneuver  in  the  same  round,  without  penalty.  Evade 
maneuvers  are  performed,  when  airborne,  at  the  level  of 
Aerial  Combat. 

Training  period:  20  weeks. 

AttributeM  odifier:  CombatRating. 

flRIIDnT  ftn>IFT-Fl<3HTID<3 

Proficiency  in  the  Arimite  style  of  combat,  using 
one  or  more  throwing  knives.  Techniques  include  knife- 
throwing,  double  knife-throw  (roll  for  each  knife  with 
no  penalty  for  double  attacks),  and  throat-slitting 
(effective  only  from  behind  versus  an  unwary  opponent 
at  double  Damage  Rating). 

Training  Period:  20  weeks. 

AttributeM  odifier:  CombatRating. 


0RTILIXRI5T 

Proficiency  in  one  specific  type  of  siege  weapon, 
such  as  ship's  hurlants,  catapults,  ballistae,  orspringals. 
I  ncl  udes  the  abi  I  i  ti  es  to  target,  f  i  re,  and  I  oad  the  weapon, 
and  to  accurately  judge  distances. 

Training  Period:  ten  weeks. 

Attribute  Modifier:  DEX. 

Ability  to  plan  and  effectively  execute  an 
assassination.  Characters  with  this  skill  may  study  a 
target's  habits,  schedule,  and  associates;  locate  suitable 
ambush  spots;  and  prepare  escape  routes  and  safe 
houses.  Assassins  may  add  their  skill  rating  to  damage 
when  making  undefended  attacks. 

Training  Period:  50  weeks. 

AttributeM  odifier:  INT. 

Proficiency  in  an  unsophisticated  form  of  hand- 
to-hand  combat.  Brawling  is  typically  used  for  Close 
Attacks  and  Grappling,  although  characters  can  also 
use  it  to  employ  make-shift  weapons,  such  as  broken 
bottles  orfurniture,  or  to  use  such  "dirty  tricks"  as  eye- 
gouging  and  biting.  The  Damage  Rating  and  Action 
Table  penalty  for  such  weapons  and  tactics  is  at  the 
discretion  of  theGM  .  I ndividuals can  also  useBrawling 
to  attack  with  natural  weaponry,  such  as  claws  or  tails. 

Training  Period:  ten  weeks. 

AttributeM  odifier:  CombatRating. 

Ability  to  organize,  coordinate,  and  direct  groups 
of  trained  combatants.  Individuals  with  this  skill  can 
personally  command  up  to  10  combatants  or  one  lower- 
level  sub-commander  per  level  of  ability.  Each  sub- 
commander  can  in  turn  direct  10  combatants  or  one 
subordinate  per  level,  thereby  establishing  a  hierarchy 
of  command. 

Training  Period:  20  weeks. 

AttributeM  odifier:  CHA. 

Ability  to  avoid  being  struck  by  an  attack,  such 
as  a  blow  from  a  hand-held  weapon,  an  arrow,  or  a  magical 
bolt. 

Training  Period:  fiveweeks. 
Attribute  Modifier:  DEX. 


QtJflRP 

Ability  to  serve  as  a  sentinel,  watchman,  or 
bodyguard.  The  Guard  skill  isused  in  placeof  PER  for 
rolls  to  detect  intruders  and  potential  threats.  It  also 
includes  knowledge  such  as  how  to  patrol  and  stand 
watch  effectively  and  how  to  challenge  and  evaluate 
strangers.  Characters  trained  in  this  skill  have  some 
ability  to  physically  defend  others;  they  can  parry  (at 
Guard  skill  level)  a  blow  intended  for  an  ally  standing 
next  to  them. 

Training  Period:  20  weeks. 

AttributeM  odifier:  PER. 

KflDQUflD 

Proficiency  in  the  vicious  Kang  style  of 
weaponless  combat.  All  Kang  are  taught  this  ability 
from  their  first  days  of  sentience.  Basic  moves  include 
claw  strike,  snap  kick,  double  leaping-kick  (employed 
versus  two  opponents  at  close  range,  with  no  penalty 
fortwo  attacks),  head-butt,  throw,  and  variousdisabling 
blows.  Kanquan  emphasizes  offense  and  attack  at  the 
expense  of  defense,  achieving  lethal  results.  A  Kanquan 
stylist  inflicts  a  Damage  Rating  of  4  while  unarmed 
(+STR).  Targets  struck  with  asuccessful  Kanquan  attack 
mustmakeaCON  roll  (minustheattacker'sSTR)  or  be 
stunned  for  3  rounds.  Stunned  characters  act  with  a  -3 
penalty  to  all  skill  rolls.  While  utilizing  Kanquan, 
characters  receive  a  +2  modifier  to  all  attacks;  however, 
they  receive  a -2  modifier  to  all  defensive  maneuvers. 

Training  Period:  50  weeks. 

AttributeM  odifier:  CombatRating. 

IDflDPflQUflD 

Proficiency  in  the  M  andalan  art  of  weaponless, 
def ensi ve  combat.  T he  basi c  pri nci pi e  of  M  andaquan  i s 
passive  resistance— in  effect  turning  an  opponent's 
offensive  energy  back  upon  him  and  avoiding  harm  by 
dodging  or  eluding  attacks.  M  andaquan  cannot  be  used 
offensively.  Successful  use  of  M  andaquan  allows  the 
stylist  to  avoid  an  attack  whiledisarming,  throwing,  or 
grappling  the  attacker.  M  andaquan  skill  rating  may  be 
substituted  for  STR  while  in  grappling  combat. 
M andaquan  may  be  used  in  place  of  Evade,  at  no 
penalty.  M  andaquan  always  inflicts  Subdual  Damage, 
rather  than  normal,  lethal  damage. 

Training  Period:  50  weeks. 

Attribute  Modifier:  DEX. 

IDOUDTTP  ^Or»BflT 

A  bi  I  ity  to  fight  from  the  back  of  a  steed  or  mount 
without  penalty.  M  ounted  Combat  enables  a  character 


to  direct  a  mount  to  take  action  in  combat  without 
incurring  a  multiple  action  penalty  to  the  character's 
own  actions.  Steeds  can  be  directed  to  move  at  their 
normal  SPD  or  to  attack  or  evade  attacks  at  thei  r  A  bi  I  ity 
Level.  Characters  can,  alternatively,  engage  in  a  charging 
attack,  adding  the  mount's  STR  and  SPD  as  damage 
modifiers  in  pi  ace  of  the  character's  own  STR.  Riding  is 
a  prerequisite  for  M  ounted  Combat,  but  the  M  ounted 
Combat  skill  rating  may  be  substituted  for  Ride  at  no 
penalty. 

Training  Period:  20  weeks. 
AttributeM  odifier:  CombatRating. 

JttKLV 

Ability  to  use  a  shield  in  combat.  In  addition  to 
the  general  benefits  for  using  a  shield  (as  described  in 
the  chapter  on  Combat),  the  Shield  skill  can  be  used  to 
parry  blows,  including  missileweapons.  Add  theShield 
Skill  Rating  to  the  usual  bonus  of  +3  applied  to  shield- 
parri  es  for  thi  s  maneuver.  C  haracters  trai  ned  i  n  thi  s  ski  1 1 
can  defend  others  by  parrying  a  blow  intended  for  an 
ally  standing  behind  or  directly  next  to  them. 

Training  Period:  ten  weeks. 

AttributeM  odifier:  CombatRating. 

ycuoRpyrpflnyHip 

This  swashbuckling  style  of  swordsmanship  was 
first  made  popular  by  the  ancient  Phaedrans  and  later 
adopted  by  the  Zandir  and  Gao.  This  skill  places  a 
premium  on  flamboyant  attacks,  flourishes,  and  acrobatic 
maneuvers,  utilizing  paired  weapons  such  as  a  saber 
and  dagger.  While  armed  with  two  weapons,  the 
Swordsman  can  attack  and  parry  in  the  same  round  at 
no  penalty. 

Training  Period:  50  weeks. 

AttributeM  odifier:  CombatRating. 

Training  in  formal  military  strategy  and  tactics. 
Includes  the  abilities  to  follow  orders  effectively, 
evaluate  combat  situations  to  determine  appropriate 
tactics,  and  identify  and  compensate  for  the  tactics  of 
opponents.  A  successful  attempt  to  identify  opponents' 
tactics  will  allow  the  player  to  declare  her  own  intent  for 
a  round  after  the  GM  informs  the  player  of  enemies' 
combat  plans.  A  successful  attempt  to  determine 
appropriate  tactics  will  result  in  a  +3  modifier  to  the 
character' s  actions  for  the  round.  F  ai  I  ures  at  either  type 
of  attempt  results  i  n  the  opposite  effect.  U  se  the  enemy' s 
Tactics  skill  or  INT  as  the  Degree  of  Difficulty;  for 
groups,  use  the  Tactics  ski  1 1  or  INT  of  the  commander. 
Training  Period:  20  weeks. 
AttributeM  odifier:  INT. 


TflZlflD  ^OlDBflT 

Proficiency  in  the  Thrall  art  of  hand-to-hand 
combat,  a  complex  mixture  of  fighting  styles  utilizing 
the  garde,  a  type  of  parry /attack  armor  that  extends  from 
shoulder  to  wrist.  Basic  maneuvers  include  parries, 
attacks,  and  grappling,  as  well  as  the  body  slam. 
Successful  attacks  with  the  latter  maneuver  require  a 
victim  to  succeed  in  a  CON  roll  against  the  attacker's 
STR  or  be  stunned,  suffering  a -3  penalty  to  all  actions 
for  three  rounds.  Characters  using  the  body  slam 
maneuver  may  not  dodge  or  parry  that  round.  Only 
characters  skilled  in  Tazian  Combat  can  use  garde 
effectively  as  armor.  In  addition,  a  successful  parry  roll 
w  i  th  th i  s  sk i  1 1 ,  w  h  i  I  e  w eari  n g  g arde,  d  i  sarms  the  attac ker. 
Individuals  with  a  STR  rating  lower  than  +3  and  a  body 
weight  less  than  150  pounds  cannot  learn  this  skill. 

Training  Period:  20  weeks. 

AttributeM  odifier:  CombatRating. 

(tkflpon 

Proficiency  with  any  single  type  of  weapon  (see 
Chapter  7  for  a  list  of  weapons;  archetype  descriptions 
include  speci  f  i  c  weapons  i  n  thei  r  ski  1 1 1  i  sts) .  C  haracters 
may  use  similar  weapons  at  minimal  or  no  penalty,  as 
determined  by  the  GM  .  Weapon  skills  may  be  used  for 
both  attack  and  defense. 

Training  Period:  ten  weeksfor  additional  weapons 
or  50  weeks  for  the  f  i  rst  weapon. 

AttributeM  odifier:  CombatRating. 

Ability  to  perform  most  types  of  acrobatic 
maneuvers,  including  tight-rope  walking,  tumbling, 
leaping,  vaulting,  juggling,  break-falling  (falling  up  to 
20  feet  without  taki  ng  damage),  and  scaling  walls.  Group 
actions  include  pyramids,  flinging  other  acrobats  (or 
non-acrobats)  into  the  air,  and  interactive  juggling. 

Training  Period:  50  weeks. 

Attribute M  odifier:  DEX. 

£KTID<3 

Individuals  with  this  talent  will  be  able  to  perform 
any  of  the  skills  normally  associated  with  thespians, 
such  as  engaging  an  audience's  attention,  memorizing 
lines  of  dialogue,  conveying  a  range  of  emotions, 
impersonating  or  parodying  other  individuals  or 
character  types,  and  so  on.  Acting  is  perhaps  one  of  the 
most  difficult  skills  practiced  in  Talislanta,  requiring 
slavish  rehearsals  and  training  sessions  in  the  tutelage 
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of  the  most  demanding  and  temperamental  masters  of 
the  art. 

Training  Period:  100  weeks. 

Attribute  Modifier:  CHA 

Art 

In  Talislanta,  visual  art  is  considered  one  of  the 
performing  arts.  This  skill  represents  the  ability  to 
produce  aesthetic  creations  of  a  visual  nature,  such  as 
paintings,  tapestries,  mosaics,  sculptures,  and  magical 
arts  such  as  i  1 1  usory  panoramas  ( requi  res  a  combi  nati  on 
of  Magic  and  Art  skills).  Characters  with  this  skill  will 
also  be  able  to  evaluate  and  appraise  the  work  of  other 
artists  and  may  be  able  to  apply  their  talents  to  more 
practical  crafts. 

Training  Period:  50  weeks. 

Attribute  Modifier:  PER. 

Ability  to  perform  popular,  expressive  or  ritual 
dances.  Popular  Talislantan  dances  include  the  light- 
hearted  caperetto,  the  romantic  avante,  and  the  formal 
sauntre.  Expressive  dances  i  ncl  ude  the  seductive  D  ance 
of  the  D  iaphanous  Veils  (Batrean),  the  Dance  of  Subtle 
Passions  (Mandalan),  and  the  Dance  of  the  Rainbow 
Plumes  (Sawila).  M  any  cults  and  religions  have  their 
own  ritual  dances,  such  as  the  Ritual  of  Spirit  Calling 
(Chana  Witchfolk),  the  Dance  of  Death  (Rajan 
necromancers),  theCelebration  of  Terra  (Gnomekin),  and 
the  Kang  Sword  Dance,  and  to  name  but  a  few. 

Training  Period:  ten  weeks. 

Attribute  Modifier:  D  EX. 

L^RD^IDfllD 

Ability  to  perform  various  tricks  and  sleights  of 
hand,  including  card  tricks,  palming  (concealing  small 
objects  in  the  hand),  passing  or  switching  small  objects 
without  being  detected,  ventriloquism,  and  so  on. 
Individuals  with  this  talent  can  employ  it  to  cheat  or 
"fix"  games  of  chance  or  to  detect  cheaters.  Legerdemain 
is  also  described  under  Thieving  Skills. 
Training  Period:  ten  weeks. 
A ttribute M odifier:  DEX. 

A  bi I  ity  to  play  one  of  the  vari ous  types  of  musi cal 
instruments  found  in  Talislanta,  such  as  the  gossamer 
harp,  glass  flute,  tambour,  gongs,  water  chimes,  and  so 
on. 

Training  Period:  50  weeks. 
Attribute  Modifier:  DEX. 


Oratory 

Ability  to  engage  the  attention  of  an  audience, 
small  or  large,  and  to  effect  a  desired  response  among 
listeners,  such  as  sympathy,  antipathy,  or  fascination. 
An  orator  can  use  his  or  her  skills  to  incite  a  crowd  to 
action,  calm  a  hostile  mob,  create  a  diversion,  and  so 
on.  Failure  means  the  crowd  pays  little  heed  to  the 
speaker;  a  result  of  mishap  could  mean  the  crowd 
becomes  angry  or  even  violent  towards  the  speaker. 
TheGM  will  apply  adegreeof  difficulty  to  theroll  equal 
to  the  crowd's  receptiveness  to  the  orator's  ideas. 

Training  Period:  ten  weeks. 

Attribute M  odifier:  CHA. 

Ability  to  effect  emotional  responses  by  the  use 
of  song.  Possi  bl  e  uses  i  ncl  ude  the  f  urtheri  ng  of  romanti  c 
interests,  diversion,  singing  to  earn  a  meal  or  a  place  to 
sleep,  stirring  interest  in  a  cause  of  some  sort,  and  so 
on.Training  Period:  ten  weeks. 

Attribute M  odifier:  CHA. 

Unless  otherwise  noted: 
Training  Period:  30  weeks. 
AttributeM  odifier:  INT. 

flnflLYyiy 

Ability  to  use  logic  to  assimilate  evidence  and 
form  an  accurate  conclusion.  Includes  training  in  basic 
forensic  and  alchemical  methods.  The  GM  determines 
what  information  is  uncovered  according  to  the  line  of 
reasoning  and  investigative  techniques  employed. 

flDTIQUflRlflD 

Skilled  at  identifying,  appraising,  and  dating 
ancient  artifacts.  Note  that  an  artifact  must  be  at  least 
one  hundred  years  old  to  qualify  as  an  antique  by 
T  al  i  si  an  tan  stand  ard  s.  C  u  I  tu  res  of  i  nterest  to  an  ti  q  u  ari  es, 
listed  in  descending  order  of  estimated  rarity  and  value, 
are  as  follows: 


TimeBeforeTime(Khazad) 
Early  Forgotten  Age  (Torquaran,  Xambria,  Zaran) 
Late  Forgotten  Age  (Elande,  Phandril,  Pompados, 
Sharna) 

Early  New  Age(Phaedran,  Hadjin) 


CHAPTER  FOUR:  SKILLS 


K  now  I  edge  of  Tal  i  si  antan  myths,  f  ol  k  bel  i  ef  s,  and 
legends,  particularly  those  steeped  in  magical  lore. 
Individuals  skilled  inthisfield  will  be  able  to  decipher 
runes  and  magical  scripts,  identify  and  appraise  magical 
artifacts,  determine  the  authenticity  of  magical  tomes 
and  scrolls,  and  so  on. 

fl?TROLO<3Y 

By  studying  the  configurations  of  the  suns, 
moons,  and  stars,  practiti  oners  of  thi  s  ski  1 1  can  determi  ne 
if  the  signs  are  well- aspected  (favorable)  orill-aspected 
(unfavorable),  and  may  thus  be  able  to  divine  the 
outcome  of  future  events.  A  n  astrologer  can  make  one 
divination  per  night,  modified  by  the  difficulty  of  the 
divination  attempted. 

Certain  of  the  more  advanced  seafaring  and  air- 
sailing  races  practice  this  form  of  meteorology. 
Astromancers  can  predict  changes  in  the  weather  and 
choose  the  most  favorable  route  for  navigation. 

^flRTOQRflPHY 

Cartographers  are  able  to  read  and  make  accurate 
maps  of  almost  any  type  of  terrain.  The  amount  of 
unfamiliar  terrain  that  can  be  mapped  in  a  day  is 
equivalent  to  the  distance  the  cartographer  can  cover 
during  that  period,  based  on  the  mode  of  travel  employed 
(on  foot,  steed,  sea  vessel,  windship,  etc.). 

Knowledge  of  the  diverse  races  of  modern-day 
Talislanta,  including  their  habits,  traditions,  laws,  and 
mores.  The  scholar  will  be  aware  of  what  constitutes 
proper  and  improper  behavior  in  foreign  lands,  among 
pri  mi ti  ve  tri  bes,  and  so  forth.  Theability  to  identify  tool s, 
weapons,  and  implements  associated  with  other  peoples 
is  also  acquired. 

Training  Period:  100  weeks. 

^RYPTOqRflPHY 

The  ability  to  decipher  cryptograms,  codes,  and 
secret  languages,  and  to  write  in  code.  Each  text  that  a 
cryptographer  attempts  to  decipher  is  given  a  difficulty 
rating,  usually  equal  to  the  encoder's  level  of 
cryptography.  Decoding  a  text  requires  one  hour  per 
level  of  the  text's  difficulty. 


PorrRirxy 

Study  of  one  particular  religion  or  philosophy. 
Knowledge  of  a  doctrine  includes  the  ability  to  recite 
passages  of  important  texts  or  orations,  explain  critical 
teachings,  describe  underlying  symbolism,  identify 
relevant  artifacts,  cite  historical  examples,  and  so  forth. 
Few  Talislantans  learn  multiple  doctrines  with  any 
degree  of  depth. 

K  no w  I  edge  of  the  f  i  ner  poi  nts  of  protocol ,  oratory, 
and  negotiation.  Individuals  with  this  talent  may  seek 
positions  as  ambassadors,  mercantile  representatives, 
public  officials,  and  so  forth. 

AtthbuteM  odifier:  CHA. 

^nqm^R 

A  bi  lity  to  design  and  oversee  construction  of  one 
or  more  of  the  following:  fortifications,  roadways, 
bridges,  cities,  settlements,  siege  engines,  mines,  and 
excavations,  and  other  complicated  construction 
projects.  Engineers  are  able  to  draft  and  appraise  plans 
and  schematics  for  such  projects,  determine  the 
suitability  of  proposed  construction  sites,  and  spot 
potential  structural  weaknesses  and  strong  points. 

QTOQRflPHY 

Knowledge  of  the  continent  of  Talislanta, 
including  its  resources,  topographical  features,  and 
climatic  conditions.  The  scholar  will  know  where,  in  any 
given  region,  deposits  of  precious  stones  or  metals  are 
most  likely  to  be  found  and  where  conditions  may 
i  nd i cate  the  I  i  kel  i  hood  of  danger  f  rom  f  I  oods,  rock-sl  i  des, 
avalanches,  and  seismic  or  volcanic  activity.  Thescholar 
can  gain  familiarity  with  one  geographical  region  per 
level  of  ability. 

History 

Knowledge  of  the  notable  figures,  events,  and 
cultures  of  ancient  times.  A  historian  will  be  familiar 
with  written  works  pertaining  to  such  subjects,  including 
legends,  and  will  be  able  to  identify,  authenticate,  and 
date  ancient  ruins,  writings,  and  relics. 

The  study  of  languages.  An  individual  who 
studies  linguistics  will  be  able  to  learn  how  to  speak, 
read,  and  write  one  new  language  at  a  rati  ng  of "  F I  uent" 
per  level,  including  any  ancient  or  "dead"  language; 
alternatively,  a  language  already  rated  at  Fluent  can  be 


improved  to  a  rating  of  "Native.  Linguists  can  also 
identify  languages  that  they  do  not  know,  at  a  penalty 
based  on  the  unknown  language's  degree  of  difficulty 
(age,  obscurity,  complexity,  etc.).  Scholarswith  thisskill 
may  seek  employment  as  translators. 
Training  Period:  50  weeks. 

LlTIWOR 

K  nowledge  of  the  laws  and  customs  of  at  least 
one  land,  and  skill  at  representing  individuals  accused 
of  criminal  wrongdoing.  Litigators  may  wield  little 
influence  or  may  not  even  be  available  in  lands  where 
totalitarian  governments  are  in  power. 

DkPITflTIOD 

A  bility  to  reach  a  state  of  calm  reflection  though 
the  use  of  controlled  breathing,  posture,  and  mental 
imagery.  A  character  may  meditate  in  lieu  of  normal  sleep 
withasuccessfull  meditation  skill  roll.  While  meditating, 
a  character  is  awareof  her  surroundings  but  distractions 
and  external  stimulus  can  makemeditationmoredifficult 
(theGM  will  assign  a  difficulty  modifierto  themeditation 
skill  roll  based  on  the  severity  of  the  distractions). 
M  agicians  who  study  the  order  of  M  ysticism  use  this 
skill  to  calm  themselves  before  castingaspell  (seeM  agic 
chapter  for  details). 

Attribute  Modifier:  WIL 

DffYumuyw 

Ability  to  identify  and  catalogue  all  species  of 
animals  native  to  the  continent  and  to  breed  animals  in 
captivity.  With  a  critical  success,  a  naturalist  may  be 
able  to  cross-breed  different  species  in  the  hope  of 
creating  a  hybrid.  The  GM  should  assign  a  difficulty 
modifier  to  this  roll,  dependi  ng  on  how  di  ff  erent  the  two 
species  are. 

TRIlJflRlflD 

Only  Sindarans can  train  in  thisskill,  which  allows 
practitioners  to  participate  in  the  complex  game  of  this 
name.  Sindarans  consider  their  ability  in  Trivarian  to  be 
a  reflection  of  their  intellectual  development.  The  most 
ski  1 1  ed  T  ri  vari  an  pi  ay ers  are  accorded  posi  ti  ons  of  g reat 
authority  in  Sindar. 


Unless  otherwise  noted: 
Training  Period:  ten  weeks. 

Ability  to  influence  by  promises  of  wealth. 
AttributeM  odifier:  CHA. 

A  bility  to  influence  by  threats  or  violent  actions. 
Attribute  Modifier:  STR. 

Ability  to  deceive  other  individuals  without 
arousing  their  suspicion  and  to  win  their  trust  by 
deceitful  means.  Includes  the  use  of  various  scams, 
rigged  games,  and  the  like.  Also  includes  the  ability  to 
disguiseone's  appearance,  background,  profession,  and 
so  forth. 

Training  Period:  20  weeks. 

AttributeM  odifier:  CHA. 

Proficiency  in  the  time-honored  art  of  acquiring 
information  by  covert  means.  The  Espionage  skill  is 
used  in  place  of  PER  for  rolls  to  identify  important 
documents,  listen  in  on  the  conversations  of  others, 
locate  hidden  safes  and  compartments,  detect 
approaching  guards,  and  so  forth.  This  skill  is  often 
used  in  conjunction  with  Stealth  and  Deception. 

Training  Period:  20  weeks. 

AttributeM  odifier:  PER. 

FORQ^RY 

Ability  to  duplicate  written  documents,  seals, 
signatures,  and  so  forth.  Also  includes  the  ability  to 
create  counterfeit  replicas  of  coins,  cut  stones,  or  other 
valuables,  which  are  practically  indistinguishable  from 
the  genuine  articles. 

Training  Period:  20  weeks. 

AttributeM  odifier:  DEX. 

QflI7)BLinq 

Familiarity  with  any  of  a  variety  of  games 
i  nvol  vi  ng  ski  1 1  and  chance,  i  ncl  udi  ng  the  abi  I  i  ty  to  detect 
or  engage  in  illicit  methods  of  determining  the  outcome 
of  such  contests. 

AttributeM  odifier:  INT. 


) 

InTTRRoqflTT 

Ability  to  acquire  information  by  psychological 
intimidation  or  by  more  subtle  verbal  methods. 
AttributeM  odifier:  INT. 


L^rp^idaid 

Ability  to  perform  various  tricks  and  sleights  of 
hand,  including  picking  pockets,  cutting  purses,  and 
swiping  small  objects.  Additional  applications  of  this 
ski  1 1  are  descri  bed  under  Perf  ormi  ng  S  ki  1 1  s. 

Training  Period:  ten  weeks. 

Attribute M  odifier:  DEX. 

Ability  to  eavesdrop  by  watching  a  speaker's  lips 
and  reading  what  he  or  she  is  saying.  The  practical 
range  of  this  ability  may  be  enhanced  by  the  use  of  a 
spygl  ass  or  other  opti  cal  devi ce.  T  he  I  i  p-reader  must  be 
familiar  with  the  language  being  spoken. 

AttributeM  odifier:  PER. 

Ability  to  foil  locks,  typically  with  the  use  of 
thieves'  tools.  Characters  may  spend  more  than  one 
round  attempting  to  open  a  particular  lock;  for  each 
additional  minute  (specified  in  advance),  add  a  +1 
modif i er  (up  to  a  maxi  mum  of  +10) .  C haracters can  attempt 
to  open  a  lock  that  they  have  previously  failed  to  open, 
with  a -5  modifierforeach  previous  failed  attempt.  This 
skill  may  also  be  used  to  design  and  install  lock 
mechanisms,  although  the  Artificer  skill  is  required  to 
construct  such  mechanisms. 

Training  period:  20  weeks. 

Attribute  Modifier:  DEX. 

Thi  s  is  the  abi  I  ity  to  disable  or  d estroy  m ost  ty pes 
of  mechanisms,  conveyances,  and  structures  by  covert 
means.  Whilesimply  breaking  an  item  requires  no  special 
ability,  doing  so  quickly  and/or  quietly  or  in  such  a  way 
as  to  make  the  item  still  appear  to  befunctional  requires 
a  roll  against  this  skill. 

Training  Period:  20  weeks. 

AttributeM  odifier:  INT. 

Ability  to  influence  by  charm,  suggestion  and 
sex  appeal . 

AttributeM  odifier:  CHA. 


yiTflLTrt 

The  ability  to  move  silently,  hidein  shadows,  and 
otherwise  avoid  detection.  Stealth  is  also  described 
under  W  i  I  derness  S  ki  1 1  s.  N  ote  that  usi  ng  thi  s  ski  1 1  i  n  an 
unfamiliar  environment  may  entail  a  penalty  of  -1  to  -10, 
based  on  the  Degree  Difficulty  involved  (GM 's  ruling). 

Training  Period:  ten  weeks. 

Attribute  Modifier:  DEX. 

^TR^TOH^T 

Knowledge  of  the  typical  scams  and  cons  run  by 
the  least  reputable  members  of  a  city's  population,  such 
as  beggars,  pickpockets,  gamblers,  charlatans,  peddlers, 
and  so  forth.  I  ndi  viduals  withoutthis  ski  1 1  areconsidered 
to  be  "marks,"  or  fair  game  for  any  likely  scam,  by 
disreputable  city  dwellers. 

AttributeM  odifier:  INT. 

Torture 

Ability  to  acquire  information  by  unsubtle, 
physical  methods.  Failure  can  result  in  accidental  death 
of  individual  being  tortured. 

Training  Period:  20  weeks. 

Attribute  Modifier:  DEX. 

Trap? 

Ability  to  detect,  disarm,  and  set  traps.  The 
difficulty  rating  of  the  trap  is  usually  equal  to  its  maker's 
skill  level.  Traps  is  also  described  under  Wilderness 
Skills. 

Training  Period:  ten  weeks. 
AttributeM  odifier:  PER. 

(JnrxRoioRLP 

Intimate  knowledge  of  the  customs  peculiar  to 
criminal  groups  or  organizations,  such  as  thieves, 
assassins,  smugglers,  and  so  forth. 

AttributeM  odifier:  INT. 

Unless  otherwise  noted: 
Training  Period:  ten  weeks. 

flprpiDirmflTOR 

Ability  to  command  subordinates  and  oversee  all 
detai  I  s  cruci  al  to  the  operati  on  of  a  busi  ness,  government 
agency,  or  similar  activity. 

AttributeM  odifier:  CHA. 
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flQRKULTUrK 


Skilled  at  planting,  producing,  and  harvesting  one 
or  more  of  the  following  crops:  viridia,  subterranean 
crystals,  mushrooms  or  other  fungi,  Mandalan  silk, 
thistledown,  timber,  foodstuffs,  herbs,  and  so  on.  This 
ski  1 1  i  ncl  udes  i  nti  mate  know  I  edge  of  the  I  if  e  cycl  e  of  the 
specif  i c  crops  and  the  abi  I  i  ty  to  research  i  nto  devel opi  ng 
non-magical  means  of  increasing 

yield,  survivability,  or  payability  of  the  crops. 

AttributeM  odifier:  INT. 

flnilDflL  HflDPLXR 

Ability  to  capture,  tame,  train,  and/or  breed  wild 
beasts.  Taming  takes  one  week  per  every  three  Ability 
Levels  of  the  creature;  training  to  perform  a  single  task 
on  command,  such  as  carrying  a  rider,  attacking,  or 
guarding,  requires  an  additional  fourweeks,  orlongerif 
the  beast  is  particularly  fierce  or  stubborn  in  nature. 
The  I  ntel  I  i  gence  of  a  beast  typi  cal  ly  determi  nes  the  I  i  mi  ts 
as  to  how  much  a  creature  can  learn. 

AttributeM  odifier:  WIL. 

Ability  to  determine  the  basic  value  of  one  or 
more  types  of  goods  and  commodities,  including  slaves, 
treasure,  crystals,  and  so  forth. 

AttributeM  odifier:  PER. 

Aridor^r 

Skill  in  the  fashioning  of  protective  apparel  and 
gear  using  hide,  bone,  or  metal.  Type  of  material  and 
style  of  armor  is  usually  dictated  by  region,  culture,  and 
availability  of  goods. 

Attribute M  odifier:  DEX. 


flRTI?flD 

Skilled  builders  and  craftsmen  specializing  in  one 
or  more  of  the  following:  windships,  levitationals, 
duneships,  wind  funnels,  siege  hurl  ants,  ice  schooners, 
land  barges,  dragon  barques,  pleasure  barges,  sea 
galleys,  or  any  type  of  major  device  or  construction 
utilizing  stone,  glass,  metal,  or  wood.  The  artisan  may 
learn  how  to  build  one  type  of  device  per  +5  ability  in 
this  ski  1 1 .  N  ote  that  this  ski  1 1  does  not  give  the  character 
the  power  to  create  a  fully  enchanted  and  functioning 
magical  item,  unless  the  character  also  has  the 
appropriate  magical  training. 

Attribute  Modifier:  DEX. 

Skilled  at  brewing,  distilling,  or  concocting  one 
type  of  alcoholic  or  nonalcoholic  beverage. 
AttributeM  odifier:  INT. 

Kamvan  [Daft^r 

Skilled  at  outfitting  and  running  overland  caravans 
and  overseeing  any  of  the  following:  requisitioning 
supplies,  managing  teams  of  drivers,  loading  and  off- 
loading goodsand  materials,  organizing  defense  against 
attacks  by  bandits,  making  and  breaking  camp,  and 
fording  and  crossing  rivers  and  bridges  in  orderly 
fashion. 

AttributeM  odifier:  CHA. 

^OLLX^TOR 

Skilled  at  identifying  and  appraising  a  chosen  type 
of  collectibles,  such  as  art,  antique  coins,  exotic 
weapons,  or  books. 

AttributeM  odifier:  INT. 


flRTirrv^R 

Skill  in  the  making  of  useful  and  decorative  wares 
and  items  from  one  or  more  of  thefollowing  materials: 
crystal,  black  iron,  red  iron,  blue  iron,  adamant,  black 
adamant,  stone,  wood,  bone,  clay,  silver,  gold,  copper, 
brass,  gemstones,  fine  fabrics,  glass,  and  ceramics.  The 
artif  icier  may  learn  how  to  work  with  one  type  of  material 
per  +3  ability  in  this  skill.  Artificers  can  identify  their 
own  and  their  competitors'  handiwork,  and  appraise  any 
item  that  they  can  produce. 
Attribute  Modifier:  DEX. 


Ski  1 1  ed  i  n  dredgi  ng  mud  and  swamps  for  sapphi  res, 
amber,  and  other  preci  ous  stones,  as  i s  done  i  n  J  hangara, 
Mog,  and  the  Dark  Coast. 

Attribute  Modifier:  DEX. 

Skill  in  the  arts  of  Talislantan  folk  medicine,  a 
speculative  field  of  study  at  best.  Healers  are  able  to 
identify  and  utilize  plants  and  herbs  with  reputed 
medicinal  properties,  provide  aid  and  comfort  to  sick 
and  wounded  individuals,  and  serve  as  midwives.  As 
thisfield  is  limited  in  its  capabilities,  all  rolls  determining 
the  accuracy  of  a  healer's  attempts  to  diagnose  or  cure 
a  patient's  ailments  suffer  a  penalty  of  -5. 

AttributeM  odifier:  INT. 
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Laborer 

Ability  to  perform  basic  manual  labor.  To  determine 
the  quality  of  a  crew  of  laborers,  average  the  level  of 
ability  of  all  workers,  foremen,  and  other  supervisors. 

Attribute M  odifier:  DEX . 


Skilled  at  buying  and  selling  goods  and 
commodities.  Included  in  this  category  are  shop  owners, 
vendors,  peddlers,  procurers,  mongers,  and  so  forth. 
By  purchasing  goodsand  materialsin  sizable  quantities, 
individuals  of  this  profession  save  up  to  50%  off 
standard  list  prices.  By  haggling  and  hard  bargaining, 
merchants  and  traders  can  drive  list  prices  up  or  down 
by  as  much  as  25%. 

AttributeM  odifier:  CHA. 

IDididq 

Knowledge  of  the  techniques  used  in  one  of  the 
following  trades:  pit  mining  (common),  ice  mining 
(L'Haan),  sand- mining  (Dracarta),  etc. 

AttributeM  odifier:  INT. 

Experience  in  negotiating,  contracting,  and 
collecting  loans. 

AttributeM  odifier:  INT. 

Pilot 

Ability  to  operate  and  navigate  a  duneship, 
windship,  or  other  type  of  vessel  (one  type  only).  Pilots 
can  read  any  type  of  chart  or  map  needed  to  navigate 
their  vessels  and  can  recognize  familiar  hazards,  such 
as  obstructions  and  coming  storms.  A  cursory 
inspection  is  sufficient  for  any  pilot  to  determine  if  a 
given  vessel  is  in  good  condition. 

AttributeM  odifier:  PER. 

Knowledge  of  the  techniques  used  to  retrieve 
valuable  goods  and  artifacts  from  sunken  ships,  ruins, 
or  similar  pi  aces. 

AttributeM  odifier:  PER. 

Skilled  in  the  making  of  one  or  more  types  of 
weapons.  The  style  and  materials  used  are  determined 
by  the  weaponer's  race,  homeland,  and  culture.  Included 
in  this  category  arebladesmiths,  axe-grinders,  bowyers, 
hurl  ant-makers,  swordsmiths,  Gnomekin  crystal  smiths, 
and  so  on.  W  eaponers  are  able  to  identify  their  own  and 


rivals'  work  and  can  repair,  sharpen,  and  appraise  any 
weapon  that  they  can  produce. 
Attribute  Modifier:  DEX. 

oiiLP^Rrxyy  trill? 

Unless  otherwise  noted: 
Training  Period:  ten  weeks. 

The  ability  to  escort  others  through  a  given 
region,  territory,  city,  structure,  or  route.  Includes 
detailed  knowledgeof  potential  hazards,  sourcesof  food 
and  water,  friendly  groups  and  individuals,  and  so  forth. 

AttributeM  odifier:  INT. 

H^RB  LOR^ 

Ability  to  identify  useful  or  harmful  plants,  and  to 
use  such  materials  to  concoct  simple  medicines  (as 
alchemy's  M  edicinal  M  ixtures,  but  double  the  time 
required). 

AttributeM  odifier:  INT. 

Ability  to  infiltrate  wilderness  regions  and  avoid 
detection  by  adversaries,  in  order  to  study  and  obtain 
information  on  such  factors  as  terrain,  road  or  trail 
conditions,  the  general  status  of  an  opponent's 
fortifications  or  defenses,  the  movement  and/or 
condition  of  troops  or  groups  of  creatures,  and  the 
avai  I  abi  I  i  ty  of  food,  water,  or  other  natural  resources.  I  n 
most  cases,  Scout  may  be  substituted  for  Perception. 

AttributeM  odifier:  PER. 

?TTflLTH 

The  ability  to  move  silently,  hide  in  natural 
camouflage,  and  otherwise  avoid  detection.  Stealth  is 
also  described  under  Thieving  Skills.  Note  that  using 
thi  s  ski  1 1  i  n  an  unf  ami  I  i  ar  envi  ronment  may  entai  I  a  penal  ty 
of-ltolO,  based  ontheDegreeDifficulty  entailed  (G  M 's 
ruling). 

Attribute  Modifier:  DEX. 

Ability  to  read  and  follow  tracks  and  traces  left 
by  creatures  or  beings.  A  tracker  can  identify  and 
estimate  the  age  of  such  tracks  and  often  determine 
under  what  conditions  (flight,  exhaustion,  heavy 
encumbrance,  etc.)  they  were  made.  The  surrounding 
terrain  and  the  age  and  overall  condition  of  the  traces 
affect  the  D  egree  of  D  i  f  f  i  cul  ty  f  or  thi  s  ski  1 1 . 

AttributeM  odifier:  PER. 


Trap? 

Ability  to  detect,  disarm,  and  set  snares  and 
pitfalls.  Thedifficulty  rating  of  the  trap  is  usually  equal 
to  its  maker's  skill  level.  Traps  is  also  described  under 
Thieving  Skills. 

Attribute  Modifier:  PER. 

Ability  to  forage  for  food  and  water,  navigate, 
and  find  or  construct  suitable  shelter  in  the  wilds.  Also 
includes  knowledge  of  the  flora  and  fauna  of  a  given 
region,  including  techniques  for  hunting,  capturing,  and 
using  their  remains. 

Training  Period:  30  weeks. 

Attribute  Modifier:  CON. 

Training  Period:  100  weeks. 

Attribute M  odifier:  INT  (unless noted  otherwise) 

Alchemy  istheTalislantan  equivalentof  chemistry. 
Though  based  on  metaphysical  principles,  this  skill  is 
not  a  magical  field  of  study  like  spellcasting  or 
enchanting.  That  is,  while  alchemical  creations  often 
have  magical  effects,  they  are  not  enchanted,  and  do 
not  count  against  the  seven-item  limit  for  enchanted 
items.  An  important  precept  of  Talislantan  alchemy  is 
that  th e  c  haracteri  sti  cs  of  I  i  v i  n g  c reatu  res  an d  i  n an  i  m ate 
substances  can,  in  some  sense,  be  distilled  from  their 
physical  components. 

Basic  know  I  edge  of  alchemical  lore  and  practices 
includes  the  ability  to  read  alchemical  ciphers,  prepare 
and  preserve  ingredients,  identify  mixtures  by  test,  and 
utilize  alchemical  apparatus.  Alchemists  can  also 
concoct,  forge,  or  otherwise  create  the  categories  of 
substances  listed  below;  certain  characters,  as  noted  in 
their  archetypes,  are  limited  to  specific  categories. 

•  Alchemical  M  aterials 

•  Elixirs 

•  Medicinal  Mixtures 

•  Narcotics 

•  Poison 

•  Potions 

•  Powders 

Specific  substances  are  described  in  detail  in 
Chapter  7,  including  Degree  of  Difficulty,  ingredients, 
creati on  ti me,  cost  of  materi als,  and  typical  sel  ling  price. 


When  creating  an  alchemical  substance,  afailure 
means  that  the  ingredients  are  lost  and  the  alchemist 
must  start  again  from  scratch;  a  partial  success  means 
that  the  alchemist  has  failed,  but  can  continue  to  work 
on  the  creation  without  new  ingredients;  and  a  success 
or  critical  success  means  that  the  process  works  as 
planned.  An  alchemist  can  work  on  more  than  one  project 
at  a  time,  but  if  so,  shetakesa-5  penalty  on  each  roll  for 
each  extra  p  roj  ect  ( th  e  stan  dard  m  u  I  ti  p  I  e  acti  o  n  penalty). 

BOTflDOIDflnKY 

This  skill  istheTalislantan  equivalentof  botany. 
Perfected  by  the  G  reen  A  eri  ad  of  V  ardune,  B  otanomancy 
consists  of  four  main  talents  that  are  derived  from  the 
botanomancer's  training,  study  of  the  plant  kingdom, 
and  i  ntui  ti  on .  T  hese  abi  I  i  ti  es  are  descri  bed  as  f  ol  I  ows. 

1)  Nurture  Plant 

Enables  the  botanomancer  to  grow  any  type  of 
pi  ant  from  seeds  or  cutti  ngs,  di  agnose  pi  ants  for  damage 
or  illness  of  any  sort,  and  "heal"  or  rejuvenate  plants 
that  have  suffered  damage  due  to  drought,  cold,  neglect, 
herbivores,  weapons,  and  so  forth .  T  hi  s  ski  1 1  al  so  al  I  ows 
botanomancers  to  protect  plants  from  threats  such  as 
extreme  weather  conditions,  insects  pests,  parasitic 
organisms,  molds,  and  other  natural  or  magical 
phenomena.  The  GM  decides  how  long  it  will  take  to 
nurture,  "heal",  or  protect  a  given  plant,  and  may  assign 
modifiers  based  on  growing  conditions,  available 
resources,  the  extent  to  which  a  plant  has  been  damaged, 
the  intended  duration  of  protection,  and/or  the  the  level 
of  the  specific  threat  that  is  endangering  the  plant's 
welfare. 

2)  Locate  Plant 

A 1 1  ows  the  botanomancer  to  determi  ne  the  general 
location  (within  100  yards)  where  a  particular  type  of 
plant  is  most  likely  to  be  found  growing  in  its  natural 
state.  Note  that  this  talent  only  works  if  the  plant  in 
question  is  native  to  the  environment  where  it  is  being 
sought;  i.e.,  a  botanomancer  can't  use  this  skill  to  find 
giant  sea  kelp  in  a  desert  region.  The  GM  may  assign  a 
penalty  for  Degree  of  Difficulty  for  attempts  to  locate 
any  plant  that  is  either  very  rare  or  is  unfamiliar  to  the 
botanomancer. 

3)  Identify  Plant 

Enables  the  botanomancer  to  identify  a  plant  and 
determi  nethe  specimen's  properties  and  characteristics. 
Plants  from  foreign  climes  and  environments  or  those 
with  strange  properties  may  entail  a  penalty  for  Degree 
of  Difficulty,  at  theGM 's  discretion.  In  order  to  make  an 
identification  the  botanomancer  must  study  the  plant 


for  a  minimum  of  one  round.  Studying  for  at  least  one 
minute  adds  a  +1  modifier.  One  hour  of  study  increases 
the  modifier  to  +3,  and  one  day  of  study  increases  it  to 
+5.  Botanomancers  can  attempt  to  study  a  plant  that 
they  have  previously  failed  to  identify,  with  a -2  modifier 
for  each  previous  failed  attempt.  In  all  cases,  a  single 
Action  Table  roll  is  made  for  the  entire  identification 
process. 

4)  Botanomantic  Hybridization 

A I  lows  the  caster  to  create  a  hybrid  from  any  two 
types  of  plants.  To  do  so,  the  caster  must  have  living 
specimens  (cuttings,  roots,  seeds,  etc.)  from  both  kinds 
of  plants,  access  to  a  suitable  growing  medium  (soil, 
humus,  etc.)  and  other  substances  necessary  for 
growth,  such  as  water  and  light. 

If  successful,  the  attempt  yields  a  hybrid  seedling; 
theGM  determines  the  properties  of  the  hybrid  when  it 
reaches  maturity.  Note  that  young  hybrids  are  fragile 
and  may  be  susceptible  to  disease,  adverse 
environments,  parasites,  and  so  forth.  A  Partial  Success 
yieldsapoor,  unhealthy  specimen.  A  Full  Success  yields 
a  healthy  but  sterile  pi  ant.  Only  a  Critical  Success  yields 
a  fertile  plant  capable  of  reproduction. 

The  botanomancer  suffers  a  penalty  for  Degree 
of  Difficulty,  set  by  theGM ,  depending  on  the  degree  of 
similarity  between  the  two  samples  and  such 
characteristics  as  hardiness,  fertility,  and  magical 
resistance^  any)  of  each  sample.  For  example,  crossing 
two  types  of  hardy  weeds  may  not  entail  any  modifier  at 
al  I ;  crossi  ng  a  subterranean  fungus  w  i  th  a  fruit  tree  might 
entail  a  modifier  as  severe  as -30. 

T hi s  i s  the  art  of  maki  ng  si  mpl e  I  uck  charms,  which 
some  say  is  a  based  on  a  primitive  form  of  Enchantment. 
The  M  arukans  believe  that  I  uck  comes  in  two  polarities: 
fortune  and  misfortune.  Their  tali smancers  attempt  to 
attract  and  control  fortune,  whi  le  si  mul  taneously  tryi  ng 
to  repel  misfortune.  Marukan  talismancers  create  an 
incredible  variety  of  charms  and  talismans,  each 
designed  to  either  ward  against  a  particular  threat  or 
attract  good  fortune  in  some  specified  endeavor.  The 
efficacy  of  M  arukan  tal  ismans  is  by  no  means  uniformly 
accepted  by  Talislantans.  Characters  employ  the 
Enchantment  rules  for  this  skill,  using  theTalismancy 
skill  rating. 

Attribute M  odifier:  M  agic  Rating. 


T^HDOiDflrKY 

The  field  of  Technomancy  combines  certain 
practical  methods  and  arcanologies  believed  to  date 
back  to  the  A  rchaen  A  ge.  M  uch  of  what  was  known  of 
th  i  s  f  i  el  d  w  as  I  ost  or  forgotten  during  TheG  reat  D  i  saster. 
What  remains  is  a  set  of  technical  abilities  passed  down 
to  each  succeeding  generation  by  the  ancestors  of  the 
Yassan,  and  by  the  automaton- 1  ike  Parthenians;  there 
are  no  written  treatises  or  manuals  on  the  subject. 
Technomancy  consists  of  six  interrelated  abilities, 
described  as  follows: 

1)  Technomantic  Actuator 

Allowsthetechnomancerto  use,  repair,  or  create 
a  technomantic  actuator,  a  multi-purpose  tool  that  is 
essential  to  most  advanced  technomantic  work.  For 
Action  Table  rolls,  only  a  partial  success  is  required  to 
use  an  actuator.  To  repair  such  a  device  requires  at  least 
one  hour,  the  proper  tools,  and  a  full  success  on  the 
Action  Table.  To  create  an  actuator  requires  1,000  gold 
lumens  worth  of  raw  materials,  20  weeks  of  work  in  a 
well -equipped  shop,  and  a  critical  success  on  the  Action 
Table.  Only  members  of  the  Y  assan  race  can  learn  this 
skill.  Because  technomantic  actuators  are  not  created 
through  Enchantment,  these  devices  do  not  count 
against  the  seven-item  limit  for  Enchanted  Items. 

2)  Assembleand  Disassemble 

This  is  the  ability  to  dismantle  or  put  together 
any  ty  pe  of  devi  ce  or  structure  that  has  removabl  e  parts, 
including  siege  engines,  conveyances,  trap  mechanisms, 
automatons,  and  so  f  orth .  T  he  ti  me  and  ski  1 1  requi  red  to 
assembleordisassemblevaries  according  to  theobject's 
size,  complexity,  and  overall  condition,  according  the 
GM's  discretion.  In  any  case,  a  technomancer  can 
accomplish  the  task  in  less  than  half  the  time  it  would 
take  a  member  of  any  other  profession  —  except 
Kasmiran  trapmages,  whose  magical  talents  enable  them 
to  match  or  even  exceed  theY  assan,  but  only  as  pertains 
to  locks,  traps,  and  certain  clockwork  mechanisms. 

3)  Design  and  M  odification 

This  is  the  ability  to  invent,  design,  or  modify 
devicesormechanisms.Asageneral  rule,  simple  designs 
or  modifications  can  be  completed  in  1-10  hours,  while 
inventions  and  projects  of  great  complexity  or  size  may 
takefrom  l-10weeks  or  more.The  time  and  skill  required 
is  according  to  the  GM's  discretion,  based  on  such 
consi  derati ons  as  the  avai  I  abi  I  i ty  of  materi al s,  extent  of 
modification,  degree  of  complexity,  labor  requirements, 
and  so  forth. 
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4)  Read  Schematics 

T hi s  i s  the  abi  I  i ty  to  read  schemati  cs  and  d i agrams 
of  all  sorts.  Note  that  this  skill  does  not  include  the 
ability  to  decipher  actual  writings  or  any  symbol  that  is 
not  directly  related  to  some  aspect  of  construction, 
design,  or  maintenance. 

5)  Repair  M  echanisms 

Utilizing  their  technomantic  actuators  and  other 
elaborate  tools,  Y  assan  technomancers  are  capable  of 
eff  ecti  ng  repai  rs  on  practical  ly  anythi  ng  that  has  movi  ng 
parts,  and  most  things  that  don't.  This  includes 
windships,  essence  accumulators,  levitationals,  land 
conveyances,  waterborne  craft,  tools,  weapons,  leather 
goods,  glassware,  pottery,  and  even  torn  fabrics. 
Generally  speaking,  only  items  that  have  been  destroyed 
beyond  repair  cannot  be  fixed  by  a  Y assan 
technomancer  (GM's  ruling  in  all  cases).  Conversely, 
Y assan  are  equally  adept  at  destroying  or  disabling 
mechanisms,  if  they  so  choose. 

6)  Structural  Analysis 

This  is  the  ability  to  determine  the  structural 
integrity  of  any  device,  mechanism,  building, 
conveyance,  or  other  object.  Through  analysis,  a 
technomancer  is  able  to  assess  any  of  the  following: 

•  G  eneral  age  of  the  structure. 

•  Overall  condition  of  the  structure. 

•  Method  of  construction  used. 

•  Any  weak  points  or  other  deficiencies. 

ThlflUIDflTCRQY 

This  field  of  study  combines  certain  aspects  of 
technomancy,  alchemy,  and  enchantment;  some 
scholars  believe  that  the  field  is  an  offshoot  of  the  lost 
art  of  sorcery.  In  the  current  age,  the  Dracartans  of 
Carantheum  and  the  Phantasians  of  Cabal  M  agicus  are 
the  only  practitioners  of  thaumaturgy.  Each  isproficient 
only  in  their  own  limited  areas  of  knowledge,  the  vast 
majority  of  thaumaturgic  lore  having  been  lost  during 
The  Great  Disaster. 

T haumaturgy  operates  accordi  ng  to  the  pri  nci  pi es 
of  Talislantan  metaphysics,  which  state  that  even  the 
most  fundamental  or  elusive  substance  has  an  essence 
that  can  be  extracted  and  concentrated.  Thaumaturges 
use  a  device  called  an  essence  accumulator  to  distill 
such  essences  from  the  surrounding  environs.  Like 
alchemical  wares,  essences  are  not  "magical"  and  do 
not  count  against  the  seven-item  limit  for  enchanted 
items. 


Basic  knowledge  of  thaumaturgy  includes  the 
ability  to  use  an  essence  accumulator  to  collect  and 
refine  various  substances.  These  include: 

•  Distillations 

•  Dream  Essence 

•  Elemental  Essences 

•  Quintessence 

For  more  information  on  thaumaturgical 
substances  see  Equipment,  Chapter  7. 

Phantasian  thaumaturgy  has  declined  to  the  point 
that  the  only  substances  their  people  are  capable  of 
creating  is  Dream  Essence  and  certain  types  of 
Distillations.  Dracartan  thaumaturges  have  a  greater 
rangeof  skills,  as  follows: 

1)  C  reate/Repair  E  ssenceAccumulator 

Allows  the  thaumaturge  to  build  or  repair  an 
essence  accumul  ator,  the  devi  ce  used  to  derive  and  di  sti  1 1 
essences.  To  create  such  a  device  a  Dracartan 
thaumaturge  requires  1,000  gold  lumens  worth  of 
materials,  20  weeks  of  work  in  a  well-equipped  laboratory, 
and  a  critical  success  on  the  Action  Table.  To  repai  rone 
takes  a  minimum  of  one  hour,  the  proper  tools,  and  a  full 
success  on  the  Action  Table. 

2)  C  reateT  haumaturgic  Wand 

The  thaumaturgic  wand,  or  caduceus,  is  a  rod- 
shaped  device  made  from  amixtureof  red  iron  powdered 
diamond,  and  quintessence  (see  Chapter  XX, 
Equipment).  By  adjusting  two  moveable  metal  bands 
the  wand  can  be  used  to  utilize  the  properties  of 
quintessence  (see  #3)  or  to  analyze  materials  and 
substances  (see  #4).  The  creation  of  a  thaumaturgic 
wand  requires  a  minimum  of  2,000  gold  lumens  in 
materials,  access  to  a  fully-equipped  thaumaturgical 
workroom,  seven  weeks  of  labor,  and  a  full  success  on 
the  Action  Table  to  complete.  Because  they  contain 
quintessence,  these  wands  are  charged  with  volatile 
forces  and  only  a  trained  thaumaturge  can  safely  utilize 
thei  r  properti es.  A  cad uceus  i s  al  w ays  carri ed  i  n  a  speci al 
tube-l  i  ke  contai  ner  i  n  order  to  prevent  acci  dental  contact 
with  elemental  essences,  which  can  have  disastrous 
consequences.  Note  that  a  caduceus  is  not  "magical," 
and  does  not  count  against  the  limit  of  seven  enchanted 
items. 

3)  Utilize  Quintessence 

E  nabl  es  the  thaumaturge  to  uti  I  i  ze  the  properti  es 
of  quintessence  to  liquify,  solidify,  or  gassify  matter. 
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The  procedure  requires  the  thaumaturge  to  be  in 
possession  of  a  caduceus,  or  thaumaturgic  wand  (see 
#2).  To  utilize  quintessence,  the  thaumaturge  sets  the 
caduceus  according  to  the  desired  function  and  the 
amount  of  matter  to  be  affected,  and  passes  it  over  the 
chosen  substance  or  area  for  one  round.  Action  Table 
rolls  of  success  or  partial  success  always  achieve  the 
desired  result.  Failure  means  that  an  unfavorable 
reaction  occurred,  rendering  the  quintessence  inert  and 
useless.  A  mishap  means  that  the  caduceus 
malfunctioned,  causing  the  quintessence  to  alter  the 
matter  into  some  form  other  than  the  one  desired, 
possibly  with  dire  consequences  (GM 's  ruling). 

4)  Q  uantitative  A  nalysis 

A 1 1  ows  the  thaumaturge  to  empl  oy  a  caduceus  to 
determine  the  exact  components  of  any  substance, 
including  gasses,  liquids,  solids,  alchemical  or  magical 
mixtures,  alloys,  etc.  The  analysis  does  not  reveal  the 
properties  of  a  mixture,  such  as  the  effects  of  an 
unidentified  potion,  but  only  its  material  components 
or  ingredients.  To  perform  an  analysis  the  thaumaturge 
sets  the  caduceus  for  analyzation  and  passes  it  over 
the  desired  material  for  one  round;  the  caduceus  emits  a 
multi-hued  aura  which  the  thaumaturge  "reads"  in  order 
to  make  her  analysis.  Studying  for  at  least  one  minute 
adds  a  +1  modifier.  One  hour  of  study  increases  the 
modifier  to  +3,  and  one  day  of  study  increases  it  to  +5. 
Thaumaturges  can  attempt  to  study  a  plant  that  they 
have  previously  failed  to  analyze,  with  a -2  modifier  for 
each  previous  failed  attempt.  In  all  cases,  a  single  Action 
Table  roll  is  made  for  the  entire  identification  process. 

yPTOflL  ABILITY 

Special  Abilities  are  talents  related  to  an 
individual's  race  or  culture.  These  abilities  cannot  be 
acquired  through  the  expenditure  of  experience  points. 
Those  Special  Abilities  that  are  listed  below  with  an 
Attribute  M  odifiercan  beimproved,  as  per therulesfor 
improving  skills.  Other  Special  Abilities  can  not  be 
improved  through  training  or  experience. 

Ekfl5T  Lor^ 

This  skill  is  known  only  to  thej  aka  beastmasters. 
Individuals  with  thisskill  will  beableto: 


Communicatewith  animals:  Onespecies  per  level  of 
ability. 

Call  animals:  Ability  to  call  animals  of  a  chosen 
species.  The  animals  must  be  within  one  mile  per 
level  of  the  beastmaster's  ability.  The  combined 
levels  of  the  creatures  being  called  is  applied  as  a 


penalty  for  Degree  of  Difficulty  when  attempting  to 
use  this  ability.  Note  that  the  beastmaster  must  be 
abl  e  to  communi  cate  w  i  th  the  speci  es  i  n  order  to  use 
this  talent. 

•  Command:  Ability  to  influence  animals.  Only  one 
command  can  be  given  per  attempt.  The  beastmaster 
must  be  able  to  communicate  with  the  species  in 
order  to  use  this  talent.  A  n  animal  that  is  by  nature 
exceedingly  hostile  or  aggressive  may  be  allowed  a 
chance  to  resist  the  Command  using  itsWIL  rating 
(GM'sruling). 
Attribute  Modifier:  WIL 

boporiad  younp-yiw 

The  ability  to  see  sound  in  colors  of  varying  hue 
and  intensity.  The  Bodorian  language,  based  upon 
musical  notes,  makes  full  use  of  this  talent.  The  Bodor 
are  also  ableto  use  sound-sight  to  detectlies,  which  are 
darker  in  shade  than  truthful  statements;  discern  even 
the  most  subtle  emotions  in  a  speaker's  tone  of  voice; 
and  identify  sounds  of  all  sorts  with  uncanny  accuracy. 

AttributeM  odifier:  PER 

Xambriansare  the  only  non-spell  casters  who  are 
ableto  acquire  this  talent,  which  they  learn  from  their 
ancestors.  They  can  use  this  skill  to  negate  spells  and 
enchantments  of  any  M  ode  or  Order,  a  useful  ability  to 
have  when  working  as  a  wizard  hunter.  However, 
Xambrians  cannot  use  this  talent  in  "reverse"  to  cast 
spells  (seeAnti-M  agic  &  Counterspells,  in  Chapter  1). 

AttributeM  odifier:  WIL 

The  Sindaran  are  dual-encephalons  who  possess 
the  ability  to  use  both  sides  of  their  brains 
independently  and  can  concentrate  on  two  different 
subjects  at  the  same  time.  They  are  ambidextrous  and 
can  avert  the  need  for  sleep  by  resting  one  brain  at  a 
time.  When  one  brain  is  resting,  subtract  four  from  the 
Sindaran's  effective  INT  Rating.  Dual-encephalons  are 
allowed  two  chances  to  resist  any  spell  or  substance 
that  affects  thought,  brain  function,  or  emotions. 

Ability  to  influence  all  sorts  of  living  plants  and 
trees,  causing  such  organisms  to  move,  entwine, 
entangle,  form  barriers  or  specified  configurations,  and 
so  forth.  The  G  reen  M  en  of  the  Dark  Coast  possess  this 
ability,  which  they  employ  to  suit  their  needs  and  in 
defense  of  their  homes  and  families.  M  aximum  area  of 


effect  is  a  five-foot  radius  circle,  and  range  is  ten  feet 
per  level. 

Attribute  Modifier:  WIL. 


for  this  ability;  the  obscurity  of  the  information  sought 
acts  as  the  Degree  of  Difficulty,  as  determined  by  the 
GM. 


DlQHT  UUYDD 

The  ability  to  see  clearly  in  the  dark  is  a  natural 
ability  of  certain  Tal islantan  races,  such  as  Gnomekin 
and  Vajra.  Like  normal  vision  Night  Vision  isnotaSkill 
per  se,  and  can  not  be  improved. 

AttributeM  odifier:  PER 

DflTGRflL  TVmDPflTHY 

The  M  uses  of  Astar  communicate  through  this 
ability.  A  M  use  can  useTelempathy  to  detect  emotions 
or  communicate  as  often  as  she  wishes  with  up  to  one 
selected  individual  per  skill  level  over  a  distance  of  10 
feet  per  level.  Alternately,  she  may  detect  the  presence 
of  living  beings  or  broadcast  to  everyone  in  range  over 
a  distance  of  25  feet  per  level.  Range  can  be  extended 
for  either  manner  of  communication  at  a  cost  in  technique 
and  complexity  of  one  level  for  every  ten  feet.  Complexity 
refers  to  the  number  of  senses  involved  in  the 
communication  and  the  specificity  of  the  message. 
Technique  refers  to  the  aesthetic  value  of  the  message; 
M  uses  consider  tel empathy  an  art  form,  and  they  often 
give  concerts.  When  trying  to  communicate  with 
individualsunfamiliar  with  tel  empathy,  M  usesmust  make 
an  Action  Table  roll;  partial  success  means  that  part  of 
the  message  is  lost  or  unclear.  A  mishap  confuses  the 
target  for  one  round  per  ski  1 1  level  (-3  on  all  actions). 

M  uses  can  attempt  to  influence  the  emotions  of 
living  beings;  the  WIL  rating  of  such  beings  serves  as 
the  Degree  of  Difficulty.  M  uses  can  also  attempt 
telempathic  hallucination  once  per  day  per  skill  level, 
af f ecti  ng  one  i  ndi  vi  dual  per  attempt  at  a  range  of  10  feet 
per  level.  This  form  of  mental  attack,  modified  by  the 
target's  WIL  rating,  directly  affects  the  victim's 
perception  of  reality.  In  game  terms,  theattack  inflictsa 
penalty  to  al  I  the  victim's  acti  ons  equal  to  the  tel  empathy 
skill  level.  Duration  is  one  round  per  level  for  partial 
success;  one  hour  per  level  for  full  success;  or 
permanent  for  critical  success.  Permanent  effects  can 
only  be  reversed  by  characters  with  a  higher  level  of 
telempathy,  requiring  a  critical  success. 

AttributeM  odifier:  PER. 

RhflBPorDflrxY 

This  magical  ability  is  known  only  to  the  race  of 
G  norls.  The  rhabdomancer  can  consult  minor  spirits  to 
learn  secrets,  attracting  them  through  the  use  of  certain 
magical  fumes. TheGnorl  uses herWitchcraft skill  rating 


5Yifln-Yfl  Battle  ID^mx?? 

During  combat,  A hazu  occasionally  succumb  to 
a  form  of  madness,  which  they  refer  to  as  shan-ya.  In 
that  state  of  frenzy,  they  will  attack  everyone  in  sight 
for  a  random  period  of  time.  This  state  is  viewed  by  the 
A  hazu  as  a  blessing  of  their  god,  and  they  make  no 
attempt  to  restrain  an  individual  who  is  so  affected. 
A  hazu  characters  have  a  1-i  n-20  chance  of  shan-ya  any 
time  they  go  into  combat.  To  simulate  this  have  the 
person  playing  the  A  hazu  character  pick  a  number 
between  one  and  twenty.  Should  the  A  hazu- player  roll 
that  number  in  any  combat  situation,  the  A  hazu  goes 
into  shan-ya  for  1-10  rounds.  A  hazu  in  a  state  of  shan- 
ya  attack  at  a  bonus  of  +5,  but  will  never  parry  or  take 
evasive  or  defensive  action  of  any  sort  while  the  battle 
madness  is  upon  them. 

This  ability  can  be  used  once  per  day  per  skill 
Level.  The  new  form  is  permanent  until  the  ability  is 
used  again.  Shapechangerscan  learn  oneanimal  or  plant 
form  per  ski  1 1  L  evel .  C  hosen  forms  may  not  wei  gh  more 
than  the  shapechanger's  weight  plus  50  additional 
pounds  of  weight  per  level,  nor  less  than  the 
shapechanger's  weight  minus  20  pounds  per  level.  Use 
the  physical  attributes,  combat  rating,  hit  points,  and 
natural  physical  abilities  of  the  chosen  form. 

Attribute  modifier:  WIL. 

The  ability  to  sense  danger,  or  even  potential 
danger,  is  an  ability  possessed  by  members  of  the  race 
of  Jaka.  The  type,  location,  or  degree  of  danger  cannot 
be  apprehended  by  the  use  of  Sixth  Sense.  A  Jaka 
receives  a  -1  penalty  to  the  Action  Table  roll  for  every 
foot  of  distance  from  the  source  of  the  danger.  The 
Sixth  Sense  reacts  strongly  to  magic,  increasing  ajaka's 
already  strong  sense  of  suspicion  to  a  poi  nt  of  paranoia; 
wi  thout  thei  r  tal  i  smans,  J  aka  react  to  magi  c  w  i  th  I N  T  -4. 
A  failure  or  mishap  on  thisreaction  roll  means  thejaka 
is  uncomfortable  to  the  point  of  flight  or  violence. 

AttributeM  odifier:  PER 

Ability  to  weave  magical  spells  through  the  use 
of  song  and  dance.  Casting  time  is  ten  times  normal 
through  the  use  of  this  ability,  but  the  chance  of  success 


isincreased  by  44.  Furthermore,  spell-weavers  can  work 
together  to  combine  their  magical  powers,  adding 
together  their  skill  levels.  The  ability  is  a  secret  of  the 
Sawila  tribes  of  the  Crescent  Isles. 

yPIRITTOR^ 

Only  X  ambrianshavethisability,  which  manifests 
only  when  a  wizard  hunter  has  been  possessed  by  his 
ancestral  spirits  after  receiving  "the  Calling"  —  a 
spiritual  summons  to  help  locate  and  bring  to  justice 
the  reincarnated  form  of  one  of  their  ancient  enemies, 
the  Torquarans.  This  type  of  possession,  known  as 
Spiritforce,  bestows  the  following  capabilities  and 
corresponding  disadvantages: 

•  IncreasedWILitheXambrian'sWIL  rating  increases 
by  +1  per  each  ancestral  spirit  that  possesses  him. 
The  maximum  increase  is  determined  by  the 
ancestors'  estimation  of  the  reincarnator's  abilities, 
which  may  or  may  not  always  be  accurate  (in  game 
terms,  the  GM 's  decides  how  many  spirits  will 
possess  a  Xambrian  character  on  a  given 
spiritquest). 

Disadvantage:  the  Xambrian  hears  the  spirits'  voices 
in  hishead,  making  itdifficultforhimto  concentrate 
on  anything  but  the  spiritquest  (-1  penalty  to  INT 
rol  I  s  per  I  evel  of  the  S  pi  ri tforce  abi  I  i ty ) . 

•  Increased  PER:  like  Increased  WIL,  though  this 
increases  the Xambrian's  PER  rating,  allowing  him 
to  detect  the  presence  of  magic,  extra-dimensional 
entities,  or  danger  at  a  (rol  I  vsPER,  range  10  feet). 
Disadvantage:  the  Xambrian's  heightened  senses 
cause  hi  m  to  ex  peri  ence  feel  i  ngs  of  i  ntense  paranoi  a 
on  any  PER  roll  that  results  in  a  critical  success  (-3 
penalty  to  all  actions  for  3  rounds). 

•  Increased  CON:  likelncreased  WIL  or  PER,  butthis 
increases theXambrian'sCON  rating,  allowing  him 
to  put  off  the  need  for  sleep,  rest,  or  sustenance 


while  on  a  spiritquest  and  increases  his  Hit  Point 
total  by  +2  per  point  of  Spiritforce. 
Disadvantage:  following  the  conclusion  of  a 
spiritquest,  the  Xambrian  will  be  incapacitated  by 
weakness  for  a  number  of  days  equal  to  the  level  of 
the  Spiritforce  that  possessed  him. 
•  I  ncreased  Damage:  when  used  agai nst  rei ncarnators 
or  other  extra-planar  entities,  the  Xambrian's 
spiritblade  does  an  additional  amount  of  damage 
equal  to  theLevel  of  the  Spiritforce. 
Disadvantage:  when  charged  with  Spiritforce,  the 
spiritblade  radiates  a  powerful  aura  that  creates  a 
feeling  of  nameless  dread  and  distrust  in  other 
humanoid  beings  (-1  reduction  in  the  Xambrian's 
CHA  rating  per  I  evel  of  the  Spiritforce) 

Note  that  abilities  and  disadvantages  acquired  through 
Spiri tforce  last  only  as  long  as  theXambri an  needs  them 
to  track  down  and  bring  to  justice  the  reincarnator  he 
was  called  to  find.  Once  the  spiritquest  is  completed, 
the  additional  abilities  disappear  until  the  next  time  the 
Xambrian  receives  "the  Calling". 

5>IRIT  Tm^NDQ 

The  ability  to  track  creatures  and  beings  of  any 
sort  by  following  the  faint  trails  left  behind  by  their 
spirit  essences.  Only  the  Nagra  possess  this  ability. 
The  difficulty  of  a  trail  is  determined  by  its  age: 

-5  for  days-old  trails 
-10  for  weeks-old  trails 
-15  for  months-old  trails 
-20  for  years-old  trails 
-25  for  decades-old  trails 
AttributeM  odifier:  PER 
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witqr  y  PR^ra^ 

The  following  Traveler's  Guide  is  attributed  to 
Tamerlin,  a  self-styled  wizard,  obscure  author,  and 
explorer  who  claimed  to  have  "discovered"  the  strange 
and  mysterious  land  known  asTalislanta  long  ago.  The 
introductory  text  was  derived  from  Tamerlin's  original 
Chronicles  of  Talislanta,  along  with  a  series  of  notes 
and  monographs  compi  I  ed  by  the  wizard  duri  ng  the  years 
following  the  publication  of  the  Chronicles.  It  is  likely 
that  Tamerlin  -  being  inclined  towards  romanticism  - 
may  have  enlarged  somewhat  on  the  details  of  his  epic 
travels.  Nevertheless,  his  works  may  still  be  of  some 
i  nterest  to  aspi  ri  ng  T  al  i  si  antan  travel  ers,  i  f  on  I  y  f  or  thei  r 
value  as  curios  of  a  bygone  age. 

TflLiyLflDTfl  flD 
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In  order  to  acquire  an  understanding  of  the 
modern-day  Talislantan  world,  the  aspiring  traveler 
should  first  learn  something  of  its  ancient  past  —  a 
tenuous  undertaking,  as  the  history  of  Talislanta  is 
unfortunately  somewhat  indistinct.  The  lack  of  reliable 
data  concerning  Talislanta's  distant  past  can  be  directly 
attributed  to  the  occurrence  of  an  event  known  as  The 
Great  Disaster,  a  terrible  cataclysm  that  laid  waste  to 
much  of  the  Talislantan  continent  many  centuries  ago. 
What  is  currently  known  (or  believed  to  be  true)  of  this 
bygone  epoch  -  gleaned  from  a  smattering  of  ancient 
tomes,  folk  tales,  and  legends  -  may  be  summarized  as 
follows: 


Th^  Forqotttd  fta 


The  period  predating  The  Disaster,  appropriately 
referred  to  by  scholars  as  the  Forgotten  Age,  can  be 
divided  into  two  eras:  TheTime  BeforeTime,  and  The 
Archaen  Age.  The  former  period  was  dominated  by  the 
fabled  First  Folk,  humanoid  peoples  believed  to  have 
been  of  reptilian  and/or  amphibious  origin;  as  records 
from  this  period  are  almost  non-existent,  very  little  is 
know  of  these  folk.  The  mammalian  humanoids  known 
as  the  Wild  Races  (or  "sub-men",  in  the  derogatory 
sense)  appeared  towards  the  end  of  this  halcyon  epoch, 
but  remained  subservient  to  the  First  Folk  until  the 
emergence  of  the  A  rchaens. 


Like  the 
Wild  Races  from 
whom  they  were 
descended,  the 
A  rchaens  were  a 
tribe  of  simple 
hunter-gatherers. 
One  day  they 
stumbled  upon 
the  remains  of  an 
alien  ark  or 
vessel,  within 
which  they  found 
the  secrets  of  a 
mysterious  lore 
called  Magic. 


united  the  Wild  Races  and  embarked  upon  a  great  war 
against  the  First  Folk.  When  it  was  over  the  First  Folk 
had  all  been  slain  or  driven  from  the  continent,  and  the 
Wild  Races  ruled  over  Tali  si  anta.  So  began  theArchaen 
Age. 

At  first,  relations  between  theArchaens  and  their 
more  pri  mi  ti  ve  brothers  were  amicable.  H  owever,  as  the 
Archaens  delved  deeper  into  the  arcane  arts  they  grew 
strange  and  aloof.  Using  magic  they 
altered  their  physical  semblances,  so 
that  they  began  to  look  less  and  less 
like  their  feral  ancestors.  They  laid 
claim  to  the  best  hunting  lands,  cut 
down  forests,  and  erected  walled 
settlements  for  their  own  people. 
Their  settlements  expanded,  became 
cities,  and  then  citystates. 

Itwasnotlong  before  theWild 
Folk  came  to  resent  the  Archaens, 
and  to  despise  and  fear  their  magics. 
Tensions  between  the  two  sides 
escalated,  exacerbated  by  internecine 
struggles  between  rival  Archaen 
citystates.  Wars  of  conquest  and 
expansion  flared  across  the  continent,  some  lasting  for 
hundreds  of  years.  After  much  bloodshed,  a  group  of 
seven  Archaen  magicians  known  as  theArchaen  Cabal 
arranged  a  truce.  U  nder  the  terms  of  this  agreement  the 
Archaens  ceded  all  the  lands  of  Talislanta  to  the  Wild 
Races.  Then  they  left  the  world  below  and  went  to  live 
among  the  clouds,  where  their  magicians  had  created  a 
fabulous  floating  city. 

A  Golden  Age  of  magical  achievement  and 
discovery  followed,  lasting  for  several  centuries.  Some 
of  the  greatest  magicians  ever  known  were  extant  duri  ng 
this  time:  names  such  as  the  estimable  Koraq,  the 
sorceress  Sylan,  and  the  brilliant  but  reckless  Arkon. 
U  nfortunately,  the  A  rchaens'  prosperity  soon  gave  way 
to  decadence  and  ennui,  manifesting  in  what  is  now 
known  as  the  Age  of  Decline.  Seeking  new  and  ever 
more  extravagant  sensations,  the  Archaens  dabbled  in 
forbidden  magics,  created  hybrid  life  forms  for  their 
amusement,  and  consorted  with  entities  from  other 
planes.  A  few  conscientious  individuals  tried  to 
intervene,  warning  that  the  balance  of  elemental  forces 
had  been  upset,  and  that  grievous  consequences  would 
result  unless  the  Archaens  changed  their  ways.  None 
heeded  their  warnings,  until  it  was  too  late. 


To  thi  s  day ,  the  preci  se  cause  of  T  he  G  reat  D  i  saster 
remains  a  source  of  speculation.  Some  blame  the 
Archaens'  excessive  use  of  magic,  which  they  claim 
damaged  the  dimensional  fabric  separating  Talislanta 
from  other,  alternate  realities.  Others,  citing  ancient 
propheci  es,  attri  bute  the  D  i  saster  to  di  vi  ne  or  di  abol  i  cal 
ori gi  ns.  Sti  1 1  others  blame  the  i  1 1  -advi  sed  tamperi  ngs  of 
a  wizard  named  Rodinn.  Whatever  its  source,  The 
Disaster  brought  a  swift  end  to  the  A  rchaen  Age.  In  the 
ensuing  cataclysm  the  sky-cities  fell 
from  the  clouds,  much  of  the 
continent  was  razed,  and  the 
Talislantan  reality  was  altered 
forever. 


Tvk  fte  or  ^onmyion 

There  followed  a  period 
known  as  The  Age  of  Confusion, 
during  which  the  survivors  of  The 
Great  Disaster  scattered  in  all 
directions,  abandoning  the  ruined 
cities  and  fleeing  into  the  wilderness. 
Untold  years  passed  before 
Talislantans  once  again  began  to 
establish  settlements.  Those  that 
managed  to  survive  to  the  present  time  are  but  pale 
shadows  of  the  once-great  ci  vi  I  izations  that  came  before 
them.  Y  et  together  they  have  given  bi  rth  to  a  N  ew  A  ge, 
whose  history  is  only  now  beginning  to  be  written. 

th^  rxai 

C  urrently  i  n  its  sixth  century,  the  N  ew  A  ge  remai  ns 
a  vol  ati  I  e  and  uncertai  n  era.  A  handful  of  young  nati  ons, 
citystates,  and  confederations  has  risen  from  the  ruins 
of  the  past:  the  Seven  K  i  ngdoms,  C  arantheum,  the  K  ang 
Empire,  Faradun,  and  a  few  others.  At  best  these  places 
constitute  little  more  than  isolated  pockets  of 
"civilization",  scattered  across  the  vastness  of  the 
Talislantan  continent.  Beyond  the  walls  of  these  cities 
lay  hostile  wilderlands  rife  with  wild  beasts,  savage 
tribes,  and  impassable  terrain. 

Forged  in  the  fires  of  its  past,  Talislanta  still  bears 
the  scars  of  The  Great  Disaster.  Once-fertile  territories 
have  been  reduced  to  deserts  and  wastelands;  storms 
of  aberrant  magical  energies  sweep  across  the  continent; 
the  remnants  of  ancient  empires  lay  buried  in  the  dust 
of  ages.  Across  the  continent,  descendents  of  the  Wild 
Races  and  A  rchaens  still  wage  war,  neither  trusting  the 
other.  M  agicians  attempt  to  control  forces  beyond  their 
comprehension,  while  prophets  of  doom  warn  of  the 
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coming  of  a  second  Great  Disaster. 

Y  et  for  all  its  problems,  Talislanta  is  not  without 
wonders:  enchanted  vistas  of  heart-rending  beauty, 
ancient  forests  untouched  by  time,  glittering  icecastles, 
the  spectacul  ar  sight  of  a  twi  n  sunset,  I  ost  riches  waiti  ng 
to  be  found,  and  ancient  secrets  still  to  be  unearthed. 
This,  then,  is  the  state  of  Talislanta  in  the  New  Age. 

tyk  PTOPL^y  or 
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The  humanoid  peoples  of  modern-day  Talislanta 
are  remarkably  diverse  in  outward  appearance,  exhibiting 
an  uncanny  variety  of  skin  colorations,  facial  features, 
and  bodily  forms.  Y  et  despite  these  discrepancies,  the 
continent's  humanoid  inhabitants  are  all  believed  to  be 
descended  from  one  of  four*  root  sources: 

1.  The  Wild  Races 

Primitivetri  besfolk  such  astheY  rmanians,  Druhks,  Za, 
Beastmenjaka,  and  Ur. 

2.  TheArchaens 

"Civilized"  humanoids  such  as  the  Cymrilians, 
Phantasians,Thaecians,  Hadjin,Aamanians,  Zandir,  and 
M  andalans. 

3.  M  agical  hybrids/mutations 

A  wide-ranging  group  consisting  of  hybrids  such  as 
Thralls,  M  uses,  Bodor,  Green  Men,  Araq,  and  Yassan; 
mixed  breeds  such  as  Rajans  and  Virds;  magically 
evolved  or  devolved  species  such  as  the  Gryphs  and 
Aeriad;  and  magically  mutated  species  such  as  the 
Ahazu  and  M  oorg-Wan. 

4.  E  xtra-dimensional  entities 

Includes  the  Sindarans  and  Ariane;  also,  so-called 
demons,  devils,  and  other  entities  who  have  come  to 
Talislanta  from  other  planes  of  existence. 

*  A  Ithough  the  A  rchaens  are  descended  from  the 
Wild  Races,  scholars  of  theNew  Ageclaimthatthetwo 
races  diverged  and  became  distinct  after  the  A  rchaens 
discovered  how  to  use  magic  to  alter  their  appearance. 
This  theory  is  supported  by  the  Wild  Races  as  well; 
such  is  the  ages-old  animosity  between  the  two  peoples 
that  neither  race  will  acknowledge  being  related  to  the 
other.  This  should  tell  you  all  you  need  to  know  about 
Talislantan  race  relations. 


To  the  neophyte  traveler  or  explorer,  Talislanta 
presents  nearly  unlimited  opportunities  for  discovery 
and  adventure.  Conversely,  the  possibilities  of  disaster 
are  at  I  east  as  numerous,  parti  cul  arly  for  those  unf  ami  I  i  ar 
with  the  many  unusual  cultures  native  to  this  realm. 
The  foreigner  is  best  advised  to  avoid  incautious 
behavior  at  all  costs;  keeping  a  keen  eye  out  for  signs 
of  trouble,  tactfully  acceding  to  the  customs  and  beliefs 
of  the  natives  (no  matter  how  odd  or  irrational  these 
may  seem),  and  maintaining  a  degree  of  civility  and 
decorum  in  public  places.  Traveling  in  groups  of 
trustworthy  companions,  wielding  cogent  magics,  and/ 
or  carrying  concealed  weapons  on  one's  person  are 
also  advisable,  unless  one  prefers  trusting  all  to  luck. 

The  gold  lumen  is  the  standard  coin  of  the  realm 
throughout  much  of  Talislanta.  A  single  gold  lumen  is 
equivalent  in  value  to  ten  silver  pieces,  or  one  hundred 
copper  pieces;  the  weight  of  any  twenty  standard-sized 
coins  can  be  estimated  at  approximately  one  pound. 
Other  currencies  in  use  throughout  the  continent 
include: 

A  amanian  Coppers 

These  wafer-like  coins  are  in  wide  use  only  in 
A  aman.  A  t  one  hundred  to  the  pound,  A  amanian  coppers 
are  considered  to  be  practically  worthless,  and  are 
spurned  in  other  regions. 

Antique  Coins 

Several  ancient  varieties  of  coin  are  valued  as 
antiques  by  Talislantan  collectors  and 
cu ri o  deal ers.  T he  most  notabl e  are  i  ncl  ude 
coins  of  the  old  Phaedran  dynasty,  worth 
twice  their  face  value;  coins  of  the  old 
M  azdak  dynasty,  equal  in  value  to 
Phaedran  coinage;  skull-visaged  coinsfrom 
the  tombs  of  K  hazad,  worth  up  to  five  times  their  face 
value;  any  type  of  coin  dating  from  the  Time  Before 
Time,  all  of  which  may  beworth  as  much  as  one  hundred 
ti  mes thei  r face  val  ue  ( especi al  I y  rare  coi  ns  may  be  w orth 
even  more  than  this). 

Dracartan  Pyramids 

These  triangular  coi  nsaremadeof  red  iron 
and  are  val  ued  at  f  i  ve  si  I  ver  pi  eces  each .  T  hey 
are  honored  in  all  lands  except  Rajanistan, 
where  the  ownershi  p  of  even  a  si  ngl  e  such 
coin  is  deemed  an  offense  punishable  by  death 
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popular 


Gold  Pentacles 

These  fine,  star-shaped  coins  are 
in  the  Seven  Kingdoms,  and  are  worth  five 
gold   lumens  throughout  the 
continent.  As  their  intricate  shape 
renders  them  difficultto  counterfeit,  gold 
pentacles  are  especially  favored  by 
merchants  and  traders. 


Imrian  Brass  Rings 

Worth  two  copper  pieces  each,  these  ring-shaped 
coins  are  popularly  worn  about  the  neck  on  strings  or 
chains.  M  ost  lands  that  outlaw  slavery  will  not  accept 
the  Imrians'  crude  coinage. 

L'Haan  Adamants 

Rarely  seen  outside  of  L'Haan,  adamants 
are  valued  at  twenty  gold  lumens  each  in 
this  region.  They  are  worth  twice  as  much 
in  other  lands,  where  adamant  is 
practically  unknown. 


Oceanian  Radiants 

These  "coins"  are  actually  the 
iridescent  scales  of  ancient  sea  dragons. 
In  Oceanus,  a  radiant  is  worth  one  gold 
lumen;  elsewhere,  radiants  are  valued  only 
as  curios. 


OrgovianYatma 

A  lead  coin  of  no  great  value,  rendered  completely 
worthless  when  the  yatma  was  devalued  following  the 
dissolution  of  the  old  Kingdom  of  Orgovia.  Hence  the 
term,  "not  worth  a  lead  yatma". 

Quan  Emperors 

These  handsome  coins  were  banned  after 
the  Kang  usurped  control  of  the  old 
Quan  Empire.  M  ost  were  collected, 
melted  down,  and  cast  into  gold 
lumens,  which  now  serve  as  coin  of 
the  realm  in  the  Kang  Empire.  Asa 
.'esult,  Quan  Emperors  have  become 
quite  rare,  and  are  val  ued  by  col  lectors  at  over  a  hundred 
gold  lumens  apiece. 

Zandir  Crescents 

These  half-moon  shaped,  attractive 
gold  coins  are  valued  at  ten  gold  lumens  in 
Z  and  u .  E I  sew  h ere,  th ey  are  w  o rth  a  si  n g I  e 
gold  lumen,  when  they  are  accepted  at  all. 


Beyond  the  walls  of  even  the  largest  Talislantan 
ci  ti  es  one  often  finds  littlebut  wil  derness  and  i  ntractabl  e 
terrain.  In  many  such  regions,  safe  and  reliable  roadways 
are  practically  non-existent,  a  situation  which  can  turn 
even  the  most  mundane- seemi  ng  journey  i  nto  an  exercise 
in  survival  techniques. 

The  Wilderlands  Road  is  an  ancient  and  decrepit 
affair  that  runs  from  the  eastern  borders  of  the  Seven 
Kingdoms  through  the  Wilderlands  territories  and  the 
desert  kingdoms  of  Djaffa,  Carantheum,  and  Rajanistan. 
The  safest  means  of  traversing  the  Wilderness  Road  is 
in  the  company  of  a  large  and  well-armed  caravan  or 
land  ark,  which  affords  some  protection  from  Beastmen, 
Za  bandits,  and  other  mal icious  predators.  The  Phaedran 
C  auseway  runs  from  Zandu  through  A  aman,  termi  nati  ng 
at  the  western  border  of  the  Seven  Kingdoms.  A  toll  is 
charged  at  the  gates  of  the  Great  Barrier  Wall,  which 
separates  the  two  rival  nations  of  A  aman  and  Zandu. 

The  Seven  Kingdoms  has  its  own  system  of 
roadways,  known  as  the  Seven  Roads.  Six  of  these  roads 
lead  to  the  capital  of  Cymril;  the  seventh  road  is  the 
Underground  Highway,  a  network  of  subterranean 
tunnels.  The  Seven  Roads  are  of  good  quality,  at  least 
by  Talislantan  standards.  The  Emperor's  Road  winds 
its  way  through  the  eastern  territories  of  the  Kang 
Empire.  The  only  thoroughfare  on  the  continent  that 
offers  a  semblance  of  security,  it  is  well-maintai  ned  and 
heavily  patrolled  by  cadres  of  K  ang  warriors.  Foreigners 
must  pay  a  prohibitive  toll  of  five  gold  lumens  at  all 
bridges  and  city  gates,  a  stricture  intended  to  discourage 
traveling  musicians,  peddlers,  and  other  undesirables 
from  traipsing  about  the  Empire. 

aw  aiaj^mavj 

TheAxisRiver,  inthewest,  and  the  River  Shan,  in 
the  east,  are  both  important  waterways,  and  are  used 
extensively  by  the  peoples  of  these  regions.  A  number 
of  lesser  rivers,  lakes,  and  inland  seas  are  also  considered 
navigable,  and  are  covered  in  greater  detail  elsewhere 
in  this  Guide.  With  the  exception  of  the  amphibious 
Imrian  slavers,  few  Talislantan  sailors  dare  to  venture 
into  open  waters,  a  phobia  not  entirely  attributable  to 
mere  superstition.  The  seas  and  oceans  surrounding 
the  continent  teem  with  dangerous  creatures  such  as 
giant  sea  scorpions,  as  well  as  roving  bands  of  M  angar 
Corsairs.  Accordingly,  most  Talislantan  sea  vessels 
navigate  by  hugging  the  coastline. 
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Asidefrom  the  slow  but  rel  i  abl  e  ex  ped  i  ent  of  pedal 
ambulation,  many  forms  of  overland  conveyance  are 
available  to  the  Talisl antan  traveler.  In  any  fair-sized 
city  there  is  I  ittlediff  iculty  i  n  obtai  ni  ng  a  mount,  general  ly 
at  reasonable  cost.  Equs  are  the  most  common  and 
rel  iable  of  steeds,  and  can  bef  ound  across  the  conti  nent. 
In  arid  or  desert  climes,  aht-ra  are  preferred,  as  these 
creatures  can  travel  long  distances  with  little  need  for 
water.  Squat  and  powerful,  land  lizards  are  best  suited 
to  the  towing  of  carriages  or  wagons.  In  Carantheum, 
duneships  and  land  arks  are  quite  popular. 

Several  types  of  water  craft  are  avai  I  abl  e  i  n  vari  ous 
parts  of  Talislanta.  Barges  and  flat-bottomed  skiffs  are 
ideal  for  navigating  rivers  and  lakes.  The  finest  sailing 
ships  are  the  majestic  dragon  barques  of  the  Sunra, 
though  M  angar  carracks  are  said  to  be  swifter  in  open 
waters.  Imrian  coracles,  drawn  by  giant  cave  eels  cal led 
kra,  are  seaworthy  but  difficult  to  manage.  TheZandir, 
Aamaniansand  Farad  make  serviceable  galleys,  though 
these  vessels  require  large  teams  of  slaves  to  man  the 
oars.  The  capabi I i ti es  of  the  omi nous  sai I i ng  vessel s  of 
the  B I  ack  Savants,  I  i  ke  thei  r  mysteri  ous  ow  ners,  remai  n 
largely  unknown. 

W  here  methods  of  I  and  and  water  travel  f  ai  I ,  there 
is  always  the  possibility  of  obtaining  passage  on  a 
windship.  These  wondrous  vessels  traverse  the  air  as 
sailing  ships  do  the  water.  They  are  so  costly  to  make 
and  maintain,  however,  that  few  can  afford  to  own  such 
magnificent  craft. 
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Talislanta  has  two  suns  and  seven  moons,  all 
purported  to  exert  powerful  magical  influences.  M  any 
T  al  i  si  antans  bel  i  eve  that  these  eel  esti  al  bod i  es  are  home 
to  divine,  diabolical,  or  demonic  entities.  It  has  even 
been  theorized  that  the  moons  are  actually  gateways  to 
other  di  mensi  ons,  or  real  i  ti  es  -  tears  i  n  the  di  mensi  onal 
fabric,  caused  by  forces  unleashed  during  The  Great 
Disaster.  The  moons'  peculiar  cycles  have  long  been  a 
sourceof  fascination  for  Tali  si  antan  seers,  astromancers, 
and  the  I  ike. 
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Talisl  antans  observe  a  lunar  calendar  based  on 
the  cycles  of  the  seven  moons.  The  calendar  is  divided 
asfollows: 

Seven  days =one  week 
Seven  weeks  =  one  month 
Seven  months  =  one  year 
Forty-nine  weeks  (343  days)  in  a  year. 

Tali  si  antan  months  are  named  after  the  seven 
moons,  each  of  which  has  its  own  sphere  of  influence. 
I  n  order,  these  are: 

Ardan:  the  purple  moon,  signifying  romantic  love 
Drome:  the  amber  moon,  associated  with  protection 
and  conjurations 

J  hang:  the  blood-red  moon,  said  to  grant  favor  to 

warriors  and  hunters 

L  aolis:  the  bl  ue  moon  of  sorrow 

Phandir:  the  green  moon,  a  sphere  of  mystery  and 

destiny 

Talisandre:  the  silver  moon,  regarded  as  a  capricious 
influence 

Zar:  the  dark  moon,  signifying  death  and  destruction 

Tali  si  antan  days  have  no  names,  but  are  referred 
to  by  number,  as  in  the  twelfth  of  Ardan,  the  thirty- 
seventh  of  Drome,  and  so  on. 

So  ends  our  introduction  to  theTraveler'sG  uide. 
M  ore  specific  information  on  the  peoples  and 
places  of  Talislanta  can  be  found  ahead.  May 
good  fortune  accompany  you  wherever  you  go 

Tamerlin 


CHAPTER  FIVE:TRAVELER'SGUIDE 


The  terri  tori  es  desi  gnated  as  the  Seven  Kingdoms 
encompass  a  diverse  range  of  terrain  types,  from  arid 
desert  and  rocky  canyons  to  deep  forests,  swamps,  and 
junglelands.  The  Axis  River  forms  the  western  border, 
while  the  waterless  Dead  River  canyon  performs  the 
same  function  in  the  east.  To  the  north  stand  the 
mountains  of  southern  Urag;  to  the  south,  the  dense 
swamps  and  mountains  of  M  og  and  J  hangara. 

The  Seven  Kingdoms  represent  a  loosely 
organized  confederation  of  seven  separate  city  states, 
each  ruled  by  its  own  king.  Established  during  the  New 
Age  by  the  descendants  of  various  peoples  displaced 
by  the  Great  Disaster,  the  Seven  Kingdoms  share  a 
common  government,  known  as  the  Council  of  Kings. 
The  Seven  Roads  link  the  capitals,  and  are  a  vital  east- 
west  I  i  nk  for  the  trade  caravans  of  Tal  i si anta.  T he  seven 
member-states  of  this  unique  confederation  are:  Astar, 
Cymril,  Durne,  Kasmir,  Sindar,Taz,  and  Vardune. 

This  system  of  one  underground  and  six  overland 
roadways  connects  each  of  the  Seven  K  ingdoms  to  the 
capital  of  Cymril,  and  intersects  with  such  important 
systems  as  the  Phaedran  Causeway  and  the  W  ilderlands 
Road. 


While  the  Seven  Kingdoms  are  among  the  safest 
and  most  stable  of  Talislantan  lands,  travel  along  the 
Seven  Roadscan  present  difficulties.  The  territories  that 
lie  beyond  the  citystates  continue  to  serve  as  home  to 


miscreant  wizards,  highwaymen,  and  predatory  beasts. 
The  civilized  versions  of  these  menaces  -  namely 
peddlers  and  charlatans  -  likewise  pose  a  nuisance  to 
travelers. 

TiK  ^flFTTRD  BORP^RLflDP? 

The  Seven  Kingdoms  jointly  maintain  three 
small,  fortified  outposts  located  along  the 
confederations  eastern  border  (see  W ilderlands  of 
Zaran,  The  Borderlands).  These  installations  are 
manned  by  contingents  of  the  Borderlands  Legion,  a 
mi  I  i tary  force  compri  sed  mai  nly  of  mercenari  es,  f orei  gn 
refugees,  and  outcasts. 

T)rK  wimvom  or 
arrm 

Astar  is  a  land  of  sylvan  glades,  lakes  and  streams. 
Idyllic  forests  drape  the  land,  opening  into  clear  fields 
and  meadows  of  wildflowers  in  all  the  colors  of  the 
rainbow.  Here,  in  this  enchanted  sylvan  setting,  dwell 
the  last  of  an  ancient  and  enchanting  race  of  beings 
known  as  the  M  uses. 

M  uses  are  among  the  most  beautiful  of  the 
humanoi  d  races.  T  hei  r  bodi  es  are  si ender  and  I  i the,  thei  r 
features  delicate  and  exquisitely  fashioned.  They  dress 
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in  translucent  robes  shaded  in  hues  complementing  the 
colors  of  their  skin,  hair,  and  butterfly  wings  -  pastel 
blue,  aquamarine,  turquoise,  violet,  and  rose,  to  name 
just  a  few. 

M  uses  are  descended  from  an  archaic  race  of 
forest  nymphs,  possibly  of  magical  origin;  the  ancient 
Archaens  often  summoned  such  creatures  for  their 
pleasure,  and  their  couplings  occasionally  yielded 
unexpected  results. 

The  M  uses  have  no  actual  settlements,  but  tend 
to  congregate  in  groups  of  varying  size  and 
composition;  individuals  come  and  go  as  they  please. 
M  use  children  are  raised  by  the  group's  whisps,  who 
teach  them  how  to  fly  and  to  find  food.  Y  oung  M  uses 
must  develop  telempathic  powers  for  themselves,  as 
these  talents  are  never  taught. 

Muses  erect  no  permanent  dwellings,  shunning 
physical  labor  as  tedious  and  uninspiring.  They  have  a 
near-symbiotic  relationship  with  the  race  of 
woodwhisps,  who  serve  them  as  "translators"  (see 
C  ustoms)  and  by  gatheri  ng  food  and  erecti  ng  i  mpromptu 
tent-pavillionsof  gossamer  and  flowering  vines,  which 
in  M  use  society  pass  for  domiciles.  In  return,  whisps 
are  rewarded  with  stimulating  telempathic  visions  and 


the  pleasure  of  the  M  uses'  company.  Every  M  use  has 
at  least  one  whisp  companion. 

To  other  Talislantans,  Muses  often  seem 
distracted,  disinterested,  and  aloof.  In  fact,  they  are 
contemplative  by  nature,  and  are  highly  perceptive  as 
regards  their  surroundings.  Muses  rarely  speak, 
preferring  to  communicate  via  telempathy,  or  thought- 
images,  which  are  used  to  convey  information  and 
emotions.  When  M  uses  wish  to  conserve  telempathic 
energy,  they  have  their  whisp  companions  speak  for 
them.  Given  the  animated  and  occasionally  sarcastic 
nature  of  whisps,  communications  of  this  sort  can  yield 
unusual  results. 

M  uses  are  promiscuous,  and  may  take  numerous 
sexual  partners  -  including  non-Muses,  though  such 
unions  rarely  bear  offspring.  These  trysts  may  be  of 
long  or  short  duration,  but  are  always  intensely 
passionate  (at  least  from  the  M  use's  point  of  view). 
Sometimes  the  attraction  is  such  that  a  M  use  will 
telempathically  "bond"  with  the  object  of  his  or  her 
affection.  While  the  obsession  lasts  a  M  use  will  follow 
the  beloved  one  anywhere  he  or  she  goes,  sharing  all 
that  they  experience  together.  The  infatuation  may  pass 
as  quickly  as  it  began,  though  M  uses  always  remain 
senti  mental  as  regards  thei  r  former  I  overs. 

The  Muses  have  no  full-time  King  or  Queen. 
Instead,  they  draw  straws  once  each  month  to  determine 
who  isto  represent theirpeopleattheCouncil  of  Kings 
in  Cymril.  The  holder  of  the  short  straw  is  then 
temporarily  crowned  King  or  Queen.  Muses  observe 
no  formal  laws  or  customs,  and  generally  do  as  they 
please.  Pettyjealousiesarenotunknown,  and  may  result 
in  squabbles.  Most  are  handled  by  those  involved, 
occasionally  through  intercession  by  whisps.  Muses 
who  commit  a  serious  offense,  such  as  the  improper  use 
of  telempathic  abilities,  maybe  banished  from  thegroup. 

\J)mK  &  Ration 

Muses  are  natural  telempaths,  able  to 
communicate  by  means  of  thoughts  and  images.  All 
possess  this  unusual  ability,  the  range  and  scope  of 
which  increase  with  practice.  M  uses  can  sense  the 
strong  emotions  of  others,  broadcast  and  receive 
thoughts,  project  mental  images,  sense  the  presence  of 
living  beings,  and  even  influence  others'  emotions. 


M  uses  have  no  formal  religion,  but  revere  nature  spirits 
of  all  sorts  and  have  a  great  love  of  life.  The  death  of  a 
Muse  or  a  whisp-companion  is  regarded  as  a  great 
tragedy,  requiring  an  elaborate  funeral  that  may  go  on 
for  days  after  the  deceased  has  been  laid  to  rest. 

Thir  Art? 

Muses  possess  a  natural  talent  for  all  artistic 
pursuits.  They  create  enchanting  musical  instruments, 
tapestries  of  colored  gossamer,  and  other  fine  goods, 
but  only  when  stricken  by  inspiration.  The  making  of 
telempathic  "paintings"  and  vistas,  among  the  most 
ephemeral  of  arts,  is  also  a  specialty  of  these  people. 
The  music  of  the  M  uses  tends  to  be  soft,  sweet,  lyrical; 
stringed  instruments  are  preferred.  M  uses  do  not  sing 
songs,  though  they  may  project  telempathic  images  as 
a  form  of  accompani  ment  to  thei  r  musi  c. 

M  uses  are  fluent  in  HighTalislan  and  Sylvan,  but 
regard  common  speech  as  coarse  and  unaesthetic.  They 
much  prefer  to  communicate  telempathically,  and  will 
often  use  whisp  "translators"  to  put  their  thoughts  into 
words.  M  use  names  are  based  on  flower-names,  such 
as  Lilyandre  and  Aramantus. 

U^ny^y 

Muses  have  no  weapons  or  armies,  and  in  fact 
are  averse  to  physical  violence.  However,  they  are  by 
no  means  defenseless,  as  many  an  intruder  into  A  star 
has  discovered,  to  his  or  her  regret  (see  sidebar). 

Muses  care  nothing  for  riches,  though  they  are 
attracted  to  things  of  beauty,  music,  and  sweets.  Such 
things  as  they  require  are  readily  available  from  the 
surrounding  environs:  pollen,  blossom  nectar,  and 
honey  for  food;  gossamer  for  clothes,  rare  woods  for 
musical  instruments.  Thegossamer tapestries  and  other 
artistic  wares  that  they  sometimes  create  are  treasured 
throughout  the  Seven  Kingdoms  and  beyond. 

(LlVRLVVKUl 

The  M  uses  of  Astar  remain  as  they  always  have 
been:  aloof,  and  seemingly  preoccupied  with  their  own 
concerns.  Attitudes  towards  these  folk  have  begun  to 
change,  as  the  full  extent  of  their  extraordinary 
telempathic  powers  begins  to  be  understood  by  the 
other  members  of  the  Seven  K  ingdoms. 


T^lXIDPflTHK  PriTD5T 


Because  the  M  uses  of  Astar  are  delicate  and 
sensitive  creatures,  they  are  regarded  by  many 
other  Tali  si  antan  races  as  weak  and  defenseless. 
Nothing  could  be  further  from  the  truth,  as 
anyone  who  has  ever  made  the  mistake  of 
threatening  or  angering  a  M  use  can  attest.  While 
M  uses  stringently  avoid  the  use  of  weapons  or 
physical  violence,  they  are  by  no  means  as 
defenseless  as  they  may  appear.  The  ability  to 
project  mental  images  via  tel empathy  can  be  a 
powerful,  and  even  deadly,  weapon. 


At  the  first  sign  of  danger,  M  uses  will  often 
project  a  form  of  imagery  intended  to  warn  or 
frighten  potential  aggressors;  usually,  atlessthan 
full  strength,  as  M  uses  are  averse  to  causing 
pain  if  it  can  be  avoided.  The  effects  of  this  type 
of  telempathic  projection  may  be  instantaneous,  ^ 
like  a  sudden  premonition  of  doom,  or  may 
escalate  over  the  course  of  several  moments. 
Warning  imagery  can  cause  the  subject  to 
experience  feelings  ranging  from  a  disturbing 
sense  of  insecurity  or  inadequacy  to  a  nameless, 
deep-rooted  dread.  If  the  intended  target  has  a 
great  deal  of  willpower,  these  feelings  can  be 
overcomeor  ignored.  Should  this  occur  the  M  use 
may  project  the  warning  again  and  again,  each 
ti  me  i  ncreasi  ng  the  amount  of  mental  power  used . 

Should  repeated  warning  imagery  fail  to  achieve 
the  desired  result,  the  M  use  may  have  no  choice 
but  to  use  the  most  dangerous  form  of  projection: 
telempathic  hallucination,  a  concerted  assault 
upon  that  part  of  the  attacker' s  brai  n  that  control  s 
the  senses.  U  sing  tel  empathy,  the  M  use  can  alter 
the  subject's  perception  of  reality  in  any  way 
desired,  creating  terrifying  illusions,  crippling 
phobi  as,  or  i  mpai  ri  ng  one  or  more  of  the  subj  ect' s 
senses.  A  sustained  attack  of  this  nature  can 
render  the  subject  utterly  insane,  bereft  of  his  or 
her  senses,  or  trapped  in  a  hallucinatory  reality 
from  which  there  is  no  escape. 


Vukzj  or  Dott 

Lake Zephyr 

This  scenic  body  of  water  is  a  favorite  trysting 
place  of  the  M  uses.  Diaphanous-winged  crystal  moths, 
waterwhisps,  and  many  colorful  species  of  avian  and 
aquatic  creatures  are  common  to  the  region,  as  are  less 
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benign  creatures  such  as  skalanx.  On  the  far  eastern 
banks  of  L  ake  Zephyr  is  a  docking  faci  lity  comprised  of 
ornate  wooden  barges  tethered  together  and  moored  to 
the  shore.  Here,  Dracartan  merchants  come  to  trade 
sweet  crystalline  powders  and  nectar  to  the  M  uses.  In 
return,  they  are  allowed  to  take  drinking  water,  which 
the  Dracartans  transmute  into  solid  blocks,  load  onto 
their  wagons,  then  begin  the  long  trip  by  caravan  and 
land  barge  back  to  the  Red  Desert. 

W  hisps  are  a  diminutive  and  mischievous  variety 
of  minor  elementals  who  dwell  in  the  forests  of  A  star 
and  other  woodland  areas.  There  are  three  known  types: 
the  brownish  woodwhisps,  who  know  secret  things 
about  the  woodlands  in  which  they  dwell,  and  are  fond 
of  Muses,  for  whom  they  sometimes  serve  as 


interpreters;  the  aqua-colored  waterwhisps,  shy 
creatures  who  make  their  home  in  woodland  streams 
and  ponds,  living  in  fanciful  "castles"  made  of  air 
bubbles  and  gossamer;  and  the  smoky  gray 
nightwhisps,  the  most  obnoxious  of  the  species,  who 
come  forth  at  night  to  play  cruel  pranks  on  other 
creatures. 

All  whisps  know  a  dint  or  two  of  magic,  and  are 
fascinated  by  enchanted  items.  They  are  partial  to  cakes, 
sweetmeats,  and  blossom  nectar,  which  can  be  used  to 
gain  their  favor  or  cooperation.  If  attacked,  whisps  will 
flee,  only  to  return  laterwith  reinforcements.  Somefolk 
claim  that  the  best  way  to  be  rid  of  annoying  whisps  is 
to  ignore  them  until  they  become  bored  and  leave. 
Others  suggest  ample  doses  of  whispbane,  live 
serpentvineand  yellow  stickler,  or  noxious  magics  as  a 
more  certai  n  remedy  for  these  ti  ny  trouble-makers. 


Size:  6",l-6oz. 
Attributes: 

INT  +1  PER  44 

WIL-2  CHA+1 
STR-10  DEX  +8 

CON-1  SPD  +8 

Ability  Level:  3+ 

Attacks/Damage:  Diminutiveweapon  atDR  1,  or  as  per 
spell  employed 

Special  Abilities:  Natural  Magic  with  three  Modes  of 
choice  at  Ability  Level,  flight,  swimming  (Waterwhisp 
only),  may  converse  in  humanoid  languages 
Armor:  None 
Hit  Points:  2 

PRYflP  B(J5r1 

This  slender 
and  graceful 
variety  of 
flowering 
shrub  is  found 
primarily  in  A  star  of  the 
Seven  Kingdoms.  Late  at 
night,  dryad  bushes  undergo  an 
uncanny  metamorphosis, 
becoming  beautiful  green  forest 
nymphs.  The  transformation  lasts 
only  until  dawn,  after  which  the 
nymphs  return  to  plant-form.  The 
esteemed  botanomancer,  Viridian, 
once  professed  to  have  been  married 
to  a  forest  nymph,  whom  he  saw 
only  between  the  hours  of 
sunset  and  sunrise. 

Size:  5'-6' 
Attributes: 

INT  +1*  PER +2* 

WIL+3  CHA+7* 

STR  -2*  DEX  +2* 

CON  +2  SPD  +1* 

*  in  nymph  form;  otherwise,  not  applicable 

Ability  Level:  1+ 

Attacks/Damage:  None  known,  though  attacks  may  be 
possible  in  nymph-form 

Special  Abilities:  M  etamorphose  from  plant  to  nymph 
form,  possible  Natural  M  agic  skill 
Armor:  Bark,  PR  4 
HitPoints:  16 
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TtK  Nmvom  or 

WIDRIL 

Cymril  isthe  capital  of  the  Seven  Kingdoms,  this 
due  as  much  to  the  country's  central  location  as 
anything  else.  Sweeping  hills  and  light  forest  dominate 
much  of  the  Cymrilian  countryside,  large  portions  of 
which  remain  uninhabited  to  the  present  day.  The 
greatest  part  of  the  population  lives  in  the  enchanting 
capital  of  Cymril,  a  city  of  crystalline  spires  and 
archways.  This  is  the  home  of  the  Cymrilians. 


established  an  independent  citystate,  which  came  to  be 
known  as  Cymril. 

Cymril  is  a  fabulous  city  of  crystal  towers,  domes, 
and  elevated  causeways.  H ere,  theCymrilian  magicians 
practice  their  arts,  creating  wondrous  windships, 
potions,  powders  and  other  magical  adjuncts.  Most 
Cymrilians  live  in  the  city,  in  fanciful  homes  made  of 
translucent  crystal. 

A  small  percentage  of  the  population  lives  in  the 
countryside,  dwelling  in  rustic  stone  cottages  or  tower 


Tall  and  slender  in  stature,  Cymrilians  have  pale 
green  skin  and  hair,  with  golden  eyes  and  handsome 
features.  All  types  of  exotic  apparel  are  in  vogue,  with 
magical  enhancements  used  to  alter  appearance  as 
desired. 

The  Cymrilians  are  descended  from  the  Phandre, 
a  people  related  to  the  ancient  A rchaens.  Exiled  from 
the  old  Phaedran  Empire,  the  Phandre  fled  eastwards 
and  settled  in  the  woodlands  of  Cymril.  In  time  they 


keeps.  Cymrilians  tend  to  have  small  families.  Couples 
usually  wait  until  they  arein  theirlatetwentiesorthirti es 
before  they  wed.  The  young  enjoy  romantic  affairs, 
typically  of  short  duration,  until  such  time  as  they  are 
prepared  to  settle  down.  Children  are  raised  by  both 
parents;  by  Cymrilian  law,  both  bear  equal  responsibility 
for  raising  and  caring  for  offspring. 

The  Cymrilian  people  are  divided  into  three 
political  groups,  each  of  which  had  their  origins  among 
the  ancient  Phandre.  The  most  numerous  are  the 
moderates,  or  Koresians,  who  comprise  about  95%  of 
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U)mK  in  ^YIDRILIflD  5o^TY 

Cymri I ians  are  enamored  of  M  agic  in  all  its  myria 
'forms,  many  of  which  have  become  integral  to  the 
culture  of  these  people.  Almost  every  Cymrilian 
owns  at  least  one  magical  adjunct,  and  often  more. 
The  majority  of  these  items  are  typically  of  limited 
power,  andareeitherpractical  orfrivolousin  nature. 
Young  children  favor  magical  toys,  such  as  dolls 
that  "speak"  a  few  simple  phrases,  or  miniature 
animal-constructs  that  move  of  their  own  volition. 
Among  adolescents,  enchanted  boots  or  slippers 
that  levitate  the  wearer  a  foot  or  two  above  the 
ground  are  very  popular,  as  are  magical  ! 
enhancements  used  to  alter  the  color  of  the  ski  n  or 
hair,  enchanted  garments  that  sparkle  or  glow  in 
the  dark,  and  so  forth. 


dult  Cymrilians  also  use  enhancements,  though 
generally  of  a  more  elaborate  and  expensive  sort;^ 
substances  or  items  that  enhance  the  user's 
intelligence,  memory,  resistance  to  disease,  sexual 
performance,  or  desirability  are  most  popular.  So 
are  enchanted  garments  that  confer  protection  from 
the  elements,  always  appear  freshly  pressed  and 
laundered,  exhibit  a  variety  of  changing  hues  and 
patterns,  and  so  forth. 

Many  popular  forms  of  entertainment  are  also 
influenced  by  the  Cymrilian  love  of  magic.  Among 
those  held  in  the  highest  esteem  are  exhibitions  of 
enchanted  art,  such  as  animate  sculpture,  paintings 
done  with  magical  pigments  that  change  colors  or 
move  about  the  canvas,  prismatic  arrangements  that 
emanate  holographic  images  or  whorls  of  color,  and 
soon.  Illusionist-artists  are  also  held  in  high  regard 
for  the  fantastic  panoplies  of  color,  sound,  and 
imagery  that  they  create.  One  of  the  most 
accomplished  artists  of  this  sort  was  the  great 
Faluche,  whose  works  incorporate  three- 
di  mensi  onal  i  1 1  usory  i  mages  w  ith  the  musi  c  of  the 
renowned  Bodorian  composer,  Sola. 


the  population.  These  folk  are  flexible  in  their  views, 
and  have  no  great  attachment  to  the  old  ways  of  their 
ancestors.  The  conservatives,  or  Tanasians,  make-up 
less  than  two  percent  of  the  population.  Once  the  ruling 
cl  ass  of  Cymri  I ,  they  are  know  n  for  thei  r  stri  ct  adherence 
to  tradition  and  stern  views  regarding  magical  lore,  which 
they  believe  should  not  be  shared  with  other  peoples. 
Following  an  unsuccessful  attempt  to  usurp  control  of 
the  monarchy,  most  Tanasians  were  exiled  or  fled  to 
distant  lands.  The  few  who  remain  in  the  citystate  are 


regarded  with  some  suspicion  by  other  Cymrilians.  The 
third  group,  comprising  about  three  percent  of  the 
population,  is  known  as  the  radicals,  or  Pharesians.  M  ost 
Pharesians  left thecitystatelong  ago,  protesting  against 
the  discriminatory  practices  of  the  conservatives.  M  any 
became  peddlers  of  magical  paraphernalia,  traversing 
the  Cymrilian  countryside  and  beyond. 

The  ruler  of  Cymril  is  known  as  the  Wizard  King, 
or  W  i zard  Q ueen,  if  a  f emal e.  T he  K  i ng  represents  C y mri  I 
in  the  Council  of  Seven  Kings.  He  is  assisted  by  the 
members  of  the  C  y  mri  I  i  an  C  abal ,  a  pentad  of  f  i  ve  advi  sors 
chosen  from  thefaculty  of  the  Lyceum  A  rcanum,  Cymri  I's 
i  nsti  tute  of  mag i  c.  U  sual  I y  the  most  capabl e  of  C y mri  1 0  s 
spell  casters,  the  Wizard  King  is  elected  by  popular 
vote,  and  serves  a  term  of  seven  years.  If  he  is  a 
reasonable  sort  of  person,  the  populace  will  allow  the 
Wizard  King  to  remain  in  power  for  the  full  term,  and 
may  even  allow  him  to  run  for  an  additional  term.  If  not, 
he  can  be  ousted  by  a  majority  votefrom  the  Cymrilian 
Cabal.  Cymril  has  a  court  system  which  guarantees 
individuals  accused  of  criminal  offenses  access  to  legal 
representation.  Crimes  involving  magic  are  regarded  as 
serious  offenses,  and  may  result  in  the  offender  being 
placed  in  stasis  or  banished  to  another  dimension. 

The  Seven  Kingdoms'  Council  of  Kings  meets 
once  a  month  at  the  Royal  Palace  in  Cymril.  Though 
relations  between  the  member  nations  are  usually  good, 
the  Seven  K  ings  seem  to  be  constantly  squabbling  over 
petty  laws,  tariffs,  boundary  lines,  prices  for  trade 
goods,  and  so  forth.  A  majority  vote  decides  all  issues, 
except  i  n  the  case  of  a  four-to- three  decision,  known  as 
an  "impasse."  Whenever  a  Council  ends  in  an  impasse, 
there  is  no  official  ruling  on  the  subject,  and  each 
kingdom  is  free  to  establish  its  own  lawsand  guidelines 
on  the  issue  in  question  until  thefollowing  Council.  As 
might  be  expected,  this  often  leads  to  incredible 
confusion.  Laws  can  change  abruptly,  curfews  or  new 
tariffs  may  be  instituted,  and  prices  for  goods  or  tolls 
may  fluctuate  wildly. 

WmK  &  Ration 

Cymrilians  are  not  an  especially  devout  people. 
M  ost  are  more  interested  in  magic  than  religion,  which 
is  not  surprising  given  the  peculiarities  of  Cymrilian 
culture.  Though  practicing  magicians  make  up  less  than 
one- tenth  of  the  popul  ace,  Cy  mri  I  i  ans  of  al  I  ages  possess 
an  i  nsati  abl  e  curi  osi  ty  as  pertai  ns  to  magi  c  (see  si  debar) . 

In  the  year  603,  the  Wizard  King  ordered  the 
magicians  of  the  Lyceum  Arcanum  to  open  the 


1 

institute's  secret  archives,  which  had  been  sealed  for 
centuries.  Inside  were  found  numerous  artifacts  from 
the  Forgotten  Age,  including  the  Archaen  Codex;  a 
repository  of  magical  secrets  that  may  predate  the 
ForgottenAge.  Cymrilian  scholars  estimate  thatitcould 
take  decades  to  decipher  and  analyze  the  complete 
contents  of  the  archives. 

Cymrilians  inter  their  dead  in  crystal  sarcophagi, 
a  practice  that  goes  back  hundreds  of  years  to  the 
founding  of  the  nation-state.  The  color  of  the  crystal 
used  in  the  making  of  these  funerary  devices  has  varied 
from  one  age  to  the  next,  though  until  recent  times 
variations  of  green  and  yellow  were  the  most  popular 
hues. 

Tyk  Art? 

Cymrilians  enjoy  a  widevariety  of  artistic  pursuits, 
including  painting,  sculpture,  decorative  crafts,  and  the 
creation  of  illusory  panoramas.  Cymrilian  music  employs 
exotic  magical  instruments  of  many  types,  and  ranges 
from  traditional  windship  sailors'  songs  of  the  bygone 
A  rchaen  Age  to  more  modern  and  abstract  compositions. 

Cy  mri  I  i  ans  converse  i  n  ei  ther  H  i  gh  or  L  ow  T  al  i  si  an, 
depending  upon  their  profession,  level  of  education, 
and  purported  degree  of  sophistication.  Common  names 
are  derived  from  old  A  rchaen  nomenclature,  as  in  Celene, 
Cirelle,  Califax,  M  erdigan,  and  Pandaran. 

V^ny^y 

Cymril  is  protected  by  powerful  armada  of 
windships  and  airborne  troop  carriers,  which  are 
commanded  by  skilled  swordsmages.  The 
confederation's  forces  are  augmented  by  several 
divisionsof  Thrall  infantry  and  mangonel  lizard  cavalry, 
B I ue  A eriad  scouts,  Gnomekin  infantry,  Kasmir 
engineers,  and  Sindaran  alchemists. 

^OIDIWR^ 

Cymril  is  the  continent's  leading  supplier  of 
magical  wares,  and  of  such  commodities  as  amberglass 
and  aquavit.  Caravans  from  many  lands  come  here  to 
trade  for  Cymrilian  products  and  goods  from  across  the 
Seven  Kingdoms.  A  brisk  trade  in  mi  nor  charms,  elixirs 
and  potions  is  done  throughout  the  city,  and  across  the 
countryside.  The  Lyceum  A  rcanum,  Cymril's  school  of 
magic,  produces  the  ski  I  led  enchanters,  alchemists,  and 
magicians  that  are  such  a  vital  part  of  the  Cymrilian 
economy.  Once  each  year,  the  city  of  Cymril  hosts  the 


Magical  Fair,  a  colorful  spectacle  lasting  two  weeks  and 
attended  by  folk  from  all  across Talislanta. 

GJORLLWOl 

Cymril  plays  an  important  role  in  the  Seven 
Kingdoms,  both  as  a  supplier  of  magical  wares  and  as 
an  integral  part  of  the  confederation's  defenses  and 
diplomatic  efforts.  Cymrilian  ambassadors  represent  the 
Seven  Kingdoms'  interests  in  many  foreign  countries, 
including  Carantheum,  the  Independent  Citystates,  the 
Western  Lands,  and  even  the  Kang  Empire. 

^yiDRiLifln  y^TTLxnwnTy 

TheCityofCymril 

The  Crystal  City  of  Cymril  is  widely  regarded  as 
Talislanta's  single  most  influential  center  for  trade  and 
cultural  exchange.  People  from  al  most  every  part  of  the 
continent  and  surrounding  environs  can  be  found  here, 
from  merchants  to  travelers,  pilgrims,  refugees  or 
expatriates  from  foreign  lands,  and  wayward 
adventurers.  The  city  is  also  known  for  the  Lyceum 
Arcanum,  Talislanta's  foremost  institute  of  magic. 
Surrounding  the  city  are  many  small  farms,  vineyards, 
and  country  estates.  M  ost  of  these  are  owned  by  G  reen 
Aeriad,  who  work  the  land  with  exceptional  skill.  The 
fruits  of  their  labors  are  transported  by  wagon  to  Cymril 
or  sold  at  roadside  stands. 


THE  SEVEN  KINGDOMS 


I 

Equs  are  a  hybrid  of 
mammal  and  reptile  prized 
as  steeds  throughout 
the  continent.  They 
are  quite  intelligent, 
and  have  their 
own  language, 
called  equan. 
Some  few  are 
even  able  to 
speak  the 
languages  of 
humanoids, 
though  a  natura 
tendency  toward 
secrecy  forbids  most 
equs  from  boasting  of 
this  abi  I  ity.  In  the  wild, 
they  travel  in  herds  of 
up  to  about  sixty 
individuals. 

There  are  four  sub- 
species of  equs:  the  common 
and  reliable  graymane;  the  swifter  but  less  durable 
silvermane;  snowmanes,  built  to  endure  frigid  climes 
and  sure-footed  on  ice  or  snow;  and  coal-black 
darkmanes,  aggressive  and  spiteful  creatures  who  often 
attack  other  equs  on  sight. 

Size:  5'+at shoulder,  400-600  lbs. 
Attributes: 

INT -3  PER+3 
WIL+4  CHA -3* 

STR  +3  DEX  +3 

CON +2*  SPD+7* 
(SPD  +8forsilvermanes; CON  -KLforsilvermanes; CHA 
-7  for  darkmanes) 
Abi  I  ity  Level:  5-10 

Attacks/Damage:  Kick:  DR  13,  Bite:  DR  5 
Special  Abilities:  Ability  to  converse  in  Equan  (some 
few  Equs  are  also  known  to  speak  humanoid  languages), 
immune  to  cold  (snowmanes  only) 
Armor:  Scaly  hide,  PR  2 
H itPoints:  35 


and  borders  of  Cymril .  The  tree  is  notable  for  its  "mantle" 
of  dark  green  foliage,  which  gives  it  the  semblance  of  a 
tal I  hooded  man.  H  ybri ds  created  back  i n  A  rchaen  ti mes, 
sorcerer  trees  may  have  been  used  to  frighten-off 
supersti  ti  ous  tri  bes  of  w  i  I  d  f  ol  k .  T  he  w ood  of  the  sorcerer 
tree  is  still  used  in  the  making  of  enchanted  staves  and 
wands,  and  is  thought  to  possess  magical  virtues. 

IDODITOR  imP 

Monitor  imps  are  tiny  creatures  of  extra- 
dimensional  origin  and  considerable  intellect.  On  their 
home  plane  they  sometimes  serve  greater  devils  as 
scribes,  spies,  look-outs,  and  snitches.  Tali  si  antan  spell 
casters  often  summon  monitor  imps  and  use  them  for 
similar  purposes.  W  hen  bound  to  service,  the  creatures 
possess  the  additional  virtue  of  being  unable  to  utter 
an  untruth.  Unfortunately,  tact  is  not  an  attribute 
normally  associated  with  monitor  imps,  who  can  be 
sarcastic  when  they  feel  they  are  being  worked  too  hard. 

Size:  l"-4"  in  height,  1-4  oz. 
Attributes: 


PER +5 
CHA -2 
DEX +5 
SPD0 


INT+2 
WIL0 
STR -5 
CON0 
Ability  Level:  1-4 
Attacks/Damage:  Bite:  DR  1 
Special  Abilities:  Detect  invisible/astral/ethereal 
presences,  literate  in  humanoid  languages,  read  magical 
scripts  on  INT  roll 
Armor:  None 
Hit  Points:  2 


yOTCXR^R  TR^ 

This  rare  conifer  is  found  only  in  woodland 
regions  such  as  the  I  ight  forests  that  cover  the  outski  rts 


tyk  Nmvom  or 

DUNK 

Durne  is  a  land  of  grassy  knolls,  gently  rising 
hills,  and  sparse  woodlands.  Herds  of  wild  greymanes, 
durge,  and  muskront  forage  along  the  slopes,  wary  of 
exomorphs  or  malathropes  on  the  hunt.  Scoured  by  black 
winds  during  The  G  reat  Disaster,  the  soil  of  this  region 
is  too  poor  to  farm,  and  supports  little  in  the  way  of 
vegetation.  However,  the  territories  that  lay  beneath 
the  surface  are  rich  in  natural  resources,  from  crystals 
and  mineralsto  root-crops  and  clear  underground  lakes. 
Here,  in  the  subterranean  city  of  Durne,  live  a  people 
known  as  theGnomekin. 


The  G  nomeki  n  are  a  di  mi  nuti  vef  ol  k  who  average 
just  over  three  feet  in  height.  They  have  nut-brown 
complexions,  muscular  bodies,  and  wide-eyed,  almost 
childlike  features.  Both  the  males  and  females  have  a 
crest  of  soft,  black  fur  running  from  the  center  of  the 
forehead  to  the  small  of  the  back. 

G  nomeki  n  cl  ai  m  to  be  descended  from  an  anci  ent 
subterranean  race  related  to  the  Gnorls  of  Werewood. 
However,  some  Talislantan  scholars  believe  that  the 
forebears  of  the  G  nomeki  n  may  have  been  a  people  who 
originally  lived  on  the  surface,  but  fled  underground  in 
order  to  escape  the  effects  of  The  G  reat  D  isaster. 

Gnomekin  live  in  underground  colonies,  each 
comprised  of  a  number  of  single-family  dwellings  known 
as  nooks.  Gnomekin  nooks  are  like  small  caves,  lined 
with  carpets  of  soft  and  sweet-smelling  moss; 
furnishings  are  spare  and  made  from  polished  stone 
covered  with  moss  for  comfort.  Underground  streams 
and  brooks  provide  fresh  water.  Phosphorescent  fungi 
provide  a  faint  illumination  —  enough  for  a  Gnomekin 
to  see  clearly,  though  outsiders  sometimes  have  a  hard 
ti me  getti ng  accl  i mated  to  the  gl oom. 


Gnomekin  area  warm  and  friendly  folk,  possessed 
of  an  al  most  chi  I  dl  i  ke  i  nnocence.  Thei  r  f  ami  I  ies  are  close- 
knit,  and  often  quite  large.  It  is  not  uncommon  for  a 
Gnomekin  couple  to  have  a  dozen  or  more  offspring 
(see  si  debar) .  G  nomeki  n  subsi  st  on  mushrooms,  tubers, 
roots,  and  I  i  chen;  many  tasty  di  shes  are  made  from  these 
simple  ingredients.  A  sweet  and  nutritious  syrup,  made 
from  the  sap  of  certain  roots  that  extend  far  below  the 
earth,  i  s  a  favorite  dri  nk  of  the  young.  A  dult  G  nomeki  n 
prefer  mushroom  ale. 

^(jyTOIT)? 

Of  all  the  Talislantan  races  it  is  likely  that  none 
knows  more  about  the  U  nderground  H  ighway  than  the 
Gnomekin.  TheGnomekin  began  a  concerted  effort  to 
map  the  full  extent  of  the  Underground  Highway  in  the 
year  607.  To  date,  they  have  charted  most  of  the  tunnels 
that  extend  beneath  the  Seven  Kingdoms,  and  have 
surveyed  parts  of  the  system  extending  as  far  east  as 
the  Volcanic  Hills,  as  far  north  as  the  borders  of  Narandu, 
and  as  far  south  as  the  borders  of  the  D  ark  C  oast.  M  aps 
and  geomantic  studies  of  the  Underground  Highway 
may  be  purchased  in  the  city  of  Durne. 

Durne  is  ruled  by  a  pair  of  hereditary  monarchs 
known  simply  as  the  King  and  Queen  of  Durne.  The 
G  nomeki  n  Q  ueen  i  s  the  matri  arch  of  al  I G  nomeki  n  f  ami  I  i  es. 
She  is  responsible  for  determining  fair  prices  for  the 
goods  produced  i n  D  urne' s subterranean  gardens,  which 
are  delivered  to  Cymril  via  the  Underground  Highway. 
The  King  of  Durne  serves  as  commander-in-chief  of  the 
country's  small  but  fierce  army. 

Crime  is  unknown  among  the  Gnomekin,  who 
would  never  dream  of  doing  anything  to  harm  their 
friends,  family,  or  neighbors.  Foreigners  who  cause 
problems  in  Durne  are  arrested  and  detained  in  cave- 
cell  s  unti  I  one  or  both  of  the  monarchs  has  ti  me  to  revi  ew 
the  case.  The  most  common  punishment  is  expulsion 
forlifefrom  Durne. 

WmK  &  Ration 

Gnomekin  have  a  deep  reverence  for  the  earth 
and  for  the  earth  goddess  Terra,  who  is  revered  as  their 
people's  benefactor.  They  are  not  much  for  dogma  or 
formal  ceremonies,  but  prefer  simple  prayer  services 
conducted  in  sacred  caverns  by  the  female  priestesses 
of  the  G  reat  M  other.  G  nomeki  n  i  nter  thei  r  dead  deep  i  n 
the  earth,  or  as  they  say,  "close  to  the  Goddess". 


> 


All  in  th^  Family 


"T he G  nomeki n  are wel I  know n  for thei r devoti on 
to  family  and  love  of  children.  In  combination, 
these  two  qualities  result  in  family  groups  of 
incredibly  large  size.  It  is  not  uncommon  for  a 
Gnomekin  child  to  have  as  many  as  two  dozen 
siblings,  forty  aunts  and  uncles  (their  parents' 
siblings),  and  over  five  hundred  first  cousins 
(their  parents'  siblings'  siblings).  Throw  in 
parents,  grandparents,  great-grandparents, 
great-great-grandparents,  and  a  veritable  army 
of  second,  third,  fourth,  fifth,  sixth,  and  seventh 
cousins,  and  a  Gnomekin's  extended  family  may 
easily  number  into  the  thousands. 

Marriage  is  yet  another  aspect  of  Gnomekin 
culture  that  contributes  to  the  growth  of  the 
family.  For  when  Gnomekin  of  differentfamilies 
marry,  each  of  the  groups  adopts  the  entire  other 
clan  as  part  of  its  family.  In  fact,  it  is  said  that  a 
G  nomeki  n  w  ho  chances  to  meet  another  of  hi  s  or 
her  peopleanywhereinTalislantacan  usually  be 
assured  thetwo  of  them  are  related  i  n  one  manner 
or  another,  whether  through  blood  ties  or 
marriage.  So  it  is  not  necessari  ly  an  exaggeration 
when  Gnomekin  say  that  they  are  all  part  of  one 
big  family.' 


Crystalomancy  is  a  field  of  magic  practiced 
extensively  by  the  G  nomekin.  They  consider  crystals  to 
beagiftfromTerra. 

Thir  Art? 

Gnomekin  are  experts  at  growing,  polishing, 
cutting  and  appraising  all  types  of  crystals  and 
gemstones.  Decorative  crystal  gardens  can  be  found 
throughout  any  Gnomekin  settlement,  and  the  art  of 
growing  colored  crystals  into  beautiful  shapes ,  called 
crystal  sculpture,  is  practiced  by  many  Gnomekin.  The 
underground  panoramas  created  by  the  best  of  these 
artists  are  said  to  be  quite  breath-taking.  Gnomekin 
music  is  soft  and  pleasant  to  the  ear,  and  is  something 
of  a  family  affair.  The  lilting  melodies,  sung  by  children 
and  adults  together,  are  based  on  a  five-tone  scale  and 
have  no  words.  Wind  instruments  made  from  tubular 
fungi  and  "drums"  made  from  the  caps  of  large 
mushrooms  are  used  for  accompaniment. 


Gnomekin  are  so  modest  and  unassuming  by 
nature  that  they  almost  never  refer  to  themselves  in 
conversation.  For  example,  among  these  folk  "Am 
pleased  to  see  you"  means  "I  am  pleased  to  see  you". 
Gnomekin  speech  sounds  much  like  purring.  Common 
names  havea  I  i  Iti  ng  sound,  such  as  A  bo  E  bo,  E  no  E  robia, 
Aba  Edaba,  and  Obo  Orabio. 

The  Gnomekin  Army  is  a  small  but  highly 
competent  force  of  light  infantry.  They  excel  at  all  aspects 
of  subterranean  combat,  and  move  swiftly  and  silently 
underground. 

^OIDIWR^ 

C  rystal s  of  many  sorts  are  Durne's  pri  mary  export 
and  source  of  income.  Shipments  of  these  goods  are 
conveyed  by  durge-drawn  wagons  along  the 
Underground  Highway  to  Cymril,  and  from  thereto  the 
rest  of  the  Seven  K  i  ngdoms  and  beyond.  Other  exports 
includegems,  minerals,  mushrooms,  fungi,  edibleroots 
and  tubers,  root  syrup,  and  mushroom  ale. 

(UORLLWOI 

G  nomeki  n  mark  the  U  r  and  thei  r  al  I  i es  as  enemi es, 
and  have  good  reason  to  be  wary  of  the  Satada  and 
Subterranoids.  They  enjoy  excellent  relations  with  the 
other  member  states  of  the  Seven  Kingdoms,  but 
otherwise  have  few  contacts  with  other  countries. 

QnornrND  y^TTLxro^DTy 

Subterranean  City  of  Durne 

The  Gnomekin  have  but  a  single  settlement,  the 
subterranean  city  of  Durne.  Constructed  some  two 
hundred  feet  below  ground,  the  settlement  consists  of 
numerous  moss-lined  cave  dwellings,  pools,  and 
grottoes,  connected  by  a  complex  maze  of  tunnels.  Large 
caverns  are  used  for  the  growing  of  mushrooms  and 
tubers,  underground  lakes  serving  as  hatcheries  for 
several  species  of  subterranean  fish  and  molluscs.  The 
Gnomekin  also  grow  amber  crystals,  raw  materials  useful 
in  the  making  of  magical  orbs  and  scrying  devices. 

Pm^y  or  Dott 

T  he  U  nderground  H  ighway 

The  U  nderground  H  ighway  is  a  vast  network  of 
tunnels,  subterranean  rivers,  and  passageways  that 
extends  throughout  the  continent  of  Talislanta.  The 


section  connecting  thecity  of  Durneto  Cymril  is  suitable 
for  use  by  wagons  and  mounts,  has  been  used  as  a 
major  trade  route  for  over  two  hundred  years.  This 
passage  intersects  with  two  other  serviceable  roadways, 
one  leading  to  V  ardune  and  Taz,  and  the  other  to  Sindar, 
K  asmir,  and  A  star.  The  H  ighway  is  by  no  means  uniform 
in  construction  or  design.  Some  of  thetunnelsare  barely 
five  feet  in  diameter;  others  are  wide  enough  to  allow 
passage  of  a  land  ark.  Some  run  at  a  consistent  depth 
for  miles  on  end,  while  others  run  uphill  and  down, 
winding  like  serpents  through  the  subterranean  depths. 

5UBTTRRflDOIP 

Subterranoids  are  massive  bipeds  who  dwell  far 
below  the  surface  of  Durne,  and  may  be  found  in 
underground  regions  across  Talislanta.  Bands  of 
subterranoids  sometimes  tunnel  up  from  the  depths  to 
prey  on  Gnomekin  settlements,  or  to  ambush  travelers 
along  the  Underground  Highway.  In  combat, 


subterranoids  wield  strange  looking  swords  made  of  an 
unbreakable  black  metal.  Despite  numerous  attempts, 
Talislantan  metallurgists  have  as  yet  been  unable  to 
identify  this  substance.  A I  most  nothing  is  known  of  the 
subterranoids'  lifestyle,  habits,  or  customs,  though  it 
has  been  observed  that  these  creatures  are  unaffected 
by  heat  or  flame.  A  ble  to  see  in  total  darkness,  they  are 
sensitive  to  strong  light,  which  causes  them  pain. 
Size:  6'-7',  300-400+1  bs. 
Attributes: 

INT-2  PER+1 
WIL+4  CHA-5 
STR  +5  DEX  -2 

CON  +5  SPD-2 


Ability  Level:  6-15 

Attacks/Damage: Tusks:  DR  9,orSword:  DR  15 
Special  A  bilities:  Immune  to  heat  and  fire,  see  in  darkness, 
-5  to  all  Action  Table  rolls  in  strong  light 
Armor:  Exoskeletal  plates,  PR  6 
HitPoints:  34 

rowrr  5torozoip 

The  scarlet  sporozoid  is  a  blood-red  variety  of 
mushroom  found  only  in  dark,  damp  environs  such  as 
swamps,  ancient  crypts,  and  the  subterranean  tunnels 
around  Durne  and  other  regions.  If  disturbed  or 
approached  carelessly,  the  fungus  will  expel  a  cloud  of 
crimson  spores.  Each  of  these  tiny  spores  is  a  living, 
feeding  organism  that  will  greedily  devour  organic 
substances  of  any  sort,  including  hide,  flesh,  and  even 
bone.  The  spores  feed  continuously  until  the 
unfortunate  victim  is  dead,  at  which  time  new  scarlet 
sporozoids  begin  growing  from  the  unwitting  host's 
corpse. 

Firewill  kill  asporozoid  or  its  malignant  spores, 
though  a  medicinal  purge  is  the  preferred  treatment  for 
victi  ms  of  a  sporozoid  attack.  Radiant  magical  light,  cast 
directly  upon  a  scarlet  sporozoid,  will  render  it 
temporarily  unable  to  expel  its  deadly  spores. 

Size:  2"-12",  1-6  oz. 
Attributes:  All  negligible 
A  bility  Level:  1 

Attacks/Damage:  Spores:  DR  4  per  round 

Special  Abilities:  Rendered  impotent  by  radiant  light, 

spores  harmed  only  by  fire/acid/anti- parasitic  purge 

Armor:  None 

HitPoints:  1  (mushroom) 


th<;  Npqpom  or 

Kasmirisan  arid  region  bordered  to  the  south  by 
the  J  aspar  M  ountai  ns  and  to  the  east  by  the  W  i  Iderlands 
of  Zaran.  A  barren  land  swept  by  sandstorms 
throughout  much  of  the  year,  Kasmir  presents  a  terrain 
of  ever-shifting  proportions,  its  dunes  swelling  or 
receding  according  to  the  prevailing  winds.  By  day  the 
twin  suns  beat  down  upon  the  desert  sands  without 
surcease;  by  night,  the  temperature  drops,  and  an  icy 
chill  descends  across  the  desert.  The  harsh  environs 
are  home  to  a  desert  people  known  as  the  Kasmirans. 

The  Kasmirans  are  short  and  lean  with  odd- 
looking,  shriveled  features.  They  dress  in  hooded 
cloaks,  loose  robes,  and  curl -toed  boots  or  slippers, 
apparel  wel  I  -suited  to  the  extremes  of  thei  r  envi  ronment. 

O ri gi  nal  I y  a  nomad i c  f  ol  k  d i spl aced  by  T he  G  reat 
Disaster,  the  Kasmirans  are  a  wealthy  people,  though 
how  they  acquired  their  fortune  is  unknown;  some  say 
they  were  once  partners  of  the  Djaffir.  They  established 
settlements  in  the  Kasmir  desert  around  the  beginning 
of  the  second  century. 

K  asmi  rans  I  i  ve  i  n  wi  ndowl  ess  stone  towers,  thei  r 
doors  barred  and  locked  to  protect  against  thieves.  Spy- 
tubes  are  used  to  scan  the  surroundi ngs  before  al lowi  ng 
any  visitor  to  enter.  They  subsist  on  a  simple  diet  of 
coarse  black  bread,  desert  palm  fruit,  a  type  of  hard 
erd's  cheese  called  kasmara,  and  cups  of  steaming-hot 
mochan.  Kasmiran  families  are  insular  by  nature  and 
suspicious  of  outsiders.  Only  members  of  thesamefamily 
and  ancestral  clan  truly  are  trusted;  a  K  asmi  ran' s  I  i  neage 
is  evident  in  his  or  her  name,  which  among  Kasmirans 
serves  as  an  individual's  references  (see  Language). 
Cooperative  endeavors  with  other  families  can  be 
achieved,  though  usually  only  through  protracted 
negotiations.  Kasmirans  marry  late  in  life,  and  never 
divorce.  No  marriage  is  allowed  to  take  place  without 
the  permission  of  both  families.  The  husband  is  the 
nomi  nal  head  of  the  household,  though  a  wife  who  earns 
more  than  her  husband  may  surpass  him  in  influence. 
Children  are  raised  by  the  parents  until  age  three,  when 
they  are  sent  to  a  guildschool  to  learn  a  profession. 


The  Kasmirans  are  renowned  throughout  the 
continent  as  misers,  and  as  crafty  negotiators.  The  Djaffir 
merchant  tribes,  who  still  do  business  with  the 
K  asmi  rans  from  ti  me  to  ti  me,  commonly  refer  to  them  as 
tu-beshal,  which  means  "blood-suckers",  though  the 
term  carries  certain  lewd  connotations  as  well .  I  n  truth, 
the  Kasmirans  are  not  cheap  or  stingy;  they  are  just 
extremely  frugal  (see  sidebar).  This  is  an  old  habit 
acquired  from  the  days  when  the  ancestors  of  the 
Kasmirans  were  poor  desert  nomads,  homeless  and 
destitute.  In  order  to  ensure  that  such  an  occurrence 
could  never  happen  again,  Kasmirans  made  it  a  practice 
to  save  and  safeguard  their  money,  which  they  keep  in 
personal  vaults  warded  with  multiple  locks  and  trap- 
mechanisms. 
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In  many  ways,  Kasmirans  are  different  from  the 
other  mercantile  peoples  of  Talislanta.  Unlike  the 
I  spasi ans,  K  asmi  rans  are  hard- worki  ng  f  ol  k  w ho  are  not 
afraid  to  get  their  hands  dirty.  They  tend  to  be  fiscally 
conservative,  and  don't  like  to  invest  in  large  scale 
commodities  or  risky  ventures.  Unlike  the  Farad, 
Kasmirans  never  deal  in  drugs,  stolen  goods,  or 
dangerous  contraband.  Though  they  can  be  shrewd 
and  crafty,  most  Kasmirans  are  scrupulously  honest, 
and  are  sticklers  for  detail;  their  contracts  are  interpreted 
exactl  y,  to  the  I  etter.  Sti  1 1 ,  i  t  i  s  w  i  se  to  read  the  f  i  ne  pri  nt 
before  signing  a  contract  with  a  Kasmiran,  in  order  to 
avoid  the  possibility  of  unpleasant  surprises. 

The  ruler  of  these  people,  known  simply  as  the 
King  or  Queen  of  K  asmi  r,  is  elected  by  a  form  of  popular 
vote.  H  owever,  only  the  heads  of  the  one  hundred  most 
i  nf  I  uenti  al  f  ami  I  i  es  are  al  I  owed  to  cast  bal  I  ots.  T  he  K  i  ng 
or  Queen  is  allowed  to  remain  in  office  only  so  long  as 
the  wealthy  Kasmiran  moneylenders  feel  he  or  she  is 
effectively  representing  their  best  interests.  Any  ruler 
who  fails  to  live  up  to  their  expectations  is  quickly 
replaced.  In  Kasmir,  individuals  accused  of  a  criminal 
act  have  the  right  to  obtain  legal  counsel,  at  their 
expense.  Reneging  on  a  contract  is  a  very  serious 
offense,  punishable  by  fines,  reparations,  and/or 
imprisonment.  Kasmirans  employ  mercenaries  to  collect 
on  bad  debts,  and  in  extreme  cases,  may  even  hireA  rimite 
Revenants  to  find  those  who  flee  in  order  to  escape 
their  responsibilities. 

\J)mK  &  Ration 

A  small  percentage  of  the  Kasmiran  population 
practices  magic,  mainly  for  its  financial  benefits. 
Kasmirans  are  atheists;  they  haveno  religion,  and  revere 
no  deities.  Some  say  that  the  ancestors  of  the  K  asmi  rans 
abandoned  their  god  after  The  G  reat  Disaster,  believing 
that  he  had  forsaken  them.  Kasmirians  bury  the  dead 
along  with  a  portion  of  their  wealth  in  locked  stone 
vaults  warded  with  traps  of  many  sorts.  The  buried 
wealth  is  considered  an  investment,  and  a  hedge  against 
inflation  or  other  financial  calamities.  The  traps  are  a 
necessary  safeguard  against  tomb-robbers. 

Th^  Art? 

Kasmirans  practice  few  crafts  that  do  not  have 
someimmediate practical  value.  M  ostfeel  thattheirtime 
is  best  spent  at  work.  The  Kasmirans  have  no  known 
musical  tradition. 
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The  Kasmirans  observe  a  great  number  of 
ancient  traditions,  some  of  which  may  seem 
strange  and  even  bizarre  to  outsiders.  When  in 
the  company  of  these  folk,  outsiders  would  do 
well  to  familiarize  themselves  with  certain 
important  rules  of  etiquette,  which  may  be 
expressed  as  follows: 

If  you  are  invited  into  a  K  asmi  ran' s  home,  knock 
once  on  the  door  and  wait  patiently  for  a 
response.  This  may  take  several  minutes,  as  it  is 
likely  that  your  host  will  first  scrutinize  you 
thoroughly  through  a  combination  of  peepholes 
and  spy-tubes.  Do  not  take  offense;  this  is  the 
usual  custom  among  all  Kasmirans.  When  all 
locks  have  been  undone,  you  may  enter  your 
host's  home.  Again,  be  patient,  as  this  may  take 
a  few  moments.  V  i  si  tors  to  a  K  asmi  ran  abode  are 
expected  to  sit  on  the  floor,  as  the  Kasmir  do 
themselves.  A  rug  ormatwill  always  be  provided 
for  this  purpose;  take  care  not  to  wipe  your  feet 
on  it  when  you  enter,  as  this  is  regarded  as  a 
great  insult.  Your  host  will  offer  one  or  more 
cushions  for  you  to  lean  upon.  Take  it  with  your 
thanks;  such  perquisites  come  free  of  charge.  If 
a  Kasmiran  host  offers  you  more  than  one 
cushion  it  is  a  sign  that  he  or  she  regards  you  as 
a  "valued  customer"  -  in  Kasmiran  terms,  one 
with  whom  the  host  hopes  to  do  business. 

While  visiting  with  your  host  never  requestfood 
or  drink  unless  it  is  offered  to  you.  To  make  such 
a  request  is  considered  poor  manners;  what  if 
the  Kasmiran  has  only  enough  food  and  drink 
for  himself?  Should  refreshments  be  offered,  the 
polite  response  is  to  offer  monetary 
compensation  to  your  host.  The  host  should  take 
only  enough  to  pay  the  cost  of  purchasing, 
transporting,  storing,  cooking,  and  serving  the 
food-  any  more  than  thiswould  beimpolite.  Do 
not  complain  about  the  lack  of  light  inside  a 
Kasmiran  abode.  For  economic  reasons, 
Kasmirans  rarely  use  more  than  a  single  candle 
or  smal  1 1  antern  to  i  1 1  u mi  nate  a  room .  T  hi  s  may  do 
littleto dispel  thegloom, forthetypical  Kasmiran 
abode  has  no  windows.  However,  keep  in  mind 
that  the  lack  of  windows  is  due  to  the  Kasmiran 
fear  of  thieves,  and  complaints  associated  with 
this  subject  may  reflect  poorly  upon  your  own 
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Kasmirans  are  fluent  in  Low  Talislan  and  the  old 
Nomad  tongue.  Kasmiran  names  are  a  combination  of 
personal  (first)  name,  family  name,  and  ancestral  clan 
name.  F  or  exampl  e,  A  zi  al  D  i  n  means  "A  zi  of  the  al  fami  ly, 
of  the  Din  tribe".  Other  common  namesincludeAbn  na 
Fal,  Abas  el  Adin,  KafadaNir,  and  so  on. 

Kasmir  has  no 
army  of  its  own,  but  is 
protected  by  a 
mercenary  force 
comprised  mainly  of 
Thrall  mangonel  lizard 
cavalry  and  Blue 
Aeriad  scouts.  M  ostof 
these  troops  are 
stationed  in  fortified 
barracks  facilities 
located  with  a  few  miles 
of  the  eastern  border  of 
Kasmir.  Though  the 
country  as  a  whole  has 
no  organized  system  of 
fortifications,  even  the 
lowliest  Kasmiran 
tower-dwelling  is  I  ike  a 
fortress,  capable  of 
withstanding  a  small 
siege  force  for  several 
days. 

M  oney-lending 
is  the  business  of  the 
kingdom,  and  Kasmir's 
money-lenders, 

appraisers,  and  audi  tors  are  unexcelled  in  their  respective 
crafts.  They  finance  caravans,  buy  and  sell  quantities 
of  trade  goods,  and  lend  money  to  fund  small -to-medium- 
sized  ventures  of  many  different  sorts  —  but  only  after 
careful  scrutiny  and  negotiation  of  contracts.  Money 
changers  are  available  in  any  Kasmiran  settlement,  and 
w  i  1 1  g  I  ad  I  y  c  o  n  v  ert  f  o  rei  g  n  c  u  rren  c  i  es  at  current  rates  of 
exchange  in  return  for  a  fee  of  just  one  percent.  Kasmir 
is  also  known  for  its  artificers,  who  create  intricate 
mechanisms  such  as  puzzle  locks,  security  devices,  and 
clock-work  devices  of  superior  quality.  Their  services 
are  in  demand  throughout  the  continent  of  Talislanta. 
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Kasmirans  are  concerned  about  the  wild  tribes 
that  inhabit  the  territories  on  Kasmir's  eastern  border 
and  beyond.  Some  believe  that  the  Borderlands  Legion 
could  not  repulse  a  large-scale  assault,  and  that  the 
three  border  outposts  provide  insufficient  protection 
for  their  country.  Accordingly,  the  King  of  Kasmir  has 

recommended  that 
funds  be  raised  for 
the  construction  of 
a  so-called 
Wilderlands  Wall, 
which  would  extend 
from  Sindar  to  the 
southern  border  of 
A  star.  The  project 
would  cost  millions 
of  gold  lumens, 
however,  and  some 
Kasmirans  have 
already  begun  to 
grumble  about 
having  to  bear  such 
an  expense. 

y^TTlXID^DTy 
City  of  Kasmir 

The  walled 
city  of  Kasmir 
serves  as  the 
country's  capital, 
and  as  an  important 
center  for 
commercial  and 
financial  ventures 
of  all  sorts.  Bui  It  on 
the  ruins  of  a 
forgotten  citystate,  thecity  is  a  collection  of  windowless 
stone  towers  arranged  in  haphazard  fashion,  their  doors 
barred  and  locked  against  thieves.  The  streets  are  little 
more  than  alleys,  running  in  every  direction  at  odd 
angles.  M  ercenary  Thralls  patrol  the  city  and  guard  the 
main  gates. 

Kasir 

West  of  the  capital  lies  the  wealthy  Kasmir 
settlement  of  Kasir,  notable  for  its  artificers,  who  are 
considered  unsurpassed  in  skill.  Kasir  is  also  a  regular 
stopping  point  for  caravans  traveling  the  Seven  Roads. 
T he  settl  ement  resembl  es  a  smal  I  er  versi  on  of  the  capi  tal . 
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Land  kra  are  a  species  of  giant,  segmented  eels 
related  to  the  ocean  dwelling  kra  (see  The  Southern 
Rim,lmria).A  full  grownspecimen  may  exceed  forty  feet 
in  length,  and  can  weigh  as  much  as  five  tons.  Land  kra 
are  burrowers,  using  their  powerful  jaws  to  tear  their 
way  through  rock,  soils,  and  sand.  In  desert  regions 
such  as  Kasmir,  these  creatures  can  sometimes  be 
spotted  by  the  long  "wyrrm-trails"  that  they  leave  in 
their  wake.  Otherwise,  a  land  kra  may  inhabit  an 
underground  region  for  decades,  or  even  centuries, 
without  ever  being  seen  by  the  inhabitants  of  the  upper 
realms. 

Land  kra  normally  prey  upon  other  subterranean 
creatures,  but  will  come  to  the  surface  when  such  food 
is  scarce.  Like  the  aquatic  species,  land  kra  are  blind, 
sensing  prey  by  vibration. 

Size:  20'-50';  4,000-10,000  lbs. 
Attributes: 

INT  -9  PER+2 
WIL  +7  CHA  (N/A) 

STR  +12  DEX  -4 

CON  +8  SPD  +2 

Level:  5-20 

Attacks/Damage:  Bite:  DR  20 
Special  Abilities:  Burrowing 
Armor:  Segmented  plates,  PR  5 
Hit  Points:  40  +1  per  foot 

PflLFO 

The  common  desert  palm  is  native  to  such  arid 
lands  as  Kasmir,  Djaffa,  Faradun,  Rajanistan  and 
Carantheum.  The  tree  is  exceptionally  hardy,  and  can 
thrive  in  regions  where  there  is  little  rain  or  ground  water. 
A  layer  of  spiny,  overlapping  plates  covers  the  entire 
length  of  its  trunk,  conferring  protection  from  theclaws 
and  teeth  of  grazing  herbivores.  The  spiny  plates  also 
make  it  difficult  to  climb  the  tree,  particularly  as  regards 
novi  ce  cl  i  mbers.  D  esert  pal  ms  are  val  ued  f  or  thei  r  meaty 
fruit,  which  may  be  eaten  fresh  or  preserved  by  drying. 
A  single  oasis  may  support  up  to  20  of  these  valuable 
trees. 
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Sindar  is  a  land  of  towering  mesas,  arches,  and 
strange  configurations  of  time-worn  stone. 
Underground  springs  and  geysers  are  the  only  sources 
of  water  in  this  region,  which  is  bordered  to  the  east  by 
the  barren  canyons  of  the  Dead  River.  A  branch  of  the 
Seven  Roads  follows  a  winding  route  through  deep 
ravines  and  outcroppings  of  weathered  stone  to  the 
settlement  of  Nankar,  where  there  is  a  bridge  that 
provides  access  to  the  W  i  Iderl  ands  of  Zaran.  H  ere  I  i  ve  a 
curious  people  known  as  the  Sindarans. 

Sindarans  bear  little  resemblance  to  any  other 
humanoid  species  native  to  the  continent.  They  stand 
over  seven  feet  in  height,  emaciated  in  build,  with 
wrinkled,  sandy-colored  skin.  All  Sindarans  have  a  row 
of  horn-l  i  ke  nodul  es  runni  ng  from  the  crown  of  the  head 
to  the  back  of  the  neck,  and  a  curved  spur  of  cartilage 
protruding  from  beneath  the  chin.  They  dress  in  cloaks, 
loincloths,  and  sandals,  with  earrings,  wrist  bracers,  and 
ankl  e  bracers  for  decorati  on  for  both  genders.  S  i  ndarans 
are  dual-encephalons;  they  have  two  brains,  each 
capable  of  independent  function. 

The  Sindarans  are  descended  from  the  Neurians, 
a  race  that  is  alien  to  Talislanta  and  originated  from 
anotherworld  ordimension.  Long  agoaNeurian  vessel 
accidentally  arrived  in  Talislanta,  possibly  through  a 
gate  or  rift  created  by  the  sorcerers  of  ancient  A  rchaeus. 
Stranded  in  a  strange  world,  the  Neurians  settled  on  a 
distant  continent,  where  they  lived  until  the  coming  of 
The  Great  Disaster.  They  attempted  to  escape  the 
destruction  of  their  adopted  homeland  in  a  great  sky- 
spanning  ark,  but  met  with  disaster  and  crash-landed 
on  the  continent  of  Talislanta.  After  a  period  of 
wandering  the  survivors  settled  in  their  current  home, 
where  they  became  known  as  the  Sindarans. 

Sindarans  live  in  mesa- top  communes  composed 
of  elegant  tiered  structures,  each  builtaround  a  structure 
of  carved  stone  blocks  and  hardwoods  imported  from 
Vardune  and  Taz.  Gossamer  curtains,  dyed  various 
shades  of  orange  and  burnt  umber,  serve  as  the  walls  of 
the  Sindarans'  pavilions,  and  provide  a  measure  of 
privacy  while  retaining  a  feeling  of  wide-open  spaces. 
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Communication  between  Sindaran  communes  is  made 
possible  by  means  of  large  reflective  crystals,  which  are 
mounted  on  tripods  and  used  to  flash  coded  messages 
from  one  outpost  to  the  next. 

Sindarans  choose  their  mates  on  the  basis  of 
intellect;  intelligence  is  a  measure  of  "beauty"  to  these 
folk.  They  wed  in  a  simple  ceremony,  thetwo  vowing  to 
remain  both  together  and  separate;  the  essence  of  dual- 
encephaly.  Both  the  male  and  female  share  all 
responsi  bi  I  i  ti  es  of  the  househol  d  and  f  ami  I  y .  S  i  ndarans 
young  measure  over  three  feet  tall  at  birth,  and  are  so 
thin  as  to  nearly  be  translucent.  With  the  exception  of 
newborn  Kasmirans  (who  are  as  shriveled  and  wrinkled 
as  adult  Kasmirans),  Sindaran  young  are  arguably 
among  the  least  attractive  babies  of  any  humanoid 
species.  Fortunately,  this  is  not  a  factor  as  regards  the 
parents,  who  lavish  considerable  attention  and  affection 
upon  their  children. 


Sindarans  subsist  on  a  diet  of  vegetables  and 
tubers,  supplemented  by  certain  powdered  mineralsand 
crystal s.  T hese  substances  are  requi  red  to  meet  S i  ndaran 
nutritional  needs,  which  are  different  than  those  of 
native  Tal islantans.  Skoryx,  a  potent  liquor  of  rare 


qualiti  es  and  multipletaste  sensations,  isafavoritedrink. 

Sindaran  culture  is  influenced  by  the  concept  of 
Duality,  or  the  attraction  of  opposites.  The  ability  of 
Si  ndarans  to  f  ol  low  two  I  i  nes  of  thought  si  multaneously 
is  both  alien  and  somewhat  disconcerting  to  most 
Talislantans.  Further  complicating  matters  is  the 
propensity  of  Sindarans  to  argue  both  points  of  any 
issue  before  arriving  atasingledecision.  Sindarans  may 
lose  their  dual-encephalic  abilities  through  accident, 
injury,  or  attempting  to  practice  magic.  Individuals  who 
have  suffered  such  a  fate  often  become  irrational  and 
unpredictable,  and  are  called  "Sindra",  a  respectful  yet 
condescending  term  meaning  "demented  one". 

Sindarans  have  two  passions:  trivarian  and 
collecting.  Trivarian  is  a  test  of  skill  that  requires  an 
exceptional  degree  of  intellect  and  abstract  reasoning, 
and  is  virtually  impossible  for  anyone  but  dual  - 
encephalons  to  comprehend.  Sindarans  say  that  it  is 
i  nacc  urate  to  refer  to  tri  vari  an  as  a "  game" ,  as  i  t  i  s  m  uc  h 
more  that.  The  physical  components  of  tri  vari  an  i  ncl  ude 
a  pyramid-shaped  crystal,  which  is  suspended  above  a 


table.  Orbs  of  colored  crystal,  engraved  with  complex 
symbology,  are  inserted  into  various  slots  in  the 
pyramid,  producing  patterns  of  colored  light  which  have 
great  significance  to  the  contestants.  Trivarian 
tournaments  are  held  throughout  Sindar,  and  are 
considered  events  of  great  i  mportance  by  the  Si  ndarans. 
Wagering  is  popular,  the  odds  often  wildly  fluctuating 
with  each  turn. 

Second  only  to  trivarian  is  collecting  (see sidebar). 
Sindaran  col  lectors  arecompletists  who  find  itdifficult 
to  resist  indulging  in  their  obsession.  One  should  never 
touch  a  collector's  cherished  wares  unless  specifically 
invited  to  do  so,  as  this  may  be  construed  by  a  Sindaran 
as  attempted  theft. 

Every  third  year,  a  five-day  trivarian  tournament 
is  held  to  determine  the  best  player  in  the  land.  The 
victor  assumes  the  rulership  of  the  kingdom,  and  the 
title  of  Nadir  A  bsolute.  Si  ndarans  of  successively  lower 
trivarian  rank  serve  as  governors  of  the  settlements, 
advisors,  or  magistrates.  Sindaran  law  guarantees  the 
ri  g  ht  to  a  f  ai  r  tri  al .  S  i  ndaran  I  i  ti  gators  are  the  most  ski  1 1  ed 
in  Talislanta.  Trials  are  presided  over  by  a  pair  of 
Sindaran  M  agistrates,  and  are  exceedingly  long  affairs 
—  the  opposing  counsels  are  likely  to  present  the 
"pro's"  and  "cons"  not  only  of  their  own  side,  but  also 
of  the  opposing  side. 

\J)mK  &  Ration 

Si  ndarans  revere  a  deity  similar  in  some  respects 
to  the  Tal islantan  Creator,  but  known  to  Sindarans  as 
"The Duality",  signifying  thejoining  of  mind  and  spirit. 
Sindarans  relate  the  "heavens"  to  the  stars,  where  they 
believe  their  lost  home  world  can  be  found.  Sindarans 
do  not  bury  their  dead.  Instead,  following  a  short 
ceremony  the  body  of  the  deceased  is  disposed  of  by 
di  ssol  uti  on  i  n  al  chahest,  I  eavi  ng  not  so  much  as  a  trace. 

Th^  Art? 

Sindarans  possess  some  talent  for  metallurgy, 
creating  decorative  jewelry  and  other  items  of  silver,  a 
metal  found  in  quantity  in  Sindar.  Sindaran  metalwork  is 
exceptionally  well-crafted,  and  of  strange,  though  by 
no  means  unattractive,  design.  Sindarans  have  no 
musical  tradition  of  their  own,  but  have  a  great 
appreciation  for  music  of  all  sorts,  particularly  the 
complex  music  of  the  B  odor. 


]  Of  great  importance  to  every  Sindaran  is  his  or  her 
^collection.  Indeed,  to  the  Sindarans  collecting  is 
f  not  simply  a  hobby,  or  even  an  obsession.  It  is  a 
I  means  of  personal  expression,  and  of  developing 
those  virtues  held  in  the  highest  regard  by  the 
Sindaran  people:  pandidactism,  persistence,  and 
patience. 


Before  obtaining  a  single  collectible  the  neophyte 
collector  may  spend  months  or  even  years 
researching  numerousfieldsof  study,  ranging  from 
naturalism  to  numismatics,  cosmology,  metaphysics, 
linguistics,  antiquities,  and  so  forth.  After  much 
study  the  aspiring  collector  will  eventually  settle 
upon  a  si ngle field  of  study,  and  choose  a  specialty 
within  his  or  her  chosen  field.  Once  the  specialty 
has  been  chosen  the  collector  will  begin  a  second 
period  of  research,  intended  to  uncover  all  available 
information  on  the  subject.  During  this  phase  a 
Sindaran  may  spend  many  months  scouring 
I  i  brari  es  and  archives  throughout  Si  ndar,  someti  mes 
even  travel  i  ng  to  f orei  gn  I  ands.  « 

Once  a  col  lection  is  begun,  the  collector  will  never 
be  compl etely  sati sf i ed  unti I  i t  i s  compl ete  i n  every 
detail.  This  does  not  mean  that  a  collector  must 
personally  acquire  every  single  object  or  artifact 
that  falls  within  his  or  her  specialty.  Rather, 
completion  can  be  achieved  as  long  as  the  col  lector 
has  located  and  at  least  studied  every  item  relevant 
to  his  or  her  collection.  To  Sindarans,  material 
acquisition  is  not  as  important  as  intellectual 
acquisition.  In  fact,  completing  a  col  lection  is  a  rare 
I  thing  indeed.  Many  collections  are  works  in 
/progress,  handed  down  from  one  generation  to 
(  another.  Happy  is  the  day  when  a  Sindaran 
completes  such  a  collection,  fulfilling  his  or  her 
personal  goals  and  the  aspirations  of  his  or  her 
ancestors  as  well. 

Another  rationale  for  the  Sindarans'  interest  in 
collecting  may  also  exist.  No  less  a  personage  than 
the  naturalist  Thystram  speculated  that  the 
Si  ndarans  col  I  ect  thi  ngs  because  they  are  searchi  ng 
for  fragments,  traces,  or  cl  ues  to  the  I  ocati  on  of  the 
Neurian  ark  that  crashed  somewhere  in  Talislanta 
during  The  Great  Disaster.  Thystram  believed  that 
this  ship  may  well  contain  lost  secrets  that  would 
al  low  the  Sindarans  to  return  to  thei  r  home  world. 
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Sindarans  are  fluent  in  both  High  and  Low 
Talislan,  and  frequently  combine  elements  of  both 
dialects  in  order  to  express  contrasting  concepts.  They 
tend  to  be  verbose,  and  are  partial  to  the  use  of  multi- 
syllabic words.  If  given  the  opportunity,  a  Sindaran  can 
go  on  for  hours  about  almost  any  subject.  Sindaran 
nomenclature  is  based  on  gender,  "personal"  name,  and 
family  name.  Common  personal  names  for  males  include 
Taj ,  N  as,  D  ar,  N  aj ;  f  emal  e  personal  names  are  si  mi  I  ar,  but 
end  in  an  "i",  asinTaji,  Nasi,  Dari,  Neji.  Family  names 
are  the  same  for  both  sexes.  The  most  common  include 
M  odan,  N adar,  M  otas,  N ajar,  and  N arune. 

A  folk  enamored  of  subtlety  and  intrigue, 
Sindarans  prefer  to  disguise  the  defensive  capabilities 
of  their  mesa- top  settlements.  Popular  tactics  and  devices 
include  concealed  weapons  that  can  be  employed  vs 
airborne  attack,  and  the  use  of  secret  tunnels,  through 
which  Sindaran  defenders  can  launch  surprise  counter- 
attacks upon  would-be  invaders.  Sindaran  militias  patrol 
the  territories  around  their  settlements  on  foot  and  in 
light  windskiffs,  which  they  obtain  from  Cymril. 

Sindarans  produce  silver,  which  is  sold  in  ten- 
pound  ingots  or  worked  into  various  decorative  and 
useful  goods.  They  also  make  and  sell  many  different 
types  of  alchemical  mixtures,  medicines,  and  remedies. 
Most  Sindaran  wares  are  shipped  to  Cymril  for  sale 
throughout  the  Seven  K  ingdomsand  elsewhere,  though 
considerable  savings  can  be  had  by  purchasing  direct 
from  the  Sindarans  themselves. 

The  Sindarans  play  an  important  role  in 
formulating  policy  for  the  Seven  Kingdoms,  but  prefer 
to  keep  a  low  profile  as  pertains  to  relations  with  foreign 
lands.  Sindarans  have  interests  apart  from  those  of  the 
confederation,  but  in  diplomatic  matters  they  generally 
abide  by  the  decisions  of  the  Council  of  Seven  Kings  - 
af  ter  f  i  rst  presenti  ng  thei  r  o  w  n  vi  ew  s  i  n  detai  I ,  of  cou  rse. 

Nankar 


The  largest  Sindaran  settlement,  Nankar  is  the 
capital  of  Sindar.  Several  Sindaran  institutesof  learning 
are  located  here,  attracting  scholars  with  an  interest  in 
alchemy  and  metaphysics.  The  settlement  is  accessible 


via  winch-platform  from  the  southwest,  and  from  the 
northeast  via  the  Bridge  at  Nankar,  which  spans  the 
Dead  River  chasm  and  leads  to  a  branch  of  the  old 
Wilderlands  Road. 

Nadir 

Nadir  is  home  to  many  of  the  Sindar's  foremost 
Trivarian  players,  who  are  also  known  as  "nadirs";  the 
term  refers  to  the  base  of  the  pyramid-shaped  "board" 
on  which  trivarian  is  played,  a  position  over  which  only 
the  most  ski  I  If  ul  players  can  attai  n  mastery.  B  ui  It  atop  a 
mound  of  stone  two  hundred  feet  in  height,  the 
settlement  is  favored  for  its  cool  breezes  and  splendid 
view.  A  natural  geyser  provides  abundant  water  for  the 
inhabitants. 

Sahar 

Sahar  is  little  more  than  an  outpost,  famed  only 
for  the  moonstones  found  in  the  nearby  canyons. 
Unfortunately,  chasm  vipers,  satada  and  the  fearsome 
opteryx  also  dwell  among  the  ravines. 


Satada  are  a  race  of  reptilian  predators  found  in 
hot  and  arid  regions  from  Sindar  of  the  Seven  Kingdoms 
totheRed  Desert  and  theKang  Empire.Thegreat  range 
of  these  intelligent  creatures  is  attributed  to  the  widely 
held  belief  that  groups  of  satada  regularly  traverse  the 
length  and  breadth  of  the  continent,  following  the 
extensive  maze  of  subterranean  tunnels  known  as  the 
U  nderground  H  ighway.  Satadaare particularly  numerous 
in  Sindar,  where  they  are  known  to  attack  travelers 


headed  to  and  from  the  Sindarans'  mesa  settlements. 
They  feed  on  warm  and  cold-blooded  creatures  of  most 
sorts,  including  humanoid  beings.  An  ancient  and 
malefic  race,  satada  converse  in  a  variation  of  theSauran 
tongue. 

Satada  employ  iron  tools  and  implements  of 
unusual  design,  including  the  capture- bow,  a  heavy  and 
unwieldy  weapon  resembling  an  oversized  crossbow. 
The  weapon  fires  a  barbed,  iron-tipped  bolt  similar  to  a 
harpoon;  a  rotating  spindle  wound  with  a  hundred  feet 
of  stout  whipcord  allows  the  wielder  to  "reel-in"  the 
unfortunate  victim. 

Size:  7'-7'6",  300+lbs. 
Attributes: 

INT  +1  PER +2 

WIL+3  CHA-6 
STR  44  DEX  +2 

CON  +5  SPD  +2 

Level:  5-12+ 

Attacks/Damage:  BiteorClaws:  DR  6, Tail:  DR  8  (may 
be  used  to  simultaneously  defend  from  rear  assault), 
CaptureBow:  DR  8, or  as  per  weapon  employed 
Special  Abilities:  Capableof  speech  (dialect of  Sauran, 
possibly  other  languages),  cold  inflicts  double  damage 
Armor:  Scaly  hide,  PR  2 
H itPoints:  33 

Chasm  vipers  are  metallic-scaled  serpents 
indigenous  to  the  canyons  of  Sindar,  the  Wilderlands, 
and  other  arid  domains.  They  are  expert  rock-climbers 
and  normally  prey  on  small  avians  and  vermin,  though 
they  wi  1 1  attack  I  arger  creatures  if  threatened  or  startled. 
The  venom  of  the  chasm  viper  is  not  particularly  potent, 
but  it  possesses  properties  that  make  it  useful  in  the 
concocting  of  poison  antidotes.  For  this  reason  chasm 
vipers  are  valued  by  Sindaran  alchemists,  though 
elsewhere  the  creatures  are  regarded  as  vermin  and 
exterminated  on  sight. 

Size:  l'-8',  2-16+ lbs. 
Attributes: 

INT-7  PER+1 
WIL-3  CHA  N/A 

STR  -1  DEX  +5 

CON  0  SPD  +3 


Ability  Level:  4-7 

Attacks/Damage:  Bite:  DR  2,  plusDR  2  poison  damage 
Special  Abilities:  Poison  bite,  ability  to  climb  rock 
surfaces 

A  rmor:  M  etal  I  i  c  seal  es,  P  R  5 
H itPoints:  4  +1  perfoot 


TYK  NDQDOID  OF 
TflZ 

Taz  is  a  land  of  heavy  jungles  to  the  north  and 
low-lying  swamps  to  the  south.  It  is  bordered  to  the 
east  by  the  Axis  River,  and  to  the  west  by  the  forests  of 
Astar.  A  branch  of  the  Seven  Roads  winds  its  way 
through  thejungle,  connecting  the  capital  of  Tor  to  the 
city  of  Cymri  I .  V  irulent  speci  es  of  pi  ants  and  ani  mal  s  — 
such  as  mantrap,  alatus,  aramatus,  and  bog  devils  — 
hauntthis  region,  which  ishometoawarrior-raceknown 
as  the  Thralls. 

TtK  THRALL? 

Thralls  are  uniformly  tall  and  muscular  of  build. 
Hairless  and  devoid  of  pigmentation,  they  are 
distinguishable  only  by  sex;  otherwise,  all  Thralls  look 
exactly  alike.  In  defiance  of  this  inbred  genetic  trait, 
Thralls  decorate  their  bodies  from  head  to  toe  with 


THE  SEVEN  KINGDOMS 


elaborate  tattoos,  thereby  attaining  some  degree  of 
individuality.  Males  dress  in  sandals  and  loincloths; 
females  in  vest,  loincloth,  and  sandals. 

A  hybrid  race  created  long  ago  by  the  sorcerers 
of  some  ancient  and  forgotten  kingdom,  Thralls  were 
bred  to  serve  as  an  army  of  slave  warriors.  After  The 
Great  Disaster  they  were  freed  from  servitude,  and  spent 
many  years  w anderi  ng  i  n  the  W  i  I  derl  ands  of  Zaran .  T  hey 
eventually  settled  in  thejunglesof  Taz,  and  later  joined 
the  Seven  Kingdoms  confederation. 


The  Thralls  of  Taz  live  in  settlements  ringed  by 
high  palisade  walls  constructed  of  cut  stone  blocks. 
Each  village  is  a  fortified  camp,  with  sheds  for  supplies 
and  provisions,  stables  for  mangonel  lizard  mounts,  a 
foundry  for  making  weapons  and  armor,  and  communal 
barracks.  Thrall  society  is  based  upon  the  military  chain 
of  command.  The  family  is  like  a  platoon;  a  settlement 
compri  sed  of  many  f  ami  I  i  es  operates  likea  division,  while 
the  race  of  Thralls  functions  like  an  army.  M  ales  and 
femalesform  "alliances"  rather  than  marrying,  remaining 
steadfastly  loyal  to  each  other  until  death.  Their  young 
are  raised  in  separate  training  facilities,  and  learn  to 
fendforthemselvesquickly  (by  eight  years  of  ageThralls 
are  fully-grown).  Thrall  children  remain  loyal  to  their 
parents  throughout  their  lives,  but  also  forge  a  strong 
sense  of  duty  from  their  common  li  nk  to  the  division  to 
which  they  belong. 

<a]yTorpy 

Bred  for  combat,  Thralls  know  no  other  way  of 
life.  While  their  talents  are  limited  to  martial  abilities, 
they  have  developed  a  unique  culture  that  sets  them 
apart  from  from  the  other  warrior  peoples  of  Talislanta. 
Unlike  the  Kang,  Thralls  excel  both  at  offense  and 
defense,  and  are  never  ruled  by  their  passions.  Unlike 
the  Danuvians  they  have  no  elite  units,  and  never 
discriminate  on  the  basis  of  gender. 

T  hral  I  s  are  ski  1 1  ed  strategi  sts  and  careful  pi  an  ners. 
The  chain  of  command  is  rigidly  adhered  to,  and  their 
troops  are  always  disciplined  and  highly  motivated. 
Thrall  units  are  never  demoralized  or  routed;  if  required 
to  retreat  units  always  do  so  in  an  orderly  fashion. 
Thralls  are  skilled  tacticians  who  possess  an  instinctive 
abi  I  ity  to  grasp  even  the  most  complex  military  strategies. 
Conversely,  Thralls  have  little  interest  in  other  skills 
and  professions,  which  they  generally  do  not 
comprehend.  The  highly  specialized  nature  of  Thralls 
has  led  some  folks  to  assume  that  they  are  dull-witted 
or  ignorant.  However,  it  is  a  grave  mistake  to 
underestimate  a  Thrall. 

The  Thralls  are  ruled  by  an  individual  known  as 
the  Warrior  King  or  Warrior  Queen  ofTaz;  essentially, 
Commander  in  Chief  of  theThral  Is.  The  position  is  open 
to  challenge  by  duel  once  every  year,  with  the  winner 
awarded  ruling  status.  The  government  is  organized 
likea  military  chain  of  command,  with  commanders,  sub- 
commanders,  platoon  leaders,  and  soldiers.  Military 
Tribunals  handle  all  legal  matters,  which  are  adjudged 


i  n  the  manner  of  a  mi  I  itary  court  martial .  Offenders  may 
be  demoted  in  rank,  or  in  extreme  cases,  thrown  in  the 
brig.  Due  to  the  Thralls  innate  devotion  to  duty  and 
respect  for  rank  serious  offenses  are  extremely  rare. 

\J)mK  &  Ration 

Thralls  possess  no  talent  whatever  for  magic. 
They  revere  the  warrior-spirits  of  their  early  ancestors, 
whose  names  I  i  ve  on  i  n  tales  passed  from  one  generation 
to  the  next.  T  hral  I  s  have  no  i  1 1  usi  ons  as  to  thei  r  ori  gi  ns. 
They  know  that  thei  r  race  was  created  by  sorcery,  rather 
than  some  deific  being.  Thralls  cremate  their  dead  in  a 
si  mpl  e  but  movi  ng  ceremony.  To  di  e  i  n  battl  e,  def  endi  ng 
one's  beliefs,  is  considered  the  highest  honor. 

Th^  Art? 

Thral  I  s  practi  ce  no  arts  or  crafts  that  are  not  rel  ated 
to  the  military,  though  long  ago  they  adopted  the 
practice  of  decorating  their  bodies  with  tattoos.  These 
markings  represent  the  individual's  place  of  birth,  clan 
affiliation,  rank,  and  achievements,  and  constitute  a  great 
source  of  pride.  Thralls  can  "read"  the  tattoos  of  others 
of  their  race,  and  by  doing  so,  learn  much  about  them 
withoutthe  need  for  verbal  communication  (see  sidebar). 
When  off  duty,  Thralls  enjoy  physical  sports  such  as 
Tazian  wrestling  and  melee. 

All  Thralls  converse  in  Low  Talislan.  Despite  the 
stereotype,  Thralls  do  not  speak  poorly;  rather,  they 
speak  simply,  and  often  movingly.  Common  names  tend 
to  have  a  militaristic  slant,  such  as  Ramm,  Axa,  Axus, 
Striker,  Barax,  Kadre,  Fortus,  Blade,  and  Cestus. 

The  Thralls  maintain  one  of  the  best- trained  and 
most  efficient  military  forces  in  Talislanta.  In  essence, 
the  enti  re  adult  T  hral  I  population  is  part  of  the  mi  I  itary. 
Each  unit  has  its  own  logistical  operations  and 
responsibilities:  supply,  recon,  artillery,  the  construction 
and  maintenance  of  fortifications,  heavy  cavalry, 
infantry,  and  so  forth.  Thrall  forces  play  an  integral  role 
in  the  defense  of  the  Seven  Kingdoms,  particularly  in 
the  Borderlands  Legion,  which  guards  the  western 
border  with  the  W  ilderlands  of  Zaran. 

^oidiwr^ 

Taz  is  mainly  self-sufficient,  producing  most  of 
the  equipment  and  provisions  necessary  to  maintain  its 
populace.  When  there  is  a  surplus  of  goods  available, 
Thral  I  supply  units  export  these  wares  to  Cymri  I  for  sale 


Thrall  Tattoo  5Y[7)bolo<3y 


Thrall  tattoos,  while  colorful  in  appearance,  are  ^ 
not  j  ust  a  f  orm  of  decorati  on .  N  or  are  the  desi  gns 
simply  a  means  of  instilling  a  sense  of 
individuality  into  a  race  whose  members 
otherwi  se  I  ook  exactly  al  i  ke.  I  nstead,  the  i  ntri  cate 
symbology  utilized  in  Thrall  tattoos  provides  a 
virtual  record  of  the  wearer's  life  and  history.  In 
order  to  obtain  some  idea  of  how  to  read  Thrall 
tattoos  one  must  understand  the  importance  of 
the  tattoo's  location,  color,  and  symbolism. 


The  location  of  a  tattoo  determines  the  general 
type  of  information  it  conveys.  For  example,  the 
tattoos  on  a  Thrall's  head  depict  an  individual's 
name,  rank,  and  such  personal  embellishments 
as  he  or  she  prefers.  Name  and  rank  are  indited 
on  theforehead,  for  easy  recognition.  Promotions 
and  commendations  appear  along  the  sides  and 
back  of  the  head.  Personal  embellishments  are 
primarily  decorative  in  nature,  and  are  located  in 
the  areas  around  the  eyes,  nose,  cheeks,  mouth, 
ears,  and  neck.  Place  of  birth  and  clan  alliance 
are  recorded  on  the  shoulders.  The  torso  is  used 
to  delineate  the  wearer's  lineage:  his  or  her 
ancestors,  their  place  of  origin,  and  their 
accomplishments.  The  individual's  own 
achievements  and  skills  are  indited  upon  the 
arms,  legs,  hands,  and  feet. 


i 


Colors  are  used  to  indicate  clan  alliance,  and  to 
provide  more  specific  information  about  the 
wearer.  E ach  cl an  uses  i ts ow n  color  combi nati on, 
which  is  incorporated  into  the  traditional 
shoulder-designs.  The  use  of  bright  colors  make 
such  designations  easier  to  read  at  a  distance. 
The  vertical  forehead-designs  used  to  show  rank 
are  also  based  on  color:  gold  is  the  highest  rank, 
followed  by  green,  violet,  blue,  orange  red,  and 
white.  Color  is  also  used  to  indicate  specific  types 
of  battle  commendations:  green  for  valorous 
conduct,  blue  for  tactical  expertise,  gold  for 
command  excellence,  etc.  More  specific 
information  is  contained  within  the  actual 
symbols  used  in  each  tattoo,  each  of  which  is  an 
ideogram  expressing  a  word,  phrase,  or  concept. 
Arranged  in  a  variety  of  different  combinations, 
the  lines,  patterns,  and  geometric  shapes  used  in 
Thrall  symbology  convey  the  entire  story  of  a 


or  trade.  When  provisions  run  short,  they  import 
materials  from  outside  sources.  Several  of  the  Seven 
Kingdom  countries  hire  Thralls  units  as  mercenary 
defenders,  providing  an  additional  source  of  revenue. 

(LlVRLVVKUl 

Taz  is  an  active  and  integral  part  of  the  Seven 
Kingdoms  confederation,  planning  strategies  for 
national  defense  and  helping  keep  the  Seven  Roads 
safe  for  merchants  and  travelers.  Thralls  rarely  get 
involved  with  foreign  relations  or  diplomatic  matters, 
preferring  to  leave  such  concerns  to  the  Cymrilians  or 
other  members  of  the  confederation. 

Thrall  yrrn£ir)mT7 

The  Fortress  of  Tor 

A  fortified  communal  complex,  Tor  serves  as  the 
capital  of  Taz.  Situated  in  the  midst  of  the  jungle,  the 
city  consists  of  a  number  of  squat,  rectangular  structures 
built  of  stone  blocks,  surrounded  by  double  walls  and  a 
defensive  network  of  interconnected  towers.  M  angonel 
lizards,  greymanes  and  marsh  striders  are  maintained  in 
stables  for  military  use. 

Trang 

Located  in  the  eastern  jungles  on  the  border  with 
Astar,  the  fortress  city  of  Trang  is  built  on  a  hilltop 
overlooking  the  border  of  Astar,  to  the  east.  It  is 
accessible  via  a  branch  of  the  Seven  Roads  and  the 
Underground  Highway. 

Targ 

TheThrallcommunityofTargliesonthew  estern 
fringes  of  theswamp.  LikemostTazian  settlements,  the 
city  comprises  a  number  of  simple  stone  dwellings  set 
within  a  walled  enclosure. 


A  relative  of  the  land  lizard,  the  mangonel  lizard  is 
a  denizen  of  the  jungles  of  Taz  and  the  Borderlands 
region.  Highly  aggressive,  these  creatures  have  a 
sinuous  tail  that  terminates  in  a  knob  of  spiked  bone 
and  gristle.  The  mangonel  can  useitstail  as  an  effective 
battering  weapon,  and  so  it  is  shunned  by  all  but  the 
most  fierce  or  desperate  predators.  Mangonels  are 
herbivorous  creatures  who  generally  travel  in  herds  of 
twenty  to  eighty  animals.  Both  the  males  and  females 
will  defend  their  young  to  the  death. 

TheThral  Is  of  Taz  favor  mangonel  lizards  for  use 
as  steeds.  Though  they  are  difficult  to  capture  and  tame, 
mangonel  can  be  made  to  serve  well  in  this  regard.  Their 
usefulness  as  steeds  depends  upon  how  well  the 
creatures  have  been  trained;  a  poorly  trained  mangonel 
lizard  is  as  much  a  danger  to  its  rider  as  it  is  to  any  other 
creature  or  being. 

Size:  8'-10',  2,000-2,800  lbs. 
Attributes: 

INT  -6  PER-2 
WIL  +4  CHA  N/A 

STR  46  DEX  0 

CON  +5  SPD  +3 

Ability  Level:  6-10 

Attacks/Damage:  Tail:  DR  20,  Bite:  DR  12 
Special  Abilities:  None 
Armor:Thickhide,  PR  3 
H  itPoints:  55 

TflZlflD  FLY 

This  noxious  variety  of  biting  insect  is  native  to 
the  jungles  of  Taz  (hence  its  name),  as  well  as  other 
swamps  and  jungle  regions.  TheTazian  fly  is  believed 
to  be  a  carrier  of  such  virulent  diseases  as  yakuk  and 
the  Red  Death.  Its  iridescent  wings  and  bright  red 
coloration  make  it  easy  to  spot;  swarming  in  hordes  ten 
thousand  strong  during  the  spring  months,  theTazian 
fly  is  less  simple  to  avoid.  For  some  unknown  reason, 
Thralls  are  rarely  bothered  by  these  insects,  possibly 
becauseTazi  an  flies  find  Thralls  unpleasant  to  the  taste. 

Stranglevineisarugged  species  of  parasitic  plant 
found  in  Taz  and  many  jungle  and  forest  regions.  In  its 
native  environment  the  plant  is  difficult  to  detect,  for  it 
intertwines  itself  in  the  branches  of  other  trees  and 
shrubs.  When  an  animal  or  other  creature  passes  within 
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a  few  feet  of  a  stranglevine,  the  plant  sends  forth  a 
whip-like  tendril  in  an  attempt  to  ensnare  its  prey.  If 
successful ,  the  pi  ant  drops  more  tendri  I  s  about  its  vi  cti  m, 
seeki  ng  to  i  mmobi  I  ize  and  strangl  e  it  i  n  its  tough,  fi  brous 
coils.  Only  the  strongest  creatures  can  hope  to  break 
free  once  entangled  in  this  manner,  for  the  vines  are 
resistant  to  cutting  and,  to  a  lesser  extent,  burning.  The 
plant's  root  system  is  far  more  vulnerable  to  damage, 
though  it  can  be  difficult  to  locate  in  a  crisis. 

Stranglevines  draw  nutrients  directly  from  the 
decomposing  corpses  of  slain  victims,  the  remains  of 
which  often  provide  a  grim  clue  as  to  the  location  of 
these  dangerous  plants.  A  mature  stranglevine  can  have 
as  many  as  six  tendrils;  an  ancient  plant,  up  to  twelve. 

Size:  10'-80'+,  lib.  perft. 

Attributes:  STR  +3,  SPD  +1  (all  other  attributes  are 
negligible) 
Ability  Level:  3-5 

Attacks/Damage:  Constriction:  DR  9  per  round,  one 
attack  per  tendri  I 
Special  Abilities:  Limited  motility 
Armor:  Tendrils,  PR  5;  Roots,  None 
HitPoints:  Tendrils:  6  points  each;  Roots:  8 

th<;  Npqpom  or 

Vardune  is  a  densely  forested  region  bordered  to 
thewestby  theAxisRiver,  awide  but  shallow  waterway 
that  can  be  safely  navigated  only  by  flat-bottomed  skiffs, 
barges  and  small  watercraft.  Vardune  is  divided  into 
two  great  woodlands:  Northwood  and  Southwood.  Both 
regi  ons  are  covered  i  n  verdant  f  ol  i  age,  w i  th  ol d-growth 
forest  predominating  in  the  north  and  cultivated  crops 
and  orchards  most  common  in  the  south.  Populated  by 
greatflocks  of  avir,  exotic  plant  species,  and  wild  beasts, 
the  land  of  V  ardune  is  also  home  to  a  semi-avian  people 
known  as  the  Aeriad. 

There  are  two  sub-species  of  Aeriad:  Green 
Aeriad,  who  seldom  exceed  five  feet  in  height,  and  the 
taller  and  somewhat  more  aggressive  Blue  A  eri  ad.  Both 
species  are  slender  and  frail  in  stature,  and  have  skin 
thatglistens  with  a  metallic  sheen.  A  crested  cox-comb 
of  feathers  adds  to  the  distinctive  appearance  of  these 


folk.  By  contrast,  their  manner  of  dress  is  simple  and 
austere,  typically  featuring  a  short  tunic,  loin  cloth,  and 
a  cape  of  plain  viridian  linen. 

The  Aeriad  claim  descent  from  a  race  of  avians 
who  fled  from  afar-distant  land  following  The  Great 
Disaster,  eventually  landing  in  Talislanta.  Formerly  a 
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race  of  sky-roving  hunters  and  gatherers,  the  Aeriad 
were  forced  to  abandon  thei  r  tradi ti  onal  way  of  I  if  e  w  hen 
their  ancestral  homeland  was  annexed  by  the  forces  of 
the  old  Phaedran  regime.  They  settled  in  the  forests  of 
Varduneand  built  a  number  of  small  settlements  along 
the  eastern  banks  of  the  Axis  River. 

Aeriad  society  is  divided  along  col  or  lines.  Green 
Aeriad  liveinSouthwood,andBluesliveinNorthwood. 
There  does  not  seem  to  be  any  prejudice  or  animosity 
between  the  two 
peoples;  that  is  just 
the  way  Aeriad 
society  functions.  A II 
Aeriad  live  in  tree- 
dwellings  of 
elaborately  woven 
vines  and  branches, 
and  subsist  on  a  diet 
of  seeds  and  vinesap. 
Extended  families  of 
several  generations 
often  live  together  in 
the  same  tree- 
dwelling,  called  a 
"family  tree".  Bridges 
of  woven  vines 
connect  different 
tree-d  w  el  I  i  ngs 
together,  forming 
small  settlements. 

Aeriad  couples 
mate  for  life,  and  are 
very  devoted  to  each 
other  and  to  their 
young.  Elders  run  the 
household  and  help 

rai se  the y ou ng .  G  reen  A  eri ad  tend  to  be  agri cu I tural  i  sts, 
botanomancers,  scribes,  historians,  or  scholars.  Blues 
tend  to  be  hunters,  gatherers,  scouts,  and  rangers. 

The  Aeriad  race  is  in  the  process  of  devolving 
from  an  avian  to  a  ground-dwelling  species.  Their 
vestigial  wings,  once  used  for  flying,  have  atrophied 
from  disuse.  For  the  majority  of  Aeriad,  these 
appendages  are  now  more  decorative  than  functional, 
though  they  can  still  be  used  for  gliding  short  distances. 
The  Aeriad  attribute  the  process  of  devolution  to  the 
after-effects  of  The  Great  Disaster,  and  believe  that  the 
problem  is  irreversible. 


Though  they  are  of  the  same  species,  Blue  and 
G  reen  A  eri  ad  have  di  f  f  erent  outl  ooks  on  I  i  f  e.  B I  ue  A  eri  ad 
identify  moreclosely  with  their  avian  ancestors.  To  these 
folk,  their  species'  gradual  transmutation  is  a  form  of 
"devolution",  indicative  of  the  decline  of  a  once-great 
people.  Blue  Aeriad  yearn  to  recapture  the  glory  of  the 
past,  when  their  ancestors  flew  free  upon  the  winds.  To 
this  end  Blues  sometimes  seek  the  companionship  of 
Gryphs,  an  avian  species  to  whom  Aeriad  are  closely 
related.  Some  Blues  have  even  been  known  to  mate 

with  Gryphs  in  an 
attempt  to  reinvigorate 
their  line,  or  at  least 
retard  its  further 
devolution. 

Green  Aeriad 
regard  thetransitionof 
their  species  as 
"evolutionary",  rather 
than  "devolutionary". 
While  they  also  have 
great  respect  for  their 
ancestors,  G  reens  tend 
not  to  dwell  upon  the 
past.  They  believe  that 
thefutureof  theAeriad 
is  among  other 
ground-dwelling 
peoples,  such  as  the 
Cymrilians  and 
Sindarans.  Like  Blues, 
they  are  protective  of 
the  natural  riches  of 
their  forest  home, 
though  most  Green 
Aeriad  express  this 
through  their  interest 
in  horticulture  and  botanomancy.  By  enriching  their 
environment  and  increasing  Vardune's  natural  resources 
they  hope  to  ensure  the  future  survival  of  thei  r  speci  es. 

G  reen  an d  B I  u e  A  eri  ad  are  eac h  g overned  by  th ei  r 
own  Councils,  both  of  which  are  comprised  of  a  group 
of  nine  elders,  called  Ministers.  The  Green  Council 
governs  Southwood,  and  the  Blue  Council  governs 
Northwood.  Each  M  inister  is  responsible  for  a  specific 
aspect  of  Aeriad  society,  such  as  Defense,  Trade, 
Wildlife,  Agriculture,  and  so  forth.  The  Green  and  Blue 
Councils  meet  together  once  each  month  to  discuss 


138 


THE  SEVEN  KINGDOMS 


I 

matters  pertai  ni  ng  to  the  country  as  a  whole.  T he  C  hi ef 
Ministers  of  their  respective  Councils  take  turns 
representing  Vardune  in  the  Council  of  Seven  Kings. 

IDmK  &  Ration 

Blue  and  Green  Aeriad  revere  the  deity  called 
Creator,  whom  they  depict  as  a  great  winged  humanoid 
with  rai  nbow-colored  pi  umage.  B I  ues  and  G  reens  gather 
together  to  roost  in  the  branches  of  great  span-oak 
"temples"  and  raise  their  voices  in  the  ancient  songs  of 
their  ancestors.  M  any  of  these  songs  are  about  the 
"Tree  of  Life",  which  Aeriad  believe  is  the  ancestral 
home  of  the  f  i  rst  avi  an  race,  from  w  horn  the  A  eri  ad  and 
Gryphs  are  descended.  When  an  Aeriad  dies,  his  body 
is  covered  with  a  shroud  of  woven  vines  and  laid  to  rest 
amidst  the  uppermost  branches  of  a  great  viridia  tree;  a 
ritual  signifying  the  Aeriad's  connection  to  theTreeof 
Life. 

Green  Aeriad  botanomancers  are  members  of  a 
respected  fraternity  that  takes  as  its  inspiration  the  great 
Viridian;  a  fabled  sorcerer  of  ancient  times,  who  is 
credited  with  the  creation  of  the  viridia  plant  and  many 
other  useful  hybrids.  The  Green  Aeriad's  efforts  to 
replant  forestlands  and  create  new  and  useful  plant 
species  reflects  the  environmental  policies  espoused 
by  their  mentor. 

Thr  Art? 

Aeriad  music  is  primarily  a  function  of  religion, 
and  sounds  not  unlike  the  warblings  of  songbirds  such 
as  the  avir.  Crafts  and  artforms  include  weaving, 
decorativeand  practical  horticulture,  and  aform  of  runic 
calligraphy  inscribed  into  bark  tablets. 

Aeriad  speech  is  characterized  by  a  slight  stutter, 
evident  only  on  words  which  begin  with  a  hard  "C"  or 
"K "  sound.  This  occurs  because  the  Aeriad's  vestigial 
beak  has  not  yet  evolved  (or  devolved)  sufficiently  to 
allow  for  all  nuances  of  the  Talislan  tongue.  Common 
names  tend  to  sound  like  bird-calls,  as  in  Kree-Kya, 
Cha-Chik,  Kee-Ree,  etc. 

Blues  Aeriad  scouts  and  rangers  are  protectors 
of  the  forests  of  Vardune  and  its  borders.  A  fleet  of 
heavily  armed  barge-forts,  manned  primarily  by  Blues, 
guards  the  Axis  River  along  the  western  border  of 
Vardune. 


fl  ^HflnKK  or  LiraTYix 


rW  hether  itis  referred  to  as  devol uti on  or  evol uti on, 
there  is  no  disputing  the  fact  that  the  Aeriad  are 
losing  their  avian  abilities.  Both  Blue  and  Green 
Aeriad  believe  that  this  condition  was  caused  by 
T  he  G  reat  D  i  saster.  Some  say  that  the  A  eri  ad  were 
affected  w  hen  thei  r  ancestors,  f  I  eei  ng  thei  r  doomed 
homeland  at  the  onset  of  the  Disaster,  passed 
through  a  cloud  of  magical  mists  or  vapors  and 
were  contaminated  in  some  unknown  way.  Others 
believe  that  contamination  may  haveoccurred  after 
the  Aeriad  migrated  to  the  continent  of  Talislanta. 


Whatever  its  genesis,  the  change  has  had  a 
profound  effect  on  the  A  eri  ad.  By  robbing  them  of 
the  abil  ity  of  truef  light,  it  has  forced  thei  r  peopl  e  to 
v  change  from  avian  hunter- gatherers  to  a  ground- 
based,  primarily  agrarian  society.  Needing  large^ 
tracts  of  arable  land  to  grow  food,  the  A  eri  ad  were 
forced  to  establish  permanent  settlements,  instead 
of  the  small  seasonal  nests  that  their  species  used 
i  n  thei  r  ori  gi  nal  habitat.  T  o  obtai  n  adequate  sources 
of  water  for  their  crops,  the  Aeriad  constructed 
these  settlements  along  the  banks  of  theAxis  River. 
Knowledge  of  irrigation,  boat  building,  and 
waterborne  navigation  skills  soon  followed. 

With  large  settlements  came  the  need  for  a  more 
I  structured  form  of  government,  and  more  efficient 
forms  of  trade,  transport,  and  communication.  To 
adapt  to  these  needs  the  Aeriad  built  roadways, 
canals,  and  networks  of  elevated  causeways 
allowing  easy  access  to  and  from  their  tree- 
dwellings.  They  learned  to  speak  Talislan  and 
became  proficient  in  the  use  of  a  written  language, 
which  enabled  them  to  write  laws  and  keep  detailed 
records.  Once  they  acquired  the  ability  to  read,  the 
Aeriad  were  able  to  use  books,  and  eventually,  to 
learn  M  agic.  So  it  is  that  adaptation  to  change  has 
resulted  i n  the  i ntel lectual  and  cultural  evol ution  of 


Green  Aeriad  produce  most  of  Vardune's 
marketable  wares,  including  its  most  important  crop, 
the  massive  viridia  plant.  Its  vines  are  woven  into  rope; 
its  ten-foot  long  pads  are  filled  with  a  fibrous  down 
which  can  be  spun  into  afinecloth  called  viridian  linen. 
The  empty  pods  are  cured,  cut,  lacquered,  and  used  as 
building  and  roofing  materials.  The  Aeriad  trade  with 
the  other  members  of  the  Seven  Kingdom,  Mog, 
J  hangara,  and  to  a  lesser  extent,  A  rim. 
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Located  far  to  the  west,  Vardune  feels  less 
threatened  by  the  the  presence  of  the  Za  and  other 
Wilderlands  tribes  than  most  of  the  other  states  in  the 
Seven  Kingdoms  confederation.  Even  so,  Blue  Aeriad 
often  volunteer  to  serve  as  aerial  reconnaissance  in  the 
Borderlands  Legion  and  throughout  the  Seven 
Kingdoms. 

fl^RlflP  y^TTLXID^DT? 
T  he  R  i  ver  C  i  ty  of  V  ashay 

Vashay  is  renowned  as  a  producer  of  useful  herbs 
and  plants,  which  theAeriad  export  to  the  other  members 
of  the  Seven  Kingdoms  confederation  and  elsewhere. 
Boats  made  of  dried  viridia  pods  ply  the  river  alongside 
the  larger  barge-forts  of  the  Blue  Aeriad.  The  nearby 
Bridge  of  Vashay  spans  the  Axis  River  and  leads  to  the 
Western  Lands. 

Valanis 

A  fortified  river  port  situated  in  Northwood, 
Valanis  is  the  largest  Blue  Aeriad  settl  ement.  T  here  are 
docking  facilities  here  for  Aeriad  barge-forts,  which  are 
used  to  patrol  the  Axis  River,  and  for  merchant  ships 
and  barges. 


the  Demonrealms  who  feed  upon  the  life  energies  of 
plants,  trees,  and  other  living  things.  Passing  through 
gates  or  hoi es  i  n  the  di  mensi  onal  f  abri c,  these  i  nsi di  ous 
creatures  follow  the  root  systems  of  ancient  trees 
upwards  into  the  material  plane,  drawn  to  the  lifeforce 
that  emanates  from  woodland  regions.  Here,  a  plant 
demon  will  establish  its  lair,  typically  in  the  bole  of  a 
large,  dead  tree. 

Once  it  has  established  itself,  the  demon  will  begin 
to  absorb  elemental  energies  from  the  lifeforms  that 
inhabit  its  surroundings,  with  deleterious  effects.  All 
forms  of  vegetation  within  the  plant  demon's  sphere  of 
influence  will  gradually  mutate,  wither,  and  die;  living 
creatures  will  begin  to  fall  sick,  developing  strange 
ailments  or  aging  at  an  unnaturally  rapid  rate.  M  eanwhile, 
the  demon  grows  i  n  power,  as  i  t  absorbs  the  I  if  e  energi  es 
of  itsvictims. 

Plant  demons  are  a  particular  source  of  concern 
in  Vardune  of  the  Seven  Kingdoms,  which  derives  much 
of  its  income  from  the  sale  of  fruits,  vegetables,  and 
other  crops.  The  Gnorls  (see  Western  Lands, 
W  erewood)  claim  to  know  how  to  make  a  potion  that  is 
capable  of  reversing  the  effects  of  the  plant  demon's 
aging  ability,  a  condition  for  which  there  is  no  other 
known  cure. 


PLflDT  UmQD 

Plant  demons  (also  known  as  plant  grues  or 
woodgrues)  are  entities  from  the  lower  planes  known  as 


Size:  4'-5',  70-90  lbs. 
Attributes: 

INT +5  PER  +6 

WIL-2  CHA-6 
STR  -3  DEX  -2 

CON +3  SPD-1 
Ability  Level:  3-10 

Attacks/Damage:  Touch:  DR  2  per  Ability  Level 
(successful  CON  roll  to  resist  results  in  half-damage); 
or  as  per  spel  I  - 1  i  ke  abi  I  i  ty  em  pi  oy  ed 
Special  Abilities:  Natural  Magic  with  four  Modes  at 
Ability  Level,  regenerate  damage  from  non-enchanted 
weapons  (two  points  per  level,  per  round),  sense  living 
thi  ngs  (range:  100  ft.  per  I evel ),  suscepti  ble  to  f  i re  (i  nf  I  i cts 
double  damage) 
Armor:  Bark, PR  3 
HitPoints:  30 


ROOT  QRGB 


These  eyeless,  fanged  larvae  live  below  ground 
in  Varduneand  many  woodland  and  jungle  regions.  They 
feed  on  the  roots  of  large  plants  and  trees,  and  they 
pose  a  threat  to  cultivated  crops,  vineyards,  and 
orchards.  A  n  adult  root  grub  may  grow  up  to  two  feet  i  n 
length,  with  a  diameter  of  eight  inches  or  more;  a  truly 
repulsive  sight,  which  the  creature's  deathly  pale 
coloration  does  little  to  diminish.  Green  A  eri  ad  employ 
trained  avirto  locate  and  kill  these  subterranean  vermin, 
which  are  responsi  ble  for  a  considerable  amount  of  crop 
damage  in  Vardune  each  year. 


A  hybrid  plant  with  many  practical  uses,  viridia 
was  developed  several  hundred  years  ago  by  the 
legendary  botanomancer,  V  iridian.  Seeking  to  create  the 
ideal  cultivated  plant,  V iridian  spent  over  forty  years 
isolating,  categorizing  and  combining  plant  essences. 
The  result  of  the  fabled  magician's  labors  was  a  plant  of 
uncommon  virtues. 

All  parts  of  the  viridia  plant  are  useful.  The  root  is 
a  nutritious  tuber,  and  can  be  ground  into  flour  for 
baking.  The  tree  discards  a  fourth  of  its  older  branches 
once  a  year,  yielding  a  plentiful  supply  of  wood  for 
construction  or  fuel.  The  young  I  eaves  can  be  boiled  to 
make  an  herbal  tea,  and  the  old  ones  used  as  roofing 
materi  al  or  compost.  T  he  vi  ri  di  a' s  six  f  oot-l  ong  pods  are 
of  use  as  one-man  skiffs,  and  the  fibrous  down  found  in 
these  pods  can  be  woven  into  a  fine,  supple  linen. 

Perhaps  one  of  V  i  ri  di  an' s  f  i  nest  achi  evements,  the 
viridia  plant  is  not  without  certain  minor  flaws. 
Developed  to  be  hardy  and  long-lived,  viridia  grows 
with  wild  abandon,  sometimes  forcing  out  otherforms 
of  vegetation.  V  i  ridia  bark  is  resistant  to  fi  re,  and  its  root 
system  grows  so  deep  in  the  soil  that  the  plant  is 
practically  impossible  to  remove  or  kill  once  it  has 
attained  a  height  of  four  feet  or  more. 


THESEVENKINGDOMS 


Aaman  is  a  land  of  low  hills  and  wooded  glens, 
bordered  to  the  east  by  the  Axis  River  and  to  the  west 
by  the  Sea  of  Sorrow.  Its  southern  lands  are  demarcated 
by  Phandril  Forest,  the  last  of  woodland  in  Aaman  that 
has  not  been  cl  eared  for  fuel ,  ti  mber  or  f  arml  and .  To  the 
north,  separated  by  a  toweri  ng  structure  cal led  the  G  reat 
B  arri  er  W  al  I ,  i  s  Zand u :  hated  ri  val  of  A  aman ,  and  enemy 
of  the  religious  people  known  as  theAamanians. 

Stern  of  bearing,  A  amanians  have  copper-colored 
skin,  sculpted  features,  and  deep  green  eyes.  In  order 
to  promote  the  Orthodoxist  ideal  of  "oneness  in  body 
and  spirit",  Aamanians  use  an  extract  of  the  bald  nettle 
plant  to  remove  all  facial  and  body  hair,  thus  achieving 
a  sameness  of  appearance.  Astringents  and  powders 
that  whiten  the  skin  are  also  used  by  many,  as  an 
expression  of  "purity".  Only  the  most  modest  attire  is 
permissible  in  Aaman  —  colorless  smocks,  robes 
designed  to  conceal  the  figure,  and  caps  of  starched 
linen. 

The  Aamanians  are  descended  from  the  ancient 
Phaedrans,  rulers  of  an  empire  that  once  encompassed 
the  greater  part  of  the  Western  Lands.  Aaman  became 
an  independent  nation  following  the  long  and  bloody 
Cult  Wars,  which  pitted  the  Orthodoxists  against  the 
Paradoxists  of  neighboring  Zandu. 


ftoflnifln  5o^ty 

Aamanian  society  is  rigidly  structured,  and  is 
based  on  a  religious  caste  system.  Higher  caste 
Aamanians  work  in  mercantile  guilds,  elite  ranks  of  the 
military,  or  the  clergy  and  its  various  branches.  The 
lower  classes  work  as  farmers,  laborers,  vendors,  or  as 
conscripts  in  the  infantry.  Slaves  are  used  for  the  most 
odious  types  of  manual  labor.  They  have  no  rights  and 
are  regarded  as  property,  to  be  bought  and  sold  as 
desired  by  their  Aamanian  masters. 

Aamanians  live  in  drab,  whitewashed  brick 
dwellings.  The  cubiform  structures  which  pass  for 
Aamanian  architecture  are  all  identical  in  appearance, 
and  thei r  citi es  are  laid  out  i  n  monotonous,  square  gri ds. 
Furnishings  tend  to  be  sparse  and  simple,  and  devoid 
of  decoration  save  for  approved  cultsymbolsand  icons. 
Every  Aamanian  home  has  a  small  shrine  with  an  All- 
Seeing  Eye  at  its  center.  These  icons  can  be  found 
throughout  Aaman:  in  the  cities,  villages,  along 
roadways,  and  so  forth.  The  symbols  serve  as  a 
constant  reminder  that  the  Monitors,  mortal 
representatives  of  Aa  the  All-Seeing,  are  always 
watching. 

Devout  fundamentalists,  Aamanians  shun  any 
form  of  merry-making  or  improper  behavior,  and  are 
taught  never  to  question  the  dictates  of  their  superiors. 
Disagreement  with  Orthodoxist  doctrine  is  considered 
tantamount  to  heresy,  and  may  result  in  unpleasant 
consequences;  a  trip  to  the  House  of  Penance  is  the 


usual  remedy.  V  isitors  from  other  lands  are  required  to 
show  respect  for  the  local  customs  (see  sidebar). 
Outsiders  are  constantly  watched  by  M  onitors  in  the 
service  of  the  Knights  of  the  All-Seeing  Eye,  from  the 
moment  they  enter  A  aman  to  the  moment  they  leave.  I  n 
this  regard  they  are  treated  no  differently  from  any  other 
citizen  of  A  aman. 

A  aman  is  a  churchstate  governed  by  a  theocracy, 
at  the  head  of  which  is  the  H  ierophant,  ruler  and  high 
priest  of  the  Orthodoxist  Cult.  The  H  ierophant  wields 
supreme  power  in  Aaman,  for  he  is  entrusted  with  sole 
curatorshipof  theOmnival:  theOrthodoxistCult'sBook 
of  the  Law.  Serving  the  Hierophant  are  his 
representatives,  called  the  Monitors.  Each  holds  the 
position  of  ruling  prelate  in  his  assigned  district,  and  is 
responsi blefor awarding  aalms (see M  agic&  Religion) 
to  those  worthy  of  advancement  in  status,  or  deducting 
manafrom  individuals  whom  they  deem  unworthy.  Next 
in  line  come  the  Aspirants,  members  of  Aaman's 
Monastic  Orders,  which  include  such  factions  as 
Archimages,Warrior-Priests,  Inquisitors,  and  Witch 
H  unters. 


In  Aaman,  religion  and  law  are  one  and  the  same. 
Thus,  the  only  "correct"  view  on  any  issue  is  that  which 
is  put  forth  by  the  Orthodoxist  Cult.  The  doctrines  of 
Orthodoxy  center  around  the  Aamanians'  patron  deity, 
Aa  (also  known  as  "Aa  the  Omnipotent,"  Aa  the 
Omnificent,"  and  so  on).  The  tenets  of  the  cult  are 
recorded  in  a  series  of  iron-bound  volumes  known 
cumulatively  as  "TheOmnival",  which  purports  to  reveal 
the  answers  to  all  questions  and  mysteries.  It  is  said  in 
Aaman  that  "what  theOmnival  does  not  teach,  the  true 
Orthodoxist  need  not  know".  Those  who  fail  to  heed 
Cult  doctrines  are  taken  to  the  H  alls  of  Penance,  where 
the  Inquisitors  subject  offenders  to  "ritual  cleansing"  - 
an  Orthodoxist  euphemism  for  the  forcible  conversion 
of  infidels  to  the  cult's  doctrines  by  interrogation, 
torture,  and  coercion. 

\T)mK  &  Ration 

High  Orthodoxy  is  the  official  state  religion;  all 
other  beliefs  are  regarded  as  heresy.  Aaman's  religious 
caste  system  is  based  on  the  acquisition  and 
accumulation  of  mana,  or  "spiritual  purity",  which  is 
measured  in  units  known  as  "aalms".  One  can  attain 
aalms  by  entering  the  priesthood  or  a  M  onastic  Order, 


making  donations  to  a  temple,  or  by  undertaking  a 
pi  I  gri  mage  to  one  of  the  cul  t' s  off  i  ci  al  ly  sancti  oned  holy 
places.  In  order  of  esteem,  these  are:  the  Well  of  Saints, 
which  lies  beyond  the  Volcanic  Hills;  the  Watchstone, 
situated  amidst thePlains of  Golarin;  theRed  Desertin 
Carantheum;  and  several  places  of  lesser  significance. 

It  is  the  custom  of  Aamanians  to  bury  their  dead 
in  plain  iron  coffins  painted  white  and  stamped  with  the 
All-Seeing  Eye  icon;  even  in  death,  the  faithful  cannot 
escape  the  al  I  -know  i  ng  gaze  of  A  a.  T  he  pi  ous  are  buri  ed 
in  white  funerary  shrouds,  while  those  who  died  "in  a 
state  of  sin"  are  buried  in  black.  A  stone  tablet 
enumerating  the  deceased's  final  aalms  total  and  cult 
status  serves  as  a  grave  marker. 

Thf  Art? 

T  he  onl  y  f  orms  of  art  permi  tted  i  n  A  aman  are  those 
that  glorify  the  Cult.  All-Seeing-Eye  icons  and  the 
H  i  erophant  are  common  themes.  A  rti  sans  are  prohi  bi  ted 
from  producing  works  which  in  any  way  deviate  from 
accepted  standards:  no  color  save  white  can  be  used  in 
construction,  the  manufacture  of  garments,  etc.;  black 
is  used  only  for  writings  and  cult  symbology. 

Aamanian  temple  music  reflects  the  idea  of 
"oneness  in  mind  and  spirit",  and  consists  of  many 
voices  chanting  repetitious  motifs  in  unison  or  in 
octaves,  over  a  droning  pedal  tone.  The  high  priest  or 
Hierophant  leads  the  assemblage  in  song;  the 
congregation  and  the  rest  of  the  clergy  follow  without 
variation.  N  o  musical  i  nstruments  are  used  i  n  A  amani  an 
music,  as  such  implements  are  regarded  as  "tools  of  the 
devil". 

Aamanians  speak  a  simplified  version  of  High 
Talislan.  Stripped  of  the  flowery  turns  of  phrase  and 
flourishes  that  are  a  part  of  H  igh  Talislan,  the  language 
sounds  rigid,  overly  formal,  and  restrained.  Aamanians 
converse  mainly  in  cliched  cult  dogma  and  quotations 
from  Orthodoxistscri pture.  Gesticulation  is  practically 
unknown;  Aamanians  are  taught  to  speak  with  the 
hands  clasped  together  in  the  traditional  gesture  of  piety. 
M  ale  and  female  cult  members  always  have  the  "Aa" 
prefix  affixed  to  thei  r  names,  as  i  n  A  amar,  A  abas,  A  al  m, 
A  ama.  C  onverts  to  the  f  ai  th  are  gi  ven  an  A  aman i an  name 
to  distinguish  them  from  "infidels". 

The  Aamanian  military  is  another  branch  of  the 
church-state,  and  is  under  the  direct  control  of  the 
H  ierophant.  The  mil  itary  arm  of  the  Cult  is  divided  i  nto 
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Travel  to  A  aman,  with  its  strict  religious  laws  ancr^ 
L prohibitions,  is  by  no  means  a  simple  undertaking. 
{ Foreigners  who  plan  to  visit  or  pass  through  the 
]  region  would  do  well  to  keep  in  mind  the  foil  owing 

recommendations: 

1.  Asageneral  rule,avoidany  and  all  actionswhich, 
by  their  nature,  might  attract  undue  attention  to 
yourself  or  your  companions.  Adhere  to  the  local 
laws  and  customs  at  all  times;  deviation  from  the 
norm  is  not  permitted. 

2.  Prior  to  entering  Aaman,  remove  or  conceal  all 
non-0  rthodoxi  st  rel  i  gi  ous  or  magi  cal  paraphernal  i  a 
that  you  may  carry  upon  your  person.  In  Aaman, 
the  wearing  of  such  articles  is  considered 
tantamount  to  heresy,  and  may  lead  to  serious 
consequences  (see  #7). 

3.  In  a  land  where  every  citizen  wears  white,  it  is 
safe  to  say  that  travelers  who  dress  in  colorful 
apparel  will  stand  out  from  the  crowd.  The  besty 
way  to  avoid  scrutiny  is  to  cover  one's  usual 
costume  with  a  plain  white  cassock  and  hooded 
cloak.  Garments  of  this  sort  can  be  obtained  for  a 
few  copper  pieces  throughout  the  country. 

4.  If  you  havelong  hair  and/or  a  beard,  wearahood 
or  vei  I .  W  hi  le  it  is  not  necessary  to  undergo  complete 
facial  and  bodily  depilation  as  the  Aamanians  do, 
one  should  bear  in  mind  that  all  forms  of  bodily 
adornment  are  considered  provocative  in  Aaman. 

5.  Avoid  speaking  loudly,  using  vulgar  or  "colorful" 
Slanguage,  or  engaging  in  theological  or 
1  metaphysical  debate  in  the  presence  of  Aamanians. 

Ask  no  unnecessary  questions  about  Orthodoxy, 
the  god  A  a,  or  A  amani  an  culture  i  n  general .  Shoul  d 
these  subjects  come  up  in  the  course  of 
conversation,  offer  no  opi  nion  of  your  own.  I  nstead, 
bow  your  head,  raise  the  hands  with  palms  extended 
to  the  sky,  and  say,  "Aa  is  Omniscient"  -  a 
traditional  responseindicating  deferenceto the all- 
knowing  Aa,  and  humble  admission  of  your  own 
ignorance  and  unworthiness.  Repeat  as  needed. 
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(continued  from  previous  page) 


6.  T  he  al  ert  travel  er  w  i  1 1  noti  ce  the  presence  of  "A 
Seeing  Eye"  icons,  which  can  be  found  almost 
every w  here  i  n  A  aman .  R  est  assu red  that  these  i  cons 
are  not  for  decorati  ve  purposes,  nor  are  they  stri  ctl  y 
religious  in  nature.  Perhaps  as  many  as  one  in  ten 
icons  are  either  enchanted  scrying  orbs,  peep  holes, 
or  the  apertures  of  spy-tubes.  These  devices  are 
indeed  "All-Seeing  Eyes"  that  are  employed  by  the 
Monitors  to  keep  watch  on  the  citizenry  -  and 
especially,  on  foreigners  and  infidels. 

7.  If,  despite  all  precautions,  you  or  your 
companions  become  the  subject  of  scrutinization 
by  a  M  onitor  or  other  Aamanian  official,  do  not 
panic.  Remain  calm,  speak  softly  and  without 
emotion,  and  answer  any  and  all  questions  posed 
to  you  with  extreme  deference.  Failure  to  do  so  may 
lead  to  serious  consequences:  in  Aamanian  terms, 
.this  means  that  you  will  be  arrested,  stripped  of 
your  possessions,  and  hauled  away  to  the  nearest 
House  of  Penance,  where  you  will  be  subjected  to 
the  unpleasant  attentions  of  the  Inquisitors. 
Forcibleconversion  to  Orthodoxy  usually  follows. 

In  summation,  follow  these  simple  rules  and  you 
should  be  able  to  avoid  difficulties.  Enjoy  your  stay 
in  Aaman. 


several  M  onastic  Orders,  each  operating  out  of  its  own 
fortified  monastery.  The  most  powerful  and  influential 
of  these  is  the  Order  of  the  Knights  of  the  All-Seeing 
Eye,  who  serve  as  the  Hierophant's  personal 
bodyguards  and  w  i  eld  consi  derabl  e  i  nf  I  uence  i  n  the  C  ul  t. 
TheOrder  of  the  Defenders  of  the  F  aith  iscomprised  of 
warrior-priests;  the  Knights  of  the  Hooded  Veil,  of 
Inquisitors.  The  Knights  of  Retribution  serve  as  witch 
hunters,  who  roam  the  Western  Lands  and  beyond, 
hunting  down  enemies  of  the  church-state  -  witches, 
warlocks,  and  all  others  who  oppose  the  Hierophant's 
dictates. 

The  Aamanians  import  iron  ore,  metals,  and 
minerals  from  Arim;  herbs,  plants,  and  scintilla  from 
Jhanagara;  burden  beasts  and  equsfrom  Djaffir  traders. 
Exports  include  flax,  holy  symbols  and  talismans,  iron 
tools,  weapons,  and  implements.  Goods  are  conveyed 
from  Aamahd  by  canal  to  the  Sea  of  Sorrow,  then  to 
A  rat,  A  abal ,  A I  m,  and  J  hangara;  al  so  by  road  to  A  nduri  n 


and  Arim;  and  by  barge  on  the  Axis  River.  The  only 
organized  trade  guilds  found  in  Aaman  are  operated, 
owned,  and  monitored  by  the  church-state.  The  gold 
lumen  is  the  standard  throughout  Aaman,  though  all 
but  the  wealthiest  inhabitants  generally  use  Aamanian 
coppers  . 
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The  traditional  enemy  of  Aaman  is  the  nation  of 
Zandu;  their  enmity  dates  back  over  five  hundred  years. 
T  he  G  reat  B  arri  er  W  al  I ,  bu i  1 1  after  the  C  u 1 1 W  ars  of  the 
early  New  Age,  is  all  that  separates  the  two  rival  states. 
Aaman  continues  to  pursue  a  policy  of  persecution 
against  all  practitioners  of  witchcraft  and  pagan  cults, 
particularly  the  D  huna  of  nei ghbori  ng  W  erewood.  A  ri m 
is  officially  neutral  as  regards  A  aman  andZandu;  so  are 
the  Djaffir  and  Farad,  whose  interests  in  Aaman  are 
strictly  mercantile.  The  Seven  K  ingdoms  has  censured 
Aaman  as  a  slave-state,  and  diplomatic  relations  and 
communications  between  the  two  nation-states  are 
infrequent  at  best. 
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Aamahd 

A  amahd  i s  the  capital  of  A  aman,  and  the  center  of 
al  I  trade,  commerce  and  culture.  I  ts  archi  tecture  consi  sts 
of  a  bland  compilation  of  squares  and  grid  patterns, 
reflecting  the  unimaginative  nature  of  its  builders,  the 
Aamanians.  The  H  ierophant  lives  here  in  a  mighty  tower 
of  ivory-colored  stone,  attended  by  his  most  trusted 
advi sors.  F  ar  bel ow ,  thousands  of  I ow-ranki  ng  A  spi  rants 
and  infidelstoil,  loading  wagons  and  canal-barges  with 
shipments  of  ore  and  precious  stones  from  Arim. 

A  rat 

A  rat  is  a  port  city  that  once  served  as  a  naval 
installation  during  the  Cult  Wars  with  neighboring 
Zandu.  Aamanian  warships  are  still  stationed  here, 
though  the  facility  is  now  used  primarily  by  merchant 
vessels.  These  ships  travel  from  A  amahd  to  A I  m  and  as 
far  south  as  J  hangara,  huggi  ng  the  coastl  i  ne  al  I  the  way; 
I i ke  most  Tal i si antans,  A  amani ans  fear  to  sai I  the  open 
sea. 

Aabaal 

A  settlement  located  in  the  forested  highlands  of 
western  Aaman,  Aabaal  is  renowned  primarily  for  its 
ironworks.  Here  Orthodoxist  cult  relics  are  made, 
fashioned  from  black  iron  by  a  cloistered  order  of  artisan- 
priests. 
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Andurin 


Andurin  is  the  site  of  Aaman's  largest  military 
i  nstal  lati  on.  It  i  s  also  an  i  important  stagi  ng  area  for  trade 
w  i  th  the  I  ands  that  I  ay  east  of  the  A  xi  s  R  i  ver.  0  rthodox  i  st 
pilgrims  often  stop  hereto  visit  the  Abbey  of  Andurin, 
where  Holy  relics  are  bought  and  sold  by  monks  of  the 
Order  of  Reliquaries. 

Aim 

Aim  is  a  small  village  situated  in  the  forested 
highlands  along  the  southwestern  coast  of  Aaman.  An 
especially  fanatical  order  of  Orthodoxists,  known  as  the 
Flagellants,  founded  this  settlement.  They  can 
sometimes  be  seen  wandering  the  roads  of  Aaman, 
beating  themselves  with  ritual  flails  and  chanting 
Orthodoxist  slogans. 

The  Great  Barrier  Wall 

Stretching  the  entire  length  of  the  border  with 
Zandu,  the  Great  Barrier  Wall  is  an  immense  stone 
structure,  sixty  feet  in  height  and  half  as  wide  at  its 
base.  A  toll  of  one  gold  lumen  per  person  is  charged  at 
each  of  the  Wall's  gates.  Proprietorship  of  theWall  and 
its  tol  I  f  aci  I  i ti  es  i  s  determi  ned  by  an  annual  event  know  n 
as  the  Clash  of  Champions.  TheAamaniansand  Zandir 
expend  a  considerable  amount  of  effort  searching  for  a 
sui tabl  e  champi  on  for  the  year' s  match,  the  outcome  of 
which  is  worth  a  small  fortune  in  toll  revenues. 
Spectators  from  many  lands  come  here  to  partake  in  the 
spectacle,  bringing  a  substantial  amount  of  business  to 
local  innkeepers,  shop  owners,  and  vendors.  Betting  is 
always  brisk,  and  pick- pockets  from  neighboring  regions 
consider  the  event  to  be  something  on  the  order  of  a 
religious  festival . 

Durge  are  a  species  of  ponderous,  six-legged 
herbivores  originally  bred  by  the  ancient  Phaedrans  for 
use  as  burden  beasts.  The  experiment,  viewed  in 
retrospect,  appears  to  have  been  less  than  entirely 
successful.  As  planned,  the  hybrid  durge  were  large 
and  exceptionally  powerful.  They  thrived  on  weeds,  dry 
grasses,  and  other  inexpensive  foodstuffs  and  were  mild 
and  placid  by  nature.  Unfortunately,  few  durge  showed 
any  great  inclination  towards  hard  labor,  preferring 
instead  more  enjoyable  pursuits;  specifically,  chasing 
after  durges  of  the  opposite  sex.  The  creatures  soon 
proved  to  be  remarkably  prolific;  so  much  so,  that  the 
Phaedrans  were  forced  to  release  great  numbers  of  the 
hulking  creatures  into  (what  was  then)  the  eastern 
wilderness. 


Durge  are  now  found  throughout  much  of  the 
conti nent,  from  A  aman  and  Zandu  to  the  K  ang  E  mpi  re. 
Domesticated  durge  are  still  used  asdray  beasts,  though 
most  are  now  raised  for  food.  Great  herds  of  these 
ponderous  creatures  inhabit  the  Plains  of  Golarin,  the 
Wilderlands,  and  surrounding  territories.  The 
proliferation  of  the  species  has  enabled  many  a 
predatory  species  to  survive,  and  even  to  flourish. 

Size:  8'  in  length,  5' at  shoulder,  2,000+lbs. 
Attributes: 

INT -10  PER-4 
WIL+8  CHAN/A 
STR  46  DEX  -10 

CON  46  SPD-9 
Ability  Level:  3 

Attacks/Damage:  Normally,  none.  Head-butt:  DR  16, 
only  if  harassed 
Special  Abilities:  None 
Armor:  Hide,  PR  2 
H  itPoints:  48 

D^TTLX 

Bald  nettle  is  a  spiny,  ground-hugging  creeper 
that  grows  wild  throughout  the  hills  of  Aaman.  It  is  a 
tenacious  plant  that  matures  quickly  and  is  difficult  to 
eradicate  after  its  root  system  has  been  established. 
Once  this  has  happened,  the  nettle's  shoots  spread 
quickly,  choking  otherformsof  pi  ant  I  ife  around  it.  An 
extract  of  the  bald- nettle  is  used  as  a  depilatory  by 
Aamanian  cultists,  to  remove  hair  from  the  head,  face, 
and  body  -  hence  the  plant's  name. 


1 

Arim  is  a  land  of  rough  and  irregular  hills, 
interspersed  with  grassy  steppes  and  thickets  of  stunted 
oak  and  bri  ar.  To  the  north  I  i  e  the  dark  peaks  of  the  0  nyx 
Mountains;  to  the  northwest  is  Lake  Venda,  source  of 
the  great  Axis  River,  fed  by  countless  mountain  streams 
and  brooks.  West  lies  Werewood;  east,  the  towering 
C I  iffs  of  B ahahd  f al  I  away  i  nto  the  D arkl ands  of  U  rag. 

Arim  is  mainly  wild  country,  with  asinglecity  and 
a  few  small  settlements.  The  inhabitants  of  this  grey 
and  windy  realm  are  known  as  the  A  rimites. 

tik  <qRin)nry 

A  dour  and  moody  lot,  the  A  rimites 
are  swarthy  of  complexion,  with  long 
black  hair  and  dark,  deep-set  eyes. 
The  customary  mode  of  dress 
in  this  region  consists  of 
sackcloth  garments, 
animal-hide  boots,  and 
bulky     fur  vests, 
accented  with  wristbands, 
ear-rings  and  knives  made 
of  black  iron. 

flrX^TRY 

The  origin  of  the  A  rimites  is 
uncertain;  some  say  they  are 
descended  from  Farad  traders, 
who  sometimes  sail  to  A  rim 
via  the  Axis  River, 
and   the  wild 
tribes  known  as 
theDrukhs.  The 
A  rimites  hotly 
deny  such 
claims,  and  state 
that  they  are  a 
distinct  and 
unique  ethnic 
group  whose 
ancestors  have 
occupied  the  hills  of 
Arim  since 
the  Time 
Before 
Time. 


VI 


The  population  of  Arim  is  divided  between  the 
country' s  rural  and  urban  areas.  R  ural  A  ri mites  dwel  I  i  n 
stone  huts  with  thatched  roofs  and  dirt  floors.  The  live 
under  a  feudal-type  system,  with  wealthy  land  owners 
providing  arable  land  and  protection  to  families  in  return 
for  half  of  what  they  grow  or  raise.  Their  urban 
counterparts  dwell  in  houses  made  of  stone  with  black 
iron  sheeted  or  plated  roofs,  typically  streaked  red  with 
rust.  All  Arimite  dwellings  have  heavy  wood  and 
reenforced  iron  doors  and  shutters,  which  are  always 
locked  to  keep  out  assassins  and  thieves. 

Arimites  subsist  on  grains,  wild  game,  erd'smilk, 
erd  cheese,  tubers,  and  domesticated  livestock.  Roast 
avir  is  a  particular  favorite.  In  the  outlying  hill  regions, 
Arimite  hunters  and  trappers  still  subsist  primarily  on 
wild  game,  as  did  their  ancestors. 

The  clan  istheforemostunitof  Arimite  society,  a 
holdover  from  tribal  days.  Blood  ties  are  strong,  and 
often  take  precedence  over  local  law.  Marriages  are 
arranged  by  clan  elders;  children,  like  adult  Arimites, 
are  expected  to  work  f  ul  I  -ti  me  and  earn  thei  r  keep,  starti  ng 
as  soon  as  they  are  old  enough  to  walk.  Arimites  excel 
at  knife-throwing,  which  serves  both  as  sport  and  as  a 
form  of  self-defense.  M  ost  carry  a  throwing  knife  or 
two  with  them  at  all  times,  thereby  helping  promote 
thegenerally  unsavory  image  that  these  folk  bear 
among  other  Talislantans. 

The  Arimites  are  a  humorless 
people,  most  of  whom  live  hard  lives  as 
miners  of  the  country's  considerable 
mineral  wealth.  They  favor  chakos,  a  fiery  liquor 
brewed  in  black-iron  kegs.  Abuse  of  this  potent 
intoxicant  is  widespread  in  Arim,  especially  among  the 
overworked  miners,  who  seek  escape  from  the  tedium 
of  their  existence.  Even  discounting  the  influence 
of  chakos,  various  forms  of  pathologically 
deviant  behavior  seem  to  be  i ngrai ned 
traits  among  these  folk. 
Accordingly,  theA  rimites 
bear  a  reputation  in 
other  lands 


r-v. 


THEWESTERN  LANDS 


as  cut-throats,  an  assessment  which  experts  say  is  not 
without  merit. 

The  theme  of  revenge  runs  through  Arimite 
culture.  A  rimites  have  long  memories,  and  neverforget 
an  affront  or  insult.  This  is  most  evident  in  the  history 
of  the  Rev enant  Cult,  a  secret  society  that  special  izes  i  n 
revenge-for-hire.  Anyone  who  can  afford  their  fees  — 
which  range  from  as  little  as  ten  silver  pieces  to  over 
100,000  gold  lumens  —  can  obtain  the  services  of  the 
cult.  This  is  done  by  the  simple  method  of  posting  a 
notice  in  some  public  place.  The  prevalence  of  the  cult 
is  such  that  a  Revenant,  attired  in  customary  night-grey 
cloak  and  veil,  will  perform  the  desired  service  by  the 
following  day. 

Government  officials,  common  laborers, 
merchants,  and  even  jealous  lovers  and  iratehousewives 
have  all  been  known  to  employ  the  services  of  the 
Revenants  to  settle  disputes  or  avenge  affronts.  The 
popularity  of  this  impersonal  means  of  seeking  redress 
is  such  that,  in  most  parts  of  A  rim,  the  mere  shaking  or 
brandishing  of  a  change  purse  is  considered  suggestive 
of  a  threat  to  hire  the  Revenants.  The  only  way  for  an 
intended  victim  to  cancel  a  Revenant  contract  is  to  buy 
itback-  at  twice  the  original  price. 

A  rim  is  ostensibly  ruled  by  an  hereditary  monarch 
known  as  the  Exarch,  a  recluse  who  dwells  in  the 
Forbidden  City  of  A  hrazahd,  surrounded  by  a  retinue  of 
bodyguards,  concubines  and  royal  wizards.  The  Exarch 
governs  through  subordinates  in  Shattra  and  Akbar, 
who  bear thetitleof  Chief  Subaltern,  Second  Subaltern, 
and  so  forth.  In  reality,  the  true  power  in  A  rim  lies  in  the 
hands  of  the  Revenants,  whose  influence  is  everywhere 
i  n  A  ri  m,  and  may  even  extend  across  the  conti  nent.  Such 
i  s  the  extent  of  thei  r  power  that  the  E  xarch  does  not  dare 
to  set  foot  outside  of  A  hrazahd  for  fear  of  being 
assassinated. 

UnderArimitelaw  individuals  accused  of  criminal 
acts  have  the  right  to  tell  their  side  of  the  case  before 
being  judged,  though  vigilantism  sometimes  renders 
such  legalisms  a  moot  point.  Thievery  is  punishable  by 
a  period  of  incarceration  in  a  public  place;  the  thief  is 
usually  chained  to  a  post,  so  that  he  or  she  may  be 
flogged  by  the  person  who  was  robbed.  "Unjustified 
murder",  rape,  and  similarly  violent  crimes  are 
punishable  by  drowning,  the  criminal  being  chained, 
weighted,  and  dropped  into  a  deep  well  or  lake. 
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T)rK  HlLL[7)flD  &  ThK  ^HflKO? 

An  example  of  how  the  custom  of  hiring 
Revenants  to  resolve  disputes  is  provided  in  the 
story  of  the  hi  1 1  man  and  the  chakos  merchant,  a 
popular  Arimite  folk  tale.  As  the  story  goes,  the 
hillman  returned  from  hunting  to  find  that  his 
wife,  in  his  absence,  had  come  into  possession 
of  afull  cask  of  chakos.  Having  left  his  mate  with 
funds  insufficient  to  purchase  such  a  quantity 
of  liquor,  the  hillman  became  suspicious  of  the 
local  chakos  merchant,  whom  he  believed  might 
be  seeking  to  gain  the  affections  of  his  wife  by 
plying  her  with  valuable  gifts.  Accordingly,  the 
hillman  paid  the  Revenants  ten  silver  pieces  to 
perform  a  mischief  upon  the  merchant. 


The  merchant  awoke  on  thefollowing  day  to  find 
his  wagon  bereft  of  its  wheels,  with  a  note  from 
the  hi  1 1  man  warni  ng  agai  nst  further  i  ndi  screti  ons. 
Outraged,  the  merchant  paid  the  Revenants 
twenty  silver  pieces  to  poison  the  hill  man' s 
favorite  steed.  This  so  upset  the  hillman  that  he 
at  once  gave  over  fifty  gold  lumens  to  the 
Revenantswith  instructions  to  have  the  merchant 
thrashed.  On  the  next  day,  the  chakos  merchant 
made  si  mi  lar  arrangements  for  the  benefit  of  his 
hated  rival. 

This  was  the  final  straw  for  the  hillman,  who 
decided  that  only  the  death  of  his  enemy  would 
now  suffice  to  settle  their  score.  While  in  town 
posting  a  notice  for  the  Revenants,  the  hillman 
chanced  to  meet  the  merchant,  who  was  therefor 
the  same  purpose.  The  two  antagonists,  too 
bruised  and  weary  to  fight  and  nearly  bankrupt 
of  funds,  decided  to  strike  a  compromise:  each 
contributed  half  the  fee  necessary  to  have  the 
hillman's  wife  assassinated,  thus  removing  the 
source  of  their  differences.  Relieved  to  have  put 
an  end  to  their  feud,  the  two  men  parted  friends. 

Unfortunately,  neither  ever  saw  the  other  alive 
again.  Unbeknownst  to  either  man,  the  hillman's 
wife  was  a  member  of  the  Revenant  cult,  whose 
followers  are  strictly  forbidden  to  do  harm  to  one 
of  their  own  kind. 


WmK  &  Ration 

Arimites  are  agnostics  who  place  little  faith  in  a 
supreme  being.  They  rarely  practice  magic,  which  most 
regard  as  a  pastime  that  only  the  wealthy  or  highborn 
can  afford .  S ti  1 1 ,  some  dabbl  e  i  n  the  arcane  arts  or  practi  ce 
witchcraft,  and  a  few  Arimites  become  accomplished 
wizards.  Arimites  bury  their  dead  without  ceremony. 

Tyk  Art? 

Arimites  have  no  love  of  song,  dance,  music,  or 
art,  which  are  considered  a  waste  of  time  better  devoted 
to  work.  For  diversion  they  like  to  sit  around  drinking 
chakos,  and  telling  tales  of  past  battles,  mining 
accidents,  notable  acts  of  vengeance,  and  age-old 
vendettas.  Arimite  crafts  are  more  functional  than 
decorative  in  nature,  reflecting  the  hard-working  nature 
of  these  people.  These  include  metal-working,  the 
making  of  superior  bows  and  throwing  knives,  the 
weaving  of  coarse  but  durable  fabrics,  tanning,  and 
blade- smithing. 

A ri m i tes speak  a  versi on  of  Low  Talislan,  liberally 
flavored  with  an  impressive  variety  of  curse  words  and 
epithets.  Their  dialect  is  considered  crude  and  uncouth, 
even  by  others  who  speak  Low  Talislan.  Common  names 
for  males  typically  consist  of  two  syllables,  such  as 
Hakmir,  Yaku,  and  Abdul.  Female  names  usually  have 
three  sy  1 1  abl  es,  I  i  ke  H  akmi  ra,  Y  akuo,  and  A  bdul  i . 

A  ri  m  has  a  smal  I  but  hi  ghly  regarded  army;  A  ri  mite 
knife-fighters  bear  an  especially  grim  reputation,  and 
are  valued  as  mercenaries.  As  Commander-in-Chief,  the 
Exarch  controls  the  military;  however,  while  the  army  is 
loyal  totheExarch,  itwill  not  act  against  the  Revenants. 
The  largest  military  contingent  can  be  found  at  the 
citadel  of  Akbar,  which  prevents  the  Ur  clans  from 
passing  through  the  Gorge  at  Akbar  into  A  rim. 

Though  thegold  lumen  isthe standard  here,  Arim 
also  mints  its  own  silver  lumens,  which  are  in  wide  use 
among  the  populace.  These  coins  are  called  Exarchs,  a 
term  in  which  Arimites  have  alwaysfound  a  grim  humor, 
regarding  both  the  currency  and  Monarch  as  being 


"second  in  influence  to  gold".  Arim  trades  with  both 
Zandu  and  Aaman,  the  Seven  Kingdoms,  Faradun,  and 
the  Djaffir.  Overland  trade  follows  the  old  Phaedran 
Causeway;  waterborne  trade  passes  through  Shattra 
dow  n  the  A  xi  s  River.  A  ri  mi  te  merchant  shi  ps  and  barges 
never  travel  from  sight  of  land. 

GJorlp  RaflTiony 

TheUrclansof  neighboring  U  rag  and  their  allies 
pose  a  constant  threat  to  the  Arimites,  and  are  greatly 
despi  sed .  T  he  D  arkl  i  ngs  of  U  rag  are  regarded  as  th i  eves, 
baby-steal ers,  and  bogey-men,  and  are  usually  killed 
on  sight.  The  Arimites  have  waged  war  against  the 
Drukh  tribes  for  over  a  thousand  years,  and  there  is 
much  bad  blood  between  the  two  (see  Drukh  Lands). 
A  ri  m  i  s  of  f  i  ci  al  I  y  neutral  as  pertai  ns  to  A  aman  and  Zandu . 

flRIIDITT  y^TTL^ID^DTT 
TheForbidden  C  ity  of  Ahrazahd 

Ahrazahd  is  home  to  the  ruler  of  Arim,  a  recluse 
known  as  the  E xarch.  H  ere  i  n  thi s  I ofty  mountai  n  retreat, 
the  Arimite  lord  lives  in  seclusion,  surrounded  by  a 
retinue  of  bodyguards,  concubines  and  royal  wizards. 
Shipments  of  gold,  gemstones  and  provisions  are 
brought  here  by  caravan  once  each  month.  Aside  from 
this,  the  capital  city  is  closed  to  outsiders. 

The  Citadel  of  Akbar 

Standing  at  the  mouth  of  a  deep  gorge,  Akbar 
bars  incursions  by  the  clans  of  Urag  into  the  land  of 
A  ri  m.  T  he  fortress  al  so  serves  as  a  center  for  trade,  and 
is  occasionally  visited  by  Jaka  hunters,  Djaffir 
merchants,  and  the  occasional  Farad  slave-monger. 

TheTown  of  Shattra 

Located  on  the  banks  of  the  Axis  R  iver,  the  mi  ni  ng 
town  of  Shattra  is  a  filthy  place,  crowded  with  ramshackle 
wooden  tenements  and  covered  in  a  perpetual  haze  of 
smoke  and  soot.  Raw  black-iron  ore  is  brought  hereto 
be  smelted  down  into  ingots  and  shipped  by  barge  or 
caravan  to  Aaman,  Zandu,  the  Seven  Kingdoms,  and 
beyond.  The  secretive  RevenantCult  is  believed  to  have 
its  base  of  operations  here. 


The  rugged  hills  of  central  A  rim  are  home  to  many 
species  of  wild  animals,  including  herds  of  muskront, 
ogriphant,  and  the  swift  creatures  known  as  graymanes. 
As  predatory  exomorphs  and  yaksha  also  dwell  here, 
the  novice  hunter  is  perhaps  best  advised  to  avoid 
vacationing  in  this  region  —  particularly  as  it  is  home  to 
the  wild  folk  known  as  the  Drukhs 


Nomadic  hunter-gatherers  who  build  no 
permanent  dwellings  of  any  kind,  Drukhs  range 
throughout  the  central  hills  and  mountains  of  A  rim  in 
loose-knit  bands  numbering  from  a  few  dozen 
individuals  to  several  hundred.  Their  warriors  ride  wild 
graymanes  dyed  purple  with  berry  juice  —  a  most 
unusual  sight,  or  so  it  is  said.  Drukhs  subsist  on  roots, 
tubers,  and  wild  game;  they  also  prey  on  Arimite 


Drukhs  are  a  rugged  people  who  dye  their  long 
hair,  beards  and  skin  with  the  juice  of  the  purple  barb- 
berry.  They  have  dark  eyes  and  savage  features,  and 
dress  in  rude  hides,  furs,  and  necklaces  made  from  the 
fangs  and  claws  of  wild  beasts. 

flrx^TRY 

The  Drukhs  are  primitive  tribesmen  believed  to 
be  descended  from  the  Wild  Folk  of  ancient  Tali  si  anta. 
As  they  are  similar  in  stature  to  the  A ri mites,  some 
scholars  have  suggested  that  the  Drukh  tribes  are  may 
also  be  related  to  these  people.  This  theory  has  not 
been  well  received  by  either theA  rimites or theDrukhs, 
who  despise  each  other. 


livestock  as  the  opportunity  warrants,  and  are  known 
to  rob  caravans  along  those  parts  of  the  Phaedran 
Causeway  that  lay  adjacent  to  their  territories,  and  to 
launch  raids  against  small  villages  and  outposts. 

Among  the  Drukhs,  there  is  no  marriage  per  se; 
males  and  females  alternate  partners  as  they  choose. 
Children  are  raised  by  the  tribal  elders,  who  teach  them 
about  hunting  and  warfare.  Those  who  are  too  old  or 
weak  to  fend  for  themselves  are  slain  out  of  hand,  thereby 
reducing  the  number  of  mouths  needing  to  be  fed. 

Drukhs  are  taught  never  to  show  fear  or  pain, 
which  they  regard  as  signs  of  weakness.  To  show  their 
abi  I  i ty  to  resi  st  pai  n  vari ous  forms  of  ri tual  scarri  ng  and 
bodi  ly  muti  I ati  on  are  common  practi  ces;  scars  earned  i  n 
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battle  are  considered  signs  of  courage  and  are  greatly 
admired.  To  test  the  strength  and  worthiness  of  their 
enemies  Drukhs  often  subject  captured  opponents  to 
slow  and  excruciating  forms  of  torture  -  invariably 
resulting  in  death,  though  in  rare  cases  individuals  who 
exhi  bi  t  uncommon  courage  and  abi  I  i ty  to  w i thstand  pai  n 
are  allowed  to  live.  Drukhs  do  not  regard  such  behavior 
as  cruel.  Among  these  folk,  compassion  is  considered  a 
sign  of  weakness,  and  is  virtually  unknown. 

Drukh  tribes  are  led  by  shamanic  war-chieftains; 
typically,  the  most  accomplished  warrior  of  the  tribe. 
The  position  is  open  to  challenge  once  each  year  on  the 
day  after  the  Ghost  M  oon,  from  sun-up  to  sundown. 
D  uri  ng  thi  s  ti  me  f  i erce  duel s  to  the  death  for  domi  nance 
can  occur  at  any  time. 

Law 

D  rukhs  accused  of  offenses  are  bound  with  leather 
thongs  and  brought  before  the  tribe's  shamans.  The 
shamans  act  as  judge  and  jury;  individuals  found  guilty 
of  weakness  or  disobedience  are  executed  by  means  of 
ritual  torture,  a  slow  and  horrible  process.  If  they  die  a 
"good  death"  and  do  not  cry  out  in  pain,  it  is  believed 
that  their  crimes  will  be  forgiven  by  the  ancestors,  and 
they  will  enjoy  a  place  of  honor  in  the  afterlife.  Drukhs 
apply  their  laws  and  customs  to  outsiders  as  well.  In 
this  way  they  regard  themselves  as  honorable  and  fair. 

U)mK  &  Ration 

The  Drukhs  revere  Noman,  dark  ruler  of  the 
Nightmare  Dimension.  They  believe  that  the  spirits  of 
their  ancestors  watch  them  at  all  times,  and  will  cause 
them  misfortune  if  they  act  in  a  cowardly  fashion.  All 
Drukhs  are  extremely  superstitious.  They  believe  in  the 
power  of  spirits,  curses,  and  black  magic.  Any 
occurrence  that  can  be  construed  as  out  of  the  ordi  nary 
may  be  regarded  as  an  omen,  either  favorable  or 
unfavorable.  Drukhs  rely  upon  their  shamans  to  read 
these  omens  and  explain  the  portents  to  the  tribe.  Their 
readings  can  impel  a  tribe  to  attack,  to  avoid  an  area  or 
person  designated  as  "cursed",  or  to  postpone  their 
plans  until  the  appearance  of  more  favorable  omens. 
D  rukhs  observe  no  burial  rituals.  The  dead  are  left  to  be 
eaten  by  animals  while  the  rest  of  the  tribe  moves  on. 

Tm^  Art? 

The  music  of  the  Drukhs  is  wild  and  primitive, 
reflecting  the  nature  of  these  people.  In  battle,  Drukh 
shamans  wield  bone  flutes,  and  play  the  ancient  "Song 
of  M  adness",  which  is  intended  to  strike  fear  into  the 
hearts  of  their  enemies.  Other  traditional  instruments 


includeDrukh  ceremonial  drums,  madefrom  flayed  skin 
stretched  over  dried  gourds,  and  the  uka,  or  "howling 
drum";  an  instrument  made  from  skin  stretched  over  a 
framework  of  rib  bones,  which  is  played  by  dipping  the 
fingers  in  blood  and  rubbing  them  across  the  head  of 
the  drum.  Drukh  crafts  are  limited  to  weapon  and  tool- 
making,  the  curing  of  hides,  and  a  style  of  scrimshaw 
i  nvol  vi  ng  the  carvi  ng  of  i  ntri  cate  patterns  on  humanoi  d 
leg  bones  and  skulls. 

Drukhs  converse  in  an  unusual  combination  of 
sign  and  Low  Talislan,  punctuated  by  expressive  hand 
gestures.  W  hilethey  do  not  employ  a  written  language, 
the  tribes  communicate  by  means  of  smoke  signals, 
using  various  types  of  herbs  and  plants  to  create  as 
many  as  seven  different  colors  of  smoke.  This  system  is 
as  complex  as  any  form  of  written  language,  and  is  unique 
to  these  people. 

Drukh  names  consist  of  both  somatic  and  verbal 
components;  onemustknow  both  in  order  to  accurately 
state  the  name  of  an  individual  Drukh.  To  omit  the  hand 
sign  is  considered  a  sign  of  ignorance  at  best,  and  at 
worst,  an  insult  that  may  require  the  offended  Drukh  to 
seek  redress.  Examples  of  f  ul  I D  rukh  names  i  ncl  ude  B  one- 
Flute  Brother  (three  fingers  of  right  hand  moving  back 
and  forth  over  left  wrist),  and  Howling  Mother  (right 
index  finger  pointing  into  palm  of  left  hand). 

Both  males  and  females  serve  as  warriors  and 
hunters.  In  battle,  Drukhs  warriors  use  enchanted  flutes 
and  drums  to  achieve  a  type  of  trance-state.  Drukhs 
who  have  been  so  affected  will  continue  to  attack  even 
if  badly  afflicted  with  normally  incapacitating  wounds. 

When  not  at  war  with  each  other,  the  various 
Drukh  tri  bes  sometimes  barter  with  each  other  for  hides, 
horn,  and  iron  weapons.  Most  Drukhs  know  nothing 
about  currency  and  trade  gold,  silver,  and  copper  coins 
primarily  as  baubles,  or  as  raw  materials  that  can  be 
melted  down  and  used  to  make  more  useful  items. 

Drukhs  are  decidedly  unfriendly  as  regards 
outsiders,  finding  great  enjoyment  in  skinning  alive 
individuals  who  trespass  into  their  lands.  The  Drukh 
tribes  particularly  despise  the  A ri mites,  their  ancestral 
enemies.  Many  tribes  are  still  fighting  to  gain  back 
territories  lost  to  the  Arimites  hundreds  of  years  ago. 


I 

^XOITORPH 

Exomorphsarefiercequadrupedal  predators  found 
in  the  wooded  hills  of  A  rim  and  most  other  forest  and 
jungle  regions.  The  creature  is  justly  feared,  both  for  its 


blood-thirsty  nature  and  for  its  uncanny  ability  to  blend 
into  its  surroundings  by  assuming  virtually  any  color, 
combination  of  colors,  or  pattern  imaginable.  Combined 
with  a  talent  for  standing  perfectly  still  for  hours  on 
end,  exomorphs  are  nearly  impossible  to  detect  in  the 
wild.  They  often  show  a  remarkable  degree  of  patience, 
waiting  patiently  for  prey  to  approach  within  afew  feet 
before  leaping  to  the  attack. 

Exomorphs  are  occasionally  hunted  for  their 
pigment  sacs,  from  which  the  finest  magical  inks  and 
costly  dyes  are  derived.  Located  at  the  base  of  the  neck, 
these  small,  bladder- shaped  glands  sell  for  as  much  as 
five  hundred  gold  lumens  each.  There  are  two  such 
glands  in  female  exomorphs,  three  in  the  more  colorful 
males.  A  dead  exomorph's  hide  loses  its  color  in  just  a 
few  hours,  becoming  practically  worthless  to  all  but  the 
most  gullible  buyers. 

Size:  7'-9' in  length, 400-600  lbs. 
Attributes: 

INT  -6  PER  44 

WIL+5  CHAN/A 
STR  +5  DEX  +3 

CON  40  SPD44 
A  bility  Level:  5-10+ 

Attacks/Damage:  Bite:  DR  11, Claws:  DR  15 


Special  Abilities:  Alter  color  of  hide  at  will  (Stealth  at 
Ability  Level  4-10),  tracking  by  scent  at  Ability  Level 
4PER 

Armor:  Scaly  hide,  PR  2 
H  itPoints:  45 

A  denizen  of  Arim,  Zandu,  and  much  of  the 
Western  Lands,  the  sniper-bug  is  named  for  its  uncanny 
habits.  A  rmed  with  tiny  spears  made  from  bits  of  wood, 
rock,  and  glass,  these  diminutive  insects  lurk  in  hiding, 
waiting  to  ambush  unwary  prey.  Quite  intelligent  (I  NT  - 
7),  sniper-bugs  usually  travel  in  "platoons"  of  up  to 
two  dozen  adults,  each  carrying  one  or  more  larval 
young  on  its  back,  along  with  a  plentiful  supply  of 
spears.  Their  platoons  generally  prey  on  small  avians, 
reptiles,  and  other  insects,  but  they  are  quite  fearless 
and  will  attack  larger  creatures  as  well. 

While  their  small  weapons  are  capable  of  doing 
only  minor  damage  to  humanoids,  sniper-bugs  can  be 


dangerous  when  encountered  in  large  groups.  They  are 
almost  impossible  to  get  rid  of  once  they  have  marked  a 
territory  (part  of  a  clearing,  a  path,  home,  basement, 
etc.)  as  their  own.  Wars  between  sniper-bugs  and  whisps 
have  purportedly  gone  on  for  untold  millennia,  largely 
unnoticed  by  most  Talislantans. 

mmrnawy  tr^ 

This  ominous-looking  tree  is  a  familiar  sight  in 
Arim  and  many  other  woodland  and  wilderness  regions 
-  its  angular  black  branches  silhouetted  against  the  sky, 
the  long,  rope-like  tendrils  hanging  almost  to  the 
ground.  Hangman's  tree  has  been  used  as  a  ready-made 
gallows  since  ancient  times;  the  Black  Magician, 
M  ordante,  was  said  to  have  had  a  grove  of  such  trees 
planted  atop  a  hill  overlooking  his  mansion.  Hangman's 
tree  is  still  commonly  used  for  this  purpose  in  Arim, 
primarily  by  assassins  of  the  Revenant  Cult. 


) 

T  he  vast  expanses  of  the  A  zure  0  cean  are  avoi  ded 
by  most  sensible  Talislantans,  with  the  exception  of 
such  sea-going  folk  such  astheGao,  Imrians,  and  other 
reckless  sorts.  The  author  identifies  with  the  former 
group,  and  claims  little  or  no  first-hand  knowledge  of 
the  various  islands  and  atolls  that  dot  these  forboding 
waters.  Still,  for  the  benefit  of  the  reader,  here  is  a  brief 
overview  of  these  places. 

tyk  \JLanv  or 

A  rocky  isle  located  off  the  western  coast  of 
Silvanus,  Castabulan  is  fringed  with  copses  of 
tanglewood  and  stunted  gall  oak.  Uninhabited  for 
centuries  save  for  wild  beasts  and  flocks  of  winged  avir, 
the  island  is  now  populated  by  a  refugee  people  who 
call  themselves  the  Castabulanese. 

The  Castabulanese  are  tall,  slender  of  build,  with 
skin  a  deep  brown  in  color.  They  dress  in  loose-fitting 
robes  and  sandals.  The  females  braid  their  hair  in  a 
variety  of  intricate  styles,  and  wear  necklaces  of  sea 
stones  worn  smooth  by  the  tides. 

flrK^TRY 

The  Castabulanese 
clai  m  to  be  the  descendants  of 
a  group  of  Phantasians  whose 
windship  crash-landed  on  the 
isle  in  the  year  447.  Originally 
two  dozen  in  number,  the 
survivors    have  applied 
themselves  vigorously  to  the 
act  of  procreation,  so  that 
nearly  four  hundred  men,  women,  and  children  now 
populate  the  isle. 

The  Castabulanese  reside  in  an  eccentric 
"observatory"  constructed  of  rough-hewn  timbers  and 
stone.  Originally  built  to  house  two  dozen,  the  structure 
has  since  undergone  no  less  than  eighteen  major 
expansions  and  additions.  The  lower  floors  serve  as 
iving  chambers  and  storage.  The  top  two  floors  house 
observation  lenses,  skycharts,  and  an  alchemical 
laboratory.  H  ere  the  Castabulanese  monitor  changes  i  n 


the  weather,  compiling  date  that  they  use  to  predict 
storms,  droughts,  and  other  meteorological  phenomena. 

The  population  functions  as  a  commune,  with  all 
members  sharing  equally  in  the  work  of  growing  food 
(tubers,  grains,  and  fruits),  hunting  for  shellfish,  tending 
the  commune's  erd  population,  maintaining  the 
observatory,  and  monitoring  research  and  experiments 
in  progress.  The  Castabulanese  have  no  strict  rules 
regarding  marriage;  relationships  of  all  kinds  are 
tolerated.  Children  are  raised  by  the  entire  group,  with 
individuals  taking  turns  as  with  other  responsibilities. 

The  Castabulanese  are  liberal  and  permissive  by 
nature,  accepting  of  all  beliefs  and  ways  of  life  that  do 
not  inhibit  personal  freedom.  They  have  developed  a 
close  affinity  to  the  forces  of  nature,  which  they  have 
had  occasion  to  experience  first-hand  since  being  ship- 
wrecked long  ago.  UnliketheirPhantasi  an  forbears  they 
havecometo  believe  that  those  who  use  magic 
have  a  responsibility  to  protect  and  preserve 
the  environment. 

The  folk  of  Castabulan  abide  by  a 
Communal  Pact,  which  states  that  all  must 
share  equally  in  responsibilities.  A  side  from 
this,  they  enjoy  a  unique  form  of  self-rule 
that  empowers  individuals  to  make 
important  life-decisions 
for  themselves.  A 
group  of  three  elders, 
elected  by  popular 
vote,  are  called  upon  to 
make  any  decisions  that 
affect  the  majority  of  the 
population,  as  needed.  Any 
who  break  the  Communal  Pact  or  perform 
acts  of  thievery  or  aggression  are  banished 
from  the  island,  never  to  return. 

WmK  &  Ration 

The  Castabulanese  have  no  single  religion,  but 
are  allowed  to  worship  or  not,  as  they  choose.  Nature 
d  ei  ti  es  are  c  u  rrentl  y  po  pu  I  ar  w  i  th  so  me,  as  are  trad  i  ti  o  nal 
Talislantan  holidays  and  festivals  centered  around 
nature  or  fertility  themes,  such  as  the  Harvest  of  the 
Silver  M  oon  and  the  Conjunction  of  the  Twin  Suns. 
The  Castabulanese  study  numerousfields  of  magic,  but 
are  especially  adept  in  astromancy  and  aeromancy. 
Castabulanese  pi  ace  their  dead  along  with  their  personal 
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effects  in  wooden  coffins  and  cast  them  adrift,  to  be 
carried  away  on  the  tides. 

Th^  Art? 

Castabulanese  have  a  great  appreciation  of  the 
arts.  Many  dabble  in  a  form  of  naturalistic  sculpture 
employing  such  materials  as  driftwood,  sea  shells,  and 
various  flotsam  washed-up  on  the  shore  by  the  tides. 
Others  pai  nt  or  compose  epi  c  paeans  i  n  thei  r  spare  ti  me. 

LflP<3<Jfl<^ 

The  Castabulanese  speak  a  casual  or  rustic  form 
of  High  Talislan,  reflecting  the  somewhat  low  regard 
that  these  people  have  for  classical  Phantasian  culture. 
Castabulanese  names  have  an  easy,  lilting  sound,  as  in 
Saleas,  M  illias,  Castabulos,  and  Celesian. 

The  Castabulanese  have  no  army,  weapons,  or 
fortifications.  They  are  believed  to  possess  magical 
capabilities  adequate  to  defend  themselves  from  any 
small-medium  sized  force  of  invaders. 

The  folk  of  Castabulan  produce  no  marketable 
wares  perse,  but  trade  information  about  tides,  weather, 
and  wind  currents  to  sea  captains,  scholars,  institutions 
and  other  interested  parties.  In  return  they  receive 
alchemical  supplies,  gifts  of  food  or  wine,  and 
occasionally  a  few  gold  lumens.  These  the 
Castabulanese  use  to  purchase  astrological  apparatus, 
tools,  and  other  implements  from  the  Seven  K  ingdoms 
and  elsewhere. 

It  is  customary  for  Zandir  captains  sailing  to  or 
out  of  the  port  of  Zantium  to  send  a  messenger  to 
Castabulan,  in  order  to  obtain  advice  on  prevailing 
winds,  tides,  and  so  on.  The  usual  procedure  is  for  the 
messenger  to  leave  a  gift  of  food,  wine,  or  supplies  at 
thefootof  the  stairs  leading  up  to  the  observatory,  ring 
a  gong  placed  conveniently  nearby,  and  wait.  A 
harbinger  imp  responds  within  a  moment  or  two, 
carrying  with  it  a  scroll  bearing  the  astromantic 
predictions  for  the  day. 

(Uorlp  RaflTiony 

Castabulan  is  neutral  as  regards  all  other  nations; 
any  visitors  who  come  in  peace  are  welcome.  The 
Castabulanese  enjoy  good  relations  with  many  Zandir 
sea  traders,  and  have  been  visited  by  waterborne  and 
windborne  craft  from  many  different  nations. 


Castabulan's  most  recent  report  on  Talislantan 
environment  was  highly  commended  by  the  members 
of  Cymril'sLyceumArcanum,andjoint research  projects 
are  planned  for  the  near  future. 

Relations  with  Phantas  remain  one  of 
C  astab u  I  an '  s  f  ew  sou  rc es  of  d  i  smay .  T  h e  C  astab u I  anese 
have  attempted  for  decades  to  convi  nee  the  P  hantasi  ans 
to  restrict  their  thaumaturgical  experimentation,  which 
the  Castabulanese  claim  is  deleterious  to  the 
surrounding  environs.  The  Phantasians  disagree;  some 
have  gone  so  far  as  to  recommend  that  the  Castabulan 
faci  I  i ty  be  di  smantl  ed,  and  the  descendants  of  the  former 
castaways  forcibly  returned  to  Phantas. 


Another  small  island  that  lies  off  the  coast  of 
Silvanus,  Talisandre  is  a  scenic  isle  populated  by  a 
plethora  of  wild  flora  and  fauna,  including  several 
species  believed  to  be  all  but  extinct  elsewhere.  Edible 
plants  and  wildfowl  are  plentiful  here,  asarenumerous 
species  of  shellfish.  This  idyllic  setting  is  also  home  to 
a  simple  and  primitive  people  called  the  A  zir. 

Azir  are  dark-skinned  and  dark-haired.  They  dress 
in  loincloths,  anklets,  and  bracelets  of  woven  plant 
fibers,  and  wear  elaborate  masks  of  carved  wood,  which 
are  sai  d  to  ref  I  ect  thei  r  moods. 

flrx^TRY 

The  Azir  appear  to  be  direct  descendents  of  the 
first  A  rchaen  tribes.  In  fact,  it  is  believed  that  the  tribe 
has  always  lived  on  Talislandre,  unaffected  by  the 
processes  of  civilization,  wars,  and  even  The  Great 
Disaster.  If  true,  then  the  Azir  are  something  akin  to 
"living  fossils"  —  relics  of  a  bygone  age. 

B ecause  A zi  r  do  not  wel come  outsi ders  i  nto  thei  r 
realm,  very  little  is  known  of  these  people.  The  most 
detai  I  ed  accounts  of  A  zi  r  I  i  f  e  come  f  rom  a  G  reen  A  eri  ad 
botanomancer  named  K'ya-Chak;  who,  after  being 
driven  away  time  and  again,  finally  won  the  trust  of  an 
Azir  shaman,  who  agreed  to  tell  him  something  of  her 
people.  A  ccordi  ng  to  K  'ya-C  hak,  Azi  r  I  i  ve  i  n  large  dome- 
shaped  huts  of  woven  grass.  Each  dwelling  provides 
shelter  for  an  extended  family.  As  many  as  four 
generations  may  live  together;  the  Azir  are  robust  and 
long-lived,  and  do  not  suffer  from  the  diseases  that 


commonly    afflict  other 
Talislantans.  Azireat  no  meat, 
but  subsist  on  wild  edible 
plants,  fruits,  roots,  tubers,  nuts, 
They  mate  for  life,  and  have  no 
taboos  regarding  sex  or 
nudity.  Children  are 
raised  by  their  parents, 
with  help  from  the  family 
elders. 

The  Azir  are  a 
peaceful  people  who 
live  in  harmony  with 
their  surroundings. 
Young  Azir  play 
contentedly  with  animals 
from  the  surrounding  forest; 
wild  beasts  seem  not  to 
threaten  their  villages  and 
gatherings.  As  regards 
strangers,  Azir  exhibit  overt 
xenophobic  tendencies. 
Visitors  from  the  outside 
world  are  usually  greeted  with 
fusillades  of  stones,  and  told 
i  n  no  uncertai  n  terms  to  depart 
the  Azir's  island  refuge.  This 
attitude  can  be  traced  to  the  Azir  belief  that 
association  with  other  peoples  will  cause  their  own 
people  to  grow  sick  and  die.  They  believe  that  the  only 
reason  their  culture  has  survived  intact  is  because  the 
Azir  have  remained  apart  from  the  rest  of  the  world.  In 
this,  they  are  no  doubt  correct. 

Azir  are  ruled  by  a  council  of  shaman  elders,  both 
male  and  female.  They  are  charged  with  the  protection 
of  the  Azir  cultureand  people.  K'ya-Chak  observed  no 
laws  or  punishments;  indeed,  he  felt  that  there  appeared 
to  be  no  crimeamong  theAzir. 

\T)mK  &  Ration 

Azir  possessno  affinity  for  or  knowledgeof  magic. 
They  are  practitioners  of  an  ancient  pagan  religion  based 
on  the  worship  of  elemental  spirits.  Azir  have  a  rich 
ri  tu  al  trad  i  ti  o  n ,  c  el  eb  rati  ngthechangingoftheseasons, 
days  when  certain  flowers  burst  into  bloom,  and  other 
natural  occurrences.  K'ya-Chak  found  it  most  unusual 
that  the  Azir  had  no  rituals  for  the  seven  moons,  and 
only  recognized  one  of  the  twin  suns.  When  he 


questioned  several  Azir  on  the  subject, 
they  merely  said  that  "these  things  are 
but  illusions,  and  so  we  pay  them  no 
heed."  Azir  bury  their  dead  amongst 
the  wildflowers,  which  they 
refer  to  as  "returning  to 
nature". 

Th^  Art? 

Azir  wear  colorful 
wooden  masks  as  an  indicator 
of     mood  and 
emotion.  Several 
different  types  of 
masks  are  known: 
"Festive  Celebrant"  is 
worn  during  joyous 
rituals,  "Sorrowful 
Dreamer"  is  worn  to 
express  sadness  and 
regret;  "Fearsome 
Protector"  is  worn  to  repel 
interlopers.  Other  types 
certainly  exist,  but  have  not 
yet  been  documented. 


Tongue 
add  a  layer  of 
speech  that  is 
Azir  names 


A  zi  r  speak  a  version  of  the  E  Ider 
The  type  of  mask  worn  is  said  to 
meaning  and  emotion  to  their 
not  always  evident  to  non-Azir. 
combine  proper  names, 
beginning  with  the  prefix  "Az",  with  a  natural  element. 
For  example:  Azia  of  the  Blue  Blossoms,  Azis  of  the 
Shoals,  and  Azia  of  the  Feather-Dendrons. 

The  Azir  have  no  warriors.  In  the  event  of 
intrusion  by  hostile  beings  or  entities,  the  people  don 
"  F  earsome  D  ef  ender"  masks  and  confront  the  i  ntruders, 
shouting  and  making  aggressive  gestures  in  an  attempt 
to  f  ri  g hten  them  i  nto  I  eavi  ng .  I  f  thi  s  tacti  c  f  ai  I  s,  they  w  i  1 1 
throw  sticks  and  stones;  again,  with  intent  to  frighten, 
not  harm.  If  this  approach  also  fails,  theAzir  run  away 
and  hi  de  i  n  thef  orests.  S  wift  and  cunni  ng,  A  zi  r  are  al  most 
impossible  to  catch  or  even  find  when  they  do  not  wish 
to  be  seen. 

^OI7)IMR<^ 


possessions  except  as  pertains  to  their  masks,  each  of 
which  is  made  by  its  owner,  and  can  only  be  worn  by  its 
owner.  They  apparently  own  nothing  of  value  to 
outsiders,  and  have  never  had  a  desire  to  trade  with  the 
outside  world. 

Outsiders  have  long  regarded  the  A  zi  r  as  a  strange, 
backward,  even  savage  people.  While  it  is  true  that  the 
Azir  know  nothing  of  the  civilized  world,  this  is  a 
condition  that  they  have  adopted  by  choice.  Scholars 
from  the  mainland  have  wanted  to  study  the  Azir  for 
centuries,  hoping  to  learn  something  of  their  culture, 
the  reason  for  their  long  lifespans,  and  how  they  and 
their  island  survived  TheGreat  Disaster. 

7Zf]  7TORPIOD 

The  sea  scorpion  is  a  giant  species  of  aquatic 
insectoid  found  throughout  the  Azure  Ocean  and  the 
Far  Seas.  These  fearsome  monsters  commonly  attain 
lengths  in  excess  of  forty  feet  and  may  grow  to  even 
twice  this  size.  Sea  scorpions  normally  prey  on  other 
large  aquatic  creatures,  such  as  sea  dragons  and  giant 
kra,  though  they  have  also  been  known  to  attack  ocean- 
going vessels  of  all  sizes.  A  sea  scorpion's  pincers  can 
crush  wooden  masts  and  timbers  with  ease,  and  its  long 
stinger  can  penetrate  even  the  thickest  wooden  hulls.  If 
the  creatures  have  a  weakness,  it  is  that  their  vision  is 
extremely  poor.  In  fact,  it  is  possible  that  they  attack 
sailing  vessels  only  by  mistake,  thinking  them  to  be 
living  entities. 

The  giant  skeletal  jaws  of  sea  scorpions  grace  the 
walls  of  many  a  portside  tavern  -  most  found  after  being 
washed  up  on  the  shore  after  a  storm,  rather  than  as  a 


resul  t  of  the  tavern-  ow  ner' s  heroi  cs,  regard  I  ess  of  cl  ai  ms 
to  the  contrary.  A  trophy  of  this  sort  may  command  up 
to  a  thousand  gold  lumens  or  more. 

Size:  40'+,  4-6  tons 
Attributes: 

INT -10  PER -4 

WIL+5  CHAN/A 
STR  49  DEX  -6 

CON  48  SPD  +2 

Ability  Level:  14-20 

Attacks/Damage:  Pincers:  DR  30,  mandibles:  DR  20, 
sting:  DR  25;  total  of  two  attacks  per  round 
Special  Abilities:  None 
Armor:  Exoskeleton,  PR  7 
HitPoints:  88 
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Khazad  is  a  strange  and  largely  unknown  realm 
located  at  the  furthest  north  western  reaches  of 
Talislanta.  Inaccessible  to  all  but  the  most  determined 
travelers,  its  terrain  is  most  forbidding.  A  line  of 
precipitous  cliffs  runs  the  length  of  its  western  coast, 
and  a  ridge  of  mountains  extends  along  its  eastern 
borders.  To  the  north  lay  fields  of  ice  and  snow;  beyond 
this  is  the  M  idnight  Sea,  where  sailors  fear  to  go.  The 
w  aters  of  th  e  G  u  I  f  of  S  i  I  van  us,  roc  k-  strew  nandperilous, 
deny  easy  access  from  the  southeast. 

Asa  result  of  these  i  mpedi ments  to  travel ,  much 
of  what  is  known  of  K  hazad  is  based  upon  the  accounts 
of  the  wandering  Sarista  tribes  and  the  few  hardy 
adventurers  w ho  have  ri sked  j ourney i ng  to  thi s  i sol ated 
area.  A  ccordi  ng  to  thei  r  accounts,  the  i  nteri  or  of  K  hazad 
is  less  than  inviting.  Patches  of  bleached  and  barren 
gall  oak  and  deadwood  stand  I  ike  skeletons,  silhouetted 
against  a  dreary,  purple  and  grey  sky.  Broken  and 
irregular  lines  of  hills  dot  the  landscape,  interspersed 
with  moors,  quagmires,  and  stagnant  ponds.  The  air  is 
heavy  with  the  smell  of  moldering  vegetation,  and 
exudes  an  unsettling,  ancient  quality. 

Scattered  throughout  the  country  are  ruins, 
evidently  of  some  long-forgotten  civilization.  Though  a 
few  of  the  ruins  have  been  plundered  of  their  hidden 
secrets,  many  remain  largely  unexplored.  Far  to  the  north 
are  vast  burial  grounds,  denoted  by  row  upon  row  of 
age-worn  stone  markers,  or  cenotaphs.  Less  frequently 
encountered  are  mausoleums  of  pitted  stone,  engraved 
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with  arcane  symbols  of  obscure  origin.  Humanoid 
remains,  entombed  in  massive  sarcophagi  of  strange 
design,  have  been  found  in  some  of  these  crypts. 
Scholars  of  the  N  ew  A  ge  have  theorized  that  these  are 
the  final  resting  places  of  the  Thane,  ancient  ancestors 
of  the  B  lack  Savants  of  N  efaratus. 

The  Thane  of  Khazad  were  buried  wearing 
funerary  masks  of  frightening  aspect,  fashioned  of  gold, 
silver,  copper,  tin,  and  lead.  Scholars  believe  the  masks 
were  intended  to  ward  demons  or  evil  spirits  from  the 
souls  of  the  deceased.  Brass  urns  sealed  with  paraffin, 
used  to  imprison  bottle-imps  or  safekeep  the  corpse- 
dust  of  departed  wizards,  are  also  found  in  the  Thane 
tombs.  Prized  by  curio  col  I  ectors  and  necromancers  al  i  ke, 
these  relics  bring  high  prices  in  some  places.  However, 
the  risks  entailed  in  the  acquisition  of  such  items  are 
not  inconsiderable.  Necrophages  haunt  the  region, 
craving  fresh  corpses  in  preference  to  the  dry  bones  of 
the  Khazad  dead.  Lurkers  prowl  the  moors,  as  do  packs 
of  werebeasts  from  the  Serpentine  M  ountains.  A  nd  it  is 
likely  that  the  Black  Savants  do  not  appreciate  having 
the  tombs  of  their  ancestors  defiled. 

There  is  a  legend  to  the  effect  that  a  vast  complex 
of  ruins  lies  far  to  the  north.  Referred  to  as  Necron  on 
many  ancient  maps,  the  Sarista  call  it  the  "City  of  the 
Dead".  Here,  it  is  believed,  are  buried  the  mummified 
remai ns  of  an  enti re  city's  popul ati on .  T he  Sari sta  cl ai m 
that  the  city  is  cursed,  and  say  that  it  is  death  to  enter  it. 


Others  believe  that  the  Sari  sta  tell  such  tales  to  frighten 
away  would-be  grave  robbers  from  their  own  private 
plundering  grounds. 

Purca  or  Dcnr 

The  Cliffs  of  Khazad 

Sheer  cliffs  two  hundred  feet  in  height  ring  the 
coastline  of  Khazad,  making  passage  into  the  interior  a 
daunting,  if  not  impossible,  prospect.  Of  interest  to 
scholars  of  the  occult  are  the  giant  diabolical  visages 
carved  into  the  cliff-sides  along  portions  of  the  coast. 

Isle  of  Lost  Souls 

Legends  say  that  this  place  is  inhabited  by  a  night 
demon  with  a  penchant  for  collecting  souls,  which  his 
assistants  gather  by  night  and  bring  back  to  his  island 
lair.  The  "lost  souls"  are  said  to  be  stored  in  enchanted 
amberglass  vials,  which  the  demon  keeps  for  his 
amusement.  At  the  very  least,  it  makes  for  a  colorful 
tale. 
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N  ecrophages  are  humanoi d  enti ti es  that  hai  I  from 
the  darkest  depths  of  the  Underworld.  Old  legends  to 
the  contrary,  they  are  not  ghosts  or  spiritforms,  but 
corporeal  scavengers  that  have  been  known  to  slip  into 
the  material  plane  by  means  of  magical  gates  and  rifts, 
drawn  by  the  scent  of  death.  Here,  they  haunt  crypts 
and  buri  al  grounds,  f  eedi  ng  upon  the  bones  and  remai  ns 
of  the  dead.  N  ecrophages  can  detect  the  scent  of  bones, 
corpses,  and  corpses  at  distances  of  up  to  two  miles, 
and  they  are  always  hungry. 

Nauseating  to  behold,  necrophages  dress  in  rags 
stolen  from  the  bodies  of  corpses  and  speak  in  harsh, 
rasping  whispers.  They  are  found  in  great  numbers  in 
Khazad,  but  may  be  encountered  in  a  variety  of  places, 
including  graveyards,  abandoned  ruins,  and  battlefields. 
Nocturnal  by  nature,  necrophages  huddle  in 
underground  caves  and  crypts  by  day.  As  they  never 
sleep,  their  gnashing  and  mumbling  may  sometimes 
provi  de  warni  ng  of  thei  r  presence  to  those  who  venture 
too  near  their  haunts.  Driven  by  their  horrible  craving 
for  carrion,  necrophages  are  strangers  to  fear.  M  any,  in 
fact,  are  utterly  insane.  They  are  also  proven  carriers  of 
a  variety  of  unpleasant  ailments  and  contagious 
diseases,  including  corpse-rot. 

It  is  a  known  fact  that  only  silver  or  enchanted 
weapons  will  suffice  to  kill  a  necrophage.  Other  types 
of  weapons  can  be  used  to  cause  physical  damage  to  a 
necrophage,  though  even  dismembered,  the  bodily  parts 
of  a  necrophage  will  continue  to  attack;  a  disconcerting 
sight  indeed  to  any  who  have  witnessed  such  an 
occurrence.  Rajan  necromancers  collect  the  severed 
hands  and  heads  of  necrophages,  which  -  invested 
with  unnatural  sentience  -  are  said  to  have  numerous 
uses. 


Size:  6'4"-7',  120-180+lbs. 
Attributes: 
INT-2  PER+2 
WIL+3  CHA-7 
STR  44  DEX  -2 

CON +5  SPD-1 
Ability  Level:  5-11 

Attacks/Damage:  Bite:  DR  8,  Claws:  DR  10  (CON  roll  to 
resist  contracting  disease  known  as  "corpse-rot") 
Special  Abilities:  Harmed  only  by  silver  and  magic,  night 
vision,  detect  scent  of  carrion  or  bones  at  range  of  two 
miles,  dismembered  body  parts  may  continue  to  attack 
Armor:  None 
H  itPoints:  25 

Ghasts  are 
horrific  entities 
believed  to  hail  from 
the  dark,  uncharted 
regions  that  lie  in 
proximity  to  the 
Underworld.  Their 
presence  on  the 
material  plane  is 
attributed  to  the 
legendary  black 
magician, 
M  ordante,  who  - 
deliberately  or 
inadvertently 
opened  a  magical 
gate  into  the  nether  realms,  allowing  hordes  of  these 
creatures  to  gain  access  to  the  continent  of  Talislanta. 
On  the  material  plane,  ghasts  often  haunt  ancient 
graveyards,  tombs,  and  battlegrounds,  sites  which  are 
perhaps  most  remi  ni  scent  of  thei  r  vi  I  e  home  pi  ane.  T  hey 
are  most  common  in  K  hazad  and  Werewood,  where  they 
are  known  to  prey  upon  living  creatures  of  all  sorts, 
including  even  banes  and  werebeasts. 

Though  frail  and  unhealthy-looking,  ghasts 
possess  fearsome  strength,  and  cannot  be  harmed  except 
by  magical  means.  Possessed  of  a  diabolical,  and  often 
insane,  intelligence,  they  are  known  to  covet  enchanted 
items  and  to  converse  wi th  unseen  spi  ritforms,  the  skul  I  s 
of  their  victims,  and  even  themselves.  These  foul 
creatures  usually  hunt  by  night,  spending  the  daylight 
hours  lurking  in  crypts  and  underground  barrows, 
staring  into  the  darkness. 


Size:  7'6"-8',  160-200  lbs. 
Attributes: 

INT +5  PER  +8 

WIL+8  CHA-7 

STR  +7  DEX  -5 

CON  +10  SPD  +2 

Ability  Level:  16-30 

Attacks/Damage:  Claws:  DR  13 

Special  Abilities:  NecromancywithfiveM  odes  at  A  bi  I  ity 

Level,  night  vision,  detect  invisible/astral  presences 

(range:  100  feet  per  level),  harmed  only  by  silver  or 

magical  weapons  and  spells. 

Armor:  None 

HitPoints:  42 
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Storm  demons  are  frightful  winged  entities  that 
normally  dwell  among  the  upper  reaches  of  the 
Demonrealms.  They  sometimes  come  to  Talislanta, 
finding  their  way  through  magical  gates  and  rifts. 
Favoring  dark  and  windswept  lands,  these  demons  can 
be  found  flying  high  above  the  mountains  of  Khazad, 
Werewood,  and  Y  rmania,  among  other  places. 

Storm  demons  radiate  negative  electrical  and 
elemental  energies.  They  are  able  to  cause  wind,  rain, 
and  thunder,  and  can  hurl  shards  of  lightning  like 
javelins.  Their  very  touch  is  sufficient  to  electrocute 
esser  creatures,  metal  armor  affording  no  protection 
from  this  form  of  attack.  G  roups  of  storm  demons  acti  ng 
in  concert  are  purported  to  be  able  to  create  tempests 
sufficient  in  intensity  to  capsize  even  the  largest  sea 
vessels.  They  are  powerless  to  affect  structures  of  earth 
or  stone,  however,  and  are  susceptible  to  damage  from 
spells  of  Geomancy. 


Size:  7'6"-8',  wingspan  20'+,  600-700  lbs. 
Attributes: 

INT  +1  PER +2 

WIL+7  CHA-6 
STR  +7  DEX  +1 

CON  +10  SPD  +7* 

*  in  air;  -3  on  ground 
Ability  Level:  8-15 

Attacks/Damage:  Thunderbolt:  DR  3  per  Ability  Level 
(range:  10  ft.  per  level),  orTouch:  DR  2  per  Ability  Level 
(electrical  damage,  no  protection  from  armor) 
Special  A  bilities:  A  eromancy  with  fiveM  odesatA  bility 
Level,  flight,  hurl  thunderbolts  (one  per  Ability  Level, 
per  day) 
Armor:  None 
HitPoints:  45 

Deadwood  is  a  variety  of  gnarled  and  twisted  tree 
found  in  such  desolate  regions  as  K  hazad,  the  Shadow 
Realm,  and  parts  of  the  Wilderlands  of  Zaran.  The 
organisms  produce  no  leaves  or  fruit,  and  appear  to 
require  neither  water  nor  sunlight;  deadwood  trees  have 
even  been  found  in  underground  regions.  TheAriane, 
who  are  ableto  commune  with  all  things  in  nature,  claim 
that  these  organisms  are  alien  to  Talislanta,  and  have 
roots  that  ori  gi  nate  f  rom  the  I  ower  pi  anes.  T  hey  bel  i  eve 
that  deadwood  trees  are  sentient  and  are  able  to  exert  a 
si  ni  ster  i  nf  I  uence  over  living  creatures;  some  even  cl  ai  m 
that  the  trees  may  serve  as  spies  in  the  service  of  certain 
lower  planar  entities.  Weapons  made  of  deadwood  can 
be  used  to  kill  plant  demons,  though  it  may  be  unwise 
to  keep  such  items  upon  one's  person.  Most  natural 
forms  of  plantlife  exhibit  an  adverse,  and  even  hostile, 
reaction  to  deadwood. 


Silvanus  is  a  hilly  woodland  region  located  to  the 
west  of  the  N  ecros  R  i  ver  and  the  F  orests  of  W  erewood. 
Unlike  the  dreary  and  fell  territories  of  its  eastern 
neighbor,  the  wooded  glens  of  Silvanus  are  scenic  and 
relatively  tranquil.  Here,  fields  of  meadow  grass  offer 
respite  from  theforest,  and  cool  streams  converge  amidst 
thickets  of  silver-beech,  carpets  of  moss,  and  quiet 


The  Sarista  are  built  along  slender  proportions, 
and  have  skin  the  color  of  topaz,  dark  eyes  and  jet  black 
hair.  They  are  partial  to  such  forms  of  ornamentation  as 
ear  bangles,  facial  tattooing,  and  all  types  of  gaudy 
raiment.  The  men  sport  colorful  capes,  berets,  tight- 
fitting  hose,  sashes  and  high  boots;  the  women:  all 
manner  of  sultry  and  provocative  atti  re,  also  of  a  colorful 
nature. 


ponds.  Roots  and  herbs,  many  having  magical  or 
healing  properties,  are  common  throughout  much  of 
the  region. 

The  woods  of  Silvanus  are  home  to  wood  whisps, 
muskront,  and  other  creatures,  most  of  the  benign  sort. 
Beware  of  exomorphs  and  banes  from  nearby 
Werewood,  however,  as  these  sinister  creatures 
sometimes infi ItrateSilvanus by  night.  M  orecommonly 
found  i  n  thi  s  regi  on  are  the  tri  bes  of  a  gypsy  f  ol  k  know  n 
as  the  Sarista. 
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The  history  of  the  Sarista  consists  of  a  baffling 
col  I  ecti  on  of  anecdotes,  f  abl  es  and  bawdy  bal  I  ads.  F  rom 
these,  scholars  have  theorized  that  the  Sarista  are 
descended  from  the  Phaedrans,  and  related  to  the 
Aamanians  and  Zandir.  Others  believe  they  are  kin  to 
the  Dhuna  witch-covens  of  Werewood. 

TheSaristaareapeopleof  diversequalities.  Some 
are  loners  who  make  their  living  as  peddlers,  mercenaries 
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The  rogue  magician  Crystabal  and  I  once  spent  an 
evening  with  a  Sarista  band,  who  entertained  us 
with  their  traditional  songs  and  dances.  The  local 
cuisine,  served  with  generous  flagons  of  herb 
spiced  wine,  was  most  excel  lent.  Afterward,  playful 
Sarista  children  gathered  around,  sitting  on  my  lap 
and  giving  me  gifts  of  little  bouquets  of  meadow 
f  I  owers.  A 1 1  ast  i  t  came  ti  me  to  put  the  I  i  ttl  e  ones  to 
bed,  though  none  would  go  without  first  giving 
"old  U  ncleTamerlin"  ( as  they  i  nsi sted  u pon  cal  I  i  ng 
me)  a  hug.  With  wide  grins,  the  elder  Sarista  then 
brought  forth  more  wine.  I  listened  to  a  few  tall 
tal es  tol d  around  the  campf  i  re  before  myself  reti  ri  ng. 
Crystabal,  flirting  with  a  charming  Sarista  girl,"6* 
attempted  to  arrange  a  romantic  interlude. 

I  awoke  at  daybreak  feeling  refreshed  and  well- 
rested.  A  slightly  bleary-eyed  Crystabal  joined  me 
after  a  time,  and  the  two  of  us  saddled  up  our 
graymanesand  bid  farewell  to  the  Sarista.  Not  five 
miles  down  the  road  I  discovered,  much  to  my 
^chagrin,  that  the  contents  of  my  pockets  had  been 
picked  clean.  M  uttering  under  my  breath,  I  cursed 
the  little  urchins  who  had  sat  upon  my  lap  and 
showered  me  with  hugs  and  kisses.  Crystabal 
laughed  long  and  loudly,  until  he  discovered  that 
his  purse  of  gold  coins  was  missing,  among  other 
items.  With  an  ill-concealed  grin  I  consoled  him, 
and  we  continued  on  our  way;  poorer  in  the 
monetary  sense,  but  far  richer  in  our  knowledge  of 
"Sarista  Culture' 


or  vagabonds.  Others,  notable  for  their  ski  1 1  atwitchcraft, 
live  in  secluded  wilderness  regions.  The  majority  of 
these  folk  are  more  gregarious  in  nature,  preferring  to 
travel  in  loose-knit  tribal  groups,  carrying  all  that  they 
own  in  brightly  painted  wagons. 

Sarista  families  are  close-knit  -"as  thick  as 
thieves",  according  to  some  Talislantans  -  and  often 
quite  large.  Y  oung  males  attract  wives  by  acts  of  courage 
and  dari  ng;  an  off  eri  ng  of  gol d  coi  ns  to  the  w if e' s  parents 
seal  s  th  e  deal .  T  hei  r  c  h  i  I  d  ren  are  rai  sed  i  n  I  i  beral  f  ash  i  on , 
and  travel  with  the  tribe. 

Sarista  caravans  roam  the  Western  Lands  from 
Silvanusto  theSeven  Kingdoms,  stopping  in  cities  and 
villages  along  the  way.  In  such  places,  the  Sarista  are 
renow  ned  for  thei  r  tal  ents  as  f  ol  k  heal  ers,  fortune  tel  I  ers 
and  performers-  or  as  mountebanks,  charlatans  and 
tricksters,  depending  upon  one's  point  of  view. 


The  discrepancy  of  opinion  regarding  the  Sarista 
may  be  attributed  to  their  mysterious  customs  and 
traditions.  The  tribes  do  not  keep  written  records  of  any 
sort,  but  rely  upon  their  elders  to  teach  their  offspring 
the  secret  lore  of  their  people.  These  studies  consist 
primarily  of  minor  magics,  herb  lore,  local  geography 
and  "Sarista  culture",  a  euphemism  held  to  be  roughly 
equi  val  ent  to  the  I  ess  f  I  atteri  ng  term, " thi  every" .  B  y  age 
seven,  aSaristachild  will  know  every  woodland  trail  in 
Silvanus  by  heart,  and  will  have  an  alarmingly 
comprehensive  understanding  of  Sarista  culture. 

WmK  &  Ration 

The  Sarista  religion  revolves  around  two  obscure 
demigods:  Fortuna,  lovely  but  fickle  goddess  of  luck, 
and  the  grim  entity  known  as  Death.  The  Sarista  revere 
Fortuna,  but  mock  Death,  whom  they  strive  to  cheat  at 
every  opportunity.  Many  Sarista  dabble  in  magic,  and 
some  become  quite  accomplished  in  the  arcane  arts. 
The  womenfolk  all  seem  to  be  adept  at  making  folk 
remedies,  potions,  and  minor  magic  charms,  and  at  telling 
fortunes.  Sarista  dress  the  dead  in  bright  raiment,  adorn 
their  bodies  with  baubles,  and  bury  them  standing-up; 
a  f  i  nal  act  of  def i  ance  i  n  the  face  of  D  eath. 

Th<;  Art? 

The  Sarista  love  music,  one  of  the  few  things 
about  which  they  are  deeply  sentimental.  They  enjoy 
dance,  and  many  are  skilled  musicians.  Sarista  crafts 
include  metal  working,  weaving,  and  pottery. 

TheSaristahavetheirown  language,  aversion  of 
the  common  Low  Talislan  tongue  which  allows  the 
speaker  to  convey  hidden  meanings  by  the  use  of  subtle 
gestures  and  inflections.  Sarista  names  are  colorful  and 
varied,  such  as  Romaro,  Salvagio,  Garinda,  Eviaro 
(males),  and  Romi,  Esmeralle,  Havia,  and  Kataea 
(females). 

QOL^RDID^DT 

The  Sarista  have  no  central  government.  Each 
family  is  a  separate  entity  unto  itself,  led  in  most  cases 
by  the  el  dest  mal  e  or  f  emal  e  member.  A  tri  be  made  up  of 
several  f  ami  I  i  es  wi  1 1  usual  ly  be  governed  by  an  i  nf  ormal 
group  made-up  of  the  elder  members  of  each  family. 
Among  the  Sarista,  it  is  considered  a  grievous  crime  to 
steal  fromamemberof  one'sown  family  or  tri  be.  Offenses 
of  this  sort  result  in  temporary  or  permanent  expulsion 
from  the  group. 


ft 
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Tribes  sometimes  band  together  for  protection, 
butthe  usual  response  to  potential  hostilitiesisto  simply 
f  I  ee.  Sari  sta  are  not  cowards,  but  they  bel  i  eve  i  t  i  s  better 
to  live  to  fight  another  day  than  to  die. 

The  Sari  sta  tribes  roam  the  Western  Lands  and 
beyond,  earning  a  living  by  performing,  telling  fortunes, 
and  selling  magical  wares  of  reputed  and  occasionally 
actual  cogency.  They  sometimes  carry  trade  goods  of 
various  sorts  in  their  wagons,  such  as  erd's  cheese, 
copper  lanterns,  tallow,  silver  bracelets,  luck  charms, 
bolts  of  colored  cloth,  trinkets  and  bangles. 

(LlVRLVVKUl 

T  he  Sari  sta  are  an  i  nsul  ar  f  ol  k  w  ho  general  ly  have 
I  i ttl  e  i  nterest  i  n  the  aff ai  rs  of  other  peopl  e.  T hey  remai  n 
apart  from  other  cultures  by  choice,  following  the  same 
traditions  as  their  ancestors. 


Erd  are  a  species  of  domesticated,  six-legged 
mammals  found  throughout  the  Western  Lands  and  in 
parts  of  the  Seven  Kingdoms.  These  creatures  are 
identifiable  by  their  long,  shaggy  fur  and  unusual 
features,  which  some  describe  as  similar  to  an  old  man 
or  sage.  The  Sarista  and  Zandir  sometimes  call  them 
"wise  ones"  and  regale  each  other  with  tales  of  their 
erd's  placid  and  patient  ways.  Erd  grow  a  new  coat  of 
fur  every  spring,  shedding  the  old  coat  by  the  fifth  week 
of  Ardan.  The  discarded  fur,  called  shag,  is  soft  and 
durable  and  is  used  to  make  blankets  and  rugs.  The 
creatures  are  quite  strong  and  can  be  trained  as  burden 
beasts.  The  female  of  the  species  secretes  a  milky 


substance  that  can  be  used  to  make  a  flavorful  variety 
of  cheese.  Erd  are  easily  agitated  by  fire  and  may  become 
quite  aggressive  when  in  such  a  state.  Wild  erd  are  still 
found  in  Silvanus  and  northern  Zandu,  though  they  are 
now  quite  rare.  Theirgreatsizeand  strength  isanatural 
deterrent  to  all  but  the  most  diligent  or  desperate 
predators.  The  Sarista  are  quite  fond  of  erd,  which  they 
use  to  pull  their  wagons. 

Size:  U  p  to  8'  long,  6'  at  shoulder,  800+lbs. 
Attributes: 

INT-7  PER-2 
STR  46  DEX  -8 

CONO  SPD-6 
Ability  Level:  4 

Attacks/Damage:  Kick:  DR  14,orTrample:  DR  22;  attacks 
are  rare 

Special  Abilities:  Wool  used  to  make  shag,  females 
produce  milk  for  cheese 
Armor:  None 
H  itPoints:  28 

Caravan-bugs  are  social  insects  native  to  Silvanus 
and  other  temperate  woodlands  and  semi-tropical 
forests.  These  tiny  (1-2  inch  tall)  creatures  travel  in  bands 
of  as  many  as  two  hundred  individuals,  carrying  small 
parcels  of  food  and  other  goods  wrapped  in  leaves  and 
strapped  to  their  backs.  Surprisingly  intelligent  (INT  - 
6),  caravan-bugs  have  a  pri  mitive  language  of  sorts  and 
are  known  to  trade  with  others  of  their  kind;  some 
caravans  are  said  to  have  regular  dealings  with  such 
creatures  as  whisps  and  Gnorls,  trading  nut-husks  of 
blossom  nectar  and  rare  herbs  for  tiny  quantities  of 
spices,  roasted  meats,  and  other  delectables.  If 
threatened,  the  male  bugs  will  protect  the  members  of 
their  band  using  sharpened  twigs  to  stab  at  their 
attackers.  Otherwise,  they  are  generally  benign. 


Werewood  is  a  dark  and  tangled  forest  region 
situated  to  the  north  of  Zandu.  By  day,  it  is  an  eerie 
place:  tendrils  of  grey  moss  hang  from  its  gnarled  and 
misshapen  trees,  hovering  above  thick  swards  of 
bracken,  toadstools,  and  molds.  Ravir,  perched  on  the 
limbs  of  rotting  spider-oak  trees,  assail  travelers  with 
pointed  remarks  and  morbid  prophecies.  Strange 


OinTHOlOOP 


Located  in  the  eastern  part  of  Werewood, 
Witchwood  is  an  isolated  land  of  ancient  forests, 
interspersed  with  hidden  glades,  marshes,  and  rambling 
streams.  In  many  places  the  trees  form  a  great  canopy 
thatblocksoutthesuns,  so  that  the  forest  floor  is  covered 
with  a  blanket  of  thick  loam,  ferns,  and  mosses.  H  ere,  far 
from  the teemi  ng  settl  ements  of  ci vi  I  ized  Tal  i  si antans,  i s 
the  home  of  theDhuna. 


shadow-forms  prowl  the  undergrowth,  their  presence 
felt  more  than  seen.  Other  creatures,  less  withdrawn, 
waitonly  for  victims  to  approach  within  reach  of  talon, 
claw,  or  fang. 

It  is  in  the  evening  hours,  however,  that  the  true 
nature  of  Werewood  is  fully  revealed.  Clouds  of  mist 
rise,  cold  and  dank,  from  the  forest  floor.  From  the 
darkening  woods  mournful  howls  issueforth:  the  baleful 
cries  of  werebeasts  on  the  hunt.  Normally  nocturnal 
creatures,  werebeasts  seldom  venture  from  their  caves 
during  the  daylight  hours.  By  night,  they  can  no  longer 
control  their  hunger  and  must  feed. 


Werewood  is  divided  into  several  distinct 
territories.  These  regions,  and  their  primary  inhabitants, 
are  described  in  the  foil  owing  text: 


An  olive-skinned  folk,  the  Dhuna  havejet-black 
hair  and  expressive  features.  The  females  dress  in  linen 
robes,  cloaks,  and  tunics,  with  sandals  or  boots.  M  ale 
Dhuna  wear  shirts,  breeches,  and  cloaks,  with  knee- 
high  boots  of  soft  leather. 

T  he  D  h una  are  bel  i  eved  to  be  rel  ated  to  the  S ari  sta 
gypsy  folk  and  the  Zandir.  Persecuted  for  practicing 
witchcraft,  their  ancestors  were  forced  to  seek  refugein 
the  forests  of  Werewood  following  the  Phaedran  Cult 
Wars.  Hidden  deep  in  these  woods  the  Dhuna 
discovered  a  number  of  sacred  groves,  each  demarcated 
by  a  circular  ring  of  ten-foot  tall  runestones.  Here  they 
settled,  and  remain  to  the  present  day. 
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The  Dhuna  live  in  communal  groups,  called 
covens,  ranging  in  size  from  small  family  groups  of  less 
than  a  dozen  to  large  fraternal  orders  that  may  number 
into  the  hundreds.  Each  coven  has  its  own  settlement. 
Dhuna  live  in  simple  huts  made  of  stone  and  earth,  and 
roofed  with  woven  thatch.  The  huts  are  well-hidden  by 
the  surrounding  woods,  and  occasionally  by  certain 
spells  and  charms,  as  well. 

Dhuna  are  liberal  in  their  views  towards 
matri  mony ;  both  mal  es  and  f  emal  es  may  have  more  than 
one  spouse.  Covens  live  together  in  their  communal 
dwellings,  but  are  free  to  come  and  go  as  they  please. 
TheDhuna  are  vegetarians,  subsisting  on  adietof  wild 
berries,  mushrooms,  roots,  tubers,  and  other  edible 
plants,  all  of  which  are  readily  available  in  Witchwood 
—  provided  one  knows  whereto  look. 

<a]yTorpy 

The  Dhuna  are  practitioners  of  witchcraft,  and 
are  thought  to  have  strange  powers,  such  as  the  ability 
to  cast  curses  by  means  of '  the  evi  I  eye" .  T  he  womenf  ol  k 
are  said  to  possess  extraordinary  talents,  not  the  least 
of  which  is  the  reputed  ability  of  Dhuna  witchwomen  to 
capture  a  man's  heart  with  but  a  single  kiss.  Long 
persecuted  for  thei  r  pagan  bel iefs,  the  D  huna  are  highly 
suspicious  of  outsiders.  Such  suspicions  are  warranted, 
as  the  covens  are  still  persecuted  by  Aamanian  witch- 
hunters  to  the  present  day. 

Dhuna  have  no  formal  government  or  laws.  To 
the  contrary,  Dhuna  believe  that  all  people  should  be 
al  I  owed  to  do  as  they  w  i  1 1 .  T  he  most  i  nf  I  uenti  al  member 
of  any  coven  is  its  high  priest  or  priestess,  who  leads 
the  rest  of  the  group  in  ritual  observances  and  may 
serve  as  the  Coven's  advisor.  Even  so,  he  or  she  may 
has  no  power  to  command  the  others.  W  hen  i  mportant 
decisions  need  to  be  made,  Coven  members  generally 
do  so  by  popular  vote. 

WmK  &  Ration 

All  Dhuna  covens  claim  alliance  to  one  of  three 
general  Orders:  White,  Black,  or  Grey.  Covens  of  the 
W  hite  0  rder  focus  on  the  creative  and  ferti  I e  aspects  of 
nature,  and  are  diametrically  opposed  to  the  Black 
covens,  who  employ  the  destructive  forces  of  nature. 
Grey  covens  seek  a  balance  between  the  two,  while 
favoring  neither. 


<UFKLxy  or  5tod<; 
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> "While traveling  through  Werewood  with  thejaka 
]  hunter,  Tane,  I  chanced  to  come  upon  a  circle  of 
seven  stone  dolmens,  each  over  twenty  feet  in 
height.  The  obelisk-like  structures  appeared  to  be 
of  ancient  origin,  the  strange  symbols  and  glyphs 
carved  into  their  faces  long  since  worn  by  wind, 
rai  n,  and  the  passage  of  ti  me.  I  di  smounted  my  equs, 
i  ntendi  ng  to  exami  ne  the  stones  at  a  cl  oser  di  stance. 
I  was  immediately  restrained  by  myjaka  companion, 
who  explained  in  no  uncertain  terms  that  such  an 
act  could  bring  about  dire  consequences  for  us 
both. 

Regarding  myself  as  an  enlightened  seeker  of  truth, 
I  was  inclined  to  dismiss  Tane's  concern  as  the 
product  of  a  superstitious  upbringing.  Thejaka, 
on  the  other  hand,  considered  me  to  be  both  , 
ignorant  and  misguided,  and  let  me  know  that 
should  I  proceed  in  the  direction  of  the  dolmens  he 
would  have  no  choice  but  to  bring  about  the 
immediate  cessation  of  our  relationship,  and 
perhaps  my  life  as  well.  I  found  his  argument 
compelling;  so  much  so  that  I  moved  away  from 
the  dolmens  without  delay. 

Reassured  by  my  retreat,  Tane  explained  the  reason 
for  his  concern.  According  to  the  Jaka,  the 
\ runestones  found  in  this  region  were  erected 
1  thousands  of  years  ago  by  a  people  who  once 
revered  the  ancient  deities  now  known  only  as  the 
Forgotten  Gods.  Tane  said  that  the  Dhuna  tribes 
still  gathered  at  these  sites  to  observe  the  ancient 
rituals,  sacrifices,  and  holy  days.  He  added  that 
many  of  the  stone  ci  rcl  es  were  wi  tchgates  -  openi  ngs 
to  other  dimensions,  through  which  the  Dhuna 
summoned  entities  of  terrifying  aspect.  As  some  of 
the  witchgates  were  protected  by  potent  curses, 
Tane  said  that  we  should  leave  them  alone  and 
depart  the  area  at  once.  By  this  time  I  had  already 
re-mounted  and  was  headed  back  to  Zandu." 


The  covens  gather  together  during  certain  cycles 
of  the  suns  and  moons,  meeting  in  secret  among  the 
ancient  runestones.  Here  the  Dhuna  hold  their  rituals, 
certain  of  which  may  date  back  to  the  Age  of  M  ystery. 
W  i  tchgates  (see  si  debar)  pi  ay  an  i  mportant  rol  e  i  n  certai  n 
of  these  rituals,  and  may  be  used  to  summon  entities 
from  other  planes  of  existence. 


Dhuna  inter  the  dead  along  with  their  clothes  and 
possessions  in  hidden  caves  warded  with  runes  and 
symbols.  Believing  that  it  is  unwise  to  disturb  the  sleep 
of  the  dead,  Dhuna  do  their  best  to  avoid  such  places. 

Tyk  Art? 

The  Dhuna  practice  many  decorative  crafts, 
including  weaving,  pottery- making,  and  wood-carving. 
M  usic  is  rarely  performed  for  recreational  purposes, 
though  it  is  an  integral  part  of  many  rituals.  This  is 
evident  in  the  age-old  chants  performed  in  unison  by 
members  of  the  coven  during  their  secret  ceremonies. 

Though  some  Dhuna  speak  Low  Talislan,  the 
language  most  used  by  these  people  is  the  arcane  Elder 
Tongue.  Dhuna  names  are  said  to  date  back  to  the 
Forgotten  Age,  and  indeed  have  a  somewhat  archaic 
sound,asinAlasta,Abramelus,  Perdurabo,  Nagina,  and 
M  ecasefir. 

The  Covens  have  no  armies  or  militias,  but  are 
well-hidden  from  possible  attacks.  The  stonecircles  and 
witchgates  are  thought  to  be  protected  by  potent  wards 
and  symbols  (see  sidebar). 

^OIDITKR^ 

The  Dhuna  are  skilled  herbalists  and  healers. 
Plants  used  in  the  making  of  their  remedies,  such  as 
prophet  tree,  shrinking  violet,  tantalus,  contrary  vine, 
and  cleric's  cowl,  are  highly  valued  by  these  folk. 
H  ow  ever,  the  D  hu  na  general  I  y  trade  on  I  y  among  C  ovens 
of  the  same  Order  and  with  a  few  trusted  outsiders, 
such  as  Gnorls,  Sarista  gypsies,  and  Jaka  hunters. 

Aside  from  their  trade  contacts,  the  Dhuna  have 
no  formal  relations  with  other  countries  or  peoples.  No 
other  folk  are  allowed  to  pass  through  Dhuna  territory 
without  their  permission. 

QDORLOIOOP 

The  Forest  of  Gnorlwood  is  located  in  the  south 
central  region  of  Werewood,  adjacent  to  the  Zandir 
border.  It  is  one  of  the  oldest  woodlands  in  Talislanta, 
its  once-tall  trees  now  stooped  and  withered  with  age. 
Hidden  beneath  the  sloping  hillocks  and  warrens  of 
this  region  live  a  mysterious  and  magical  folk  known  as 
theGnorls. 


Gnorls  are  short  and  squat,  with  wrinkled  skin 
and  deep-set,  glowing  eyes.  They  dress  in  voluminous 
robes  and  veiled  headdresses,  which  serve  to  conceal 
most  of  their  features.  Rings,  bracelets,  and  necklaces 
of  many  sorts  are  also  favored. 
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Gnorls  are  secretive  creatures  about  whom  very 
I  i  ttl  e  i  s  know  n  f  or  sure.  Some  bel  i  eve  them  to  be  rel  ated 
totheGnomekin  of  Durne.  M  ore  likely,  they  are  akin  to 
the  race  of  Weirdlings  (see  Places  of  Note,  The  Dread 
Forest). 

Reclusive  by  nature,  Gnorls  prefer  to  live  alone. 
There  are  no  known  Gnorl  settlements,  nor  has  there 
ever  been  any  reported  sighting  of  a  Gnorl  family  or 
couple.  No  less  an  authority  than  the  noted  naturalist, 
Thystram,  believed  that  this  was  due  to  the  fact  that 
there  is  no  race  of  Gnorls,  per  se.  Rather,  Gnorls  and 
Weirdlings  together  constitute  a  single  ancient  race, 
the  name  of  which  has  either  been  forgotten,  or  is  a 
great  secret.  G  norls  are  the  females  of  this  species,  and 
Weirdlings  are  the  males.  The  courtship  and  mating 
rituals  of  their  race  are  unknown,  though  Thystram 


bel  ieved  that  members  of  thetwo  sexes  meet  once  every 
fifty  years  or  so  in  order  to  propagate  the  species.  It  is 
not  known  how  or  by  whom  their  offspring  are  raised. 

Gnorls  live  in  hidden  underground  nooks  or 
burrows  of  elaborate  and  mysterious  design.  Thystram 
described  one  such  place  as  "decorated  with  rustic 
furnishings  of  appropriately  small  stature,  with  carpets 
of  many  hues  covering  the  dirt  floors  and  long  roots 
dangling  from  the  ceilings.  From  a  main  living  area 
tunnels  led  this  way  and  that:  up  stairs  and  down,  to 
root  cellars,  secret  passageways,  hidey-holes,  a  well, 
and  placestooeerieto  warrant  exploration.  Illumination 
was  provided  by  dozens  and  dozens  of  candles,  set 
into  alcoves  dug  into  the  earthen  walls." 

G  norls  shun  contact  with  the  outside  world,  and 
with  outsiders  in  general.  They  are  suspicious  of 
strangers,  and  go  to  great  pains  to  conceal  their  homes 
and  activities  from  other  peoples.  Thystram  believed 
that  the  creatures  keep  a  watchful  eye  upon  the 
surrounding  environs  at  all  times,  possibly  through  the 
use  of  scrying  devices  or  spy-tubes.  No  individual  is 
ever  al  I  owed  i  nto  thei  r  burrows  unl  ess  a  G  norl  determi  nes 
beforehand  that  the  person  is  trustworthy.  Just  as 
important,  the  person  must  be  in  possession  of 
something  the  G norl  wishes  to  have,  such  as  an 
i  mportant  secret,  a  rare  book,  or  other  esoteri ca.  G  norls 
someti  mes  I eave  thei  r  homes  i  n  search  of  rare  herbs  and 
other  materials,  or  to  trade  secrets  with  trusted 
confidants. 

Gnorls  appear  to  have  no  leaders  or  authority 
figures.  Such  concepts  as  "government"  and  "laws" 
offer  nothing  of  interest  to  these  folk. 

WmK  &  Ration 

Gnorls  are  known  to  be  practitioners  of  magic, 
and  are  said  to  covet  rare  magical  tomes,  particularly 
those  that  describe  secret  rituals  or  long-lost  arcana. 
Their  religious  beliefs,  if  any,  are  unknown. 

Tyk  Art? 

1 1  i  s  the  eccentri  c  habit  of  G  norl  s  to  decorate  thei  r 
nooks  with  al  I  sorts  of  tri  nkets  and  geegaws,  from  witch- 
balls  of  colored  crystal  to  richly  patterned  carpets, 
curious  wall  hangings,  odd  sculptures,  and  so  forth.  In 
this  way  they  seem  to  be  like  Weirdlings,  though  G  norl 
nooks  are  said  to  be  much  tidier  and  are  never  cluttered 
with  piles  of  junk. 


?^Rrr?  TOR  5flLX 
I  "On  one  of  my  numerous  forays  into  Werewood, 
/chanced  to  stumble  upon  the  home  of  a  G norl  — 
)  literally  so,  for  I  accidentally  stepped  into  a  hidden 
trap-hole,  rolled  headlong  down  a  winding  tunnel, 
and  ended  up  i  n  the  underground  nook  of  a  G  norl . 
After  an  awkward  introduction  (not  surprising 
considering  the  circumstances),  I  was  able  to  assure 
her  that  I  meant  no  harm,  and  had  not  come  to  rob 
her.  At  this  point  she  cal  led  off  her  pet  drac  (a  most 
ill-mannered  creature)  and  the  animate  root-things 
that  had  confined  me  to  the  wall.  Once  freed  I  was 
i nvi ted  to  j oi  n  her  i  n  a  cup  of  tang-ti ng  tea. 

We  chatted  for  a  time,  and  I  learned  that  like  many 
G  norl  s  she  was  both  an  herbal  i  st  and  a  secret-sel  I  er. 
\  I  was  familiar  with  the  former  occupation,  being 
something  of  an  amateur  apothecary  myself,  but 
not  the  latter.  I  asked  her  to  explain,  to  which  she11 
complied.  Gnorlsvalue  secrets  above  all  else.  This, 
so  said  my  host,  is  because  of  the  rarity  of  secrets 
in  general,  and  useful  secrets  in  particular.  Gnorls 
collect  secrets  of  all  sorts,  which  they  divide  into 
categories.  These  include,  but  are  by  no  means 
limited  to:  rumors,  innuendo,  gossip,  myths, 
legends,  secret  recipes,  dark  secrets,  deep  secrets, 
lost  secrets,  forgotten  secrets,  riddles,  mysteries, 
conundrums,  and  enigmas. 


} 


A  Gnorl  will  sell  a  secret  for  gold,  for  something  she 
needs  (such  as  a  rare  herb  or  ingredient),  or  for 
another  secret  that  she  determi  nes  to  be  of  equal  or 
greater  value.  If  my  hostess's  talents  are  indicative 
of  all  her  kind,  Gnorls  are  shrewd  negotiators.  For 
example,  it  cost  me  a  juicy  bitof  gossip  (regarding 
the  forty-third  wife  of  the  Sultan  of  Zandir  and  a 
certain  itinerant  wizard),  three  rumors,  and  a  ribald 
I i meri ck  j ust  to  f  i nd  out  if  G  norl s,  I i  ke  W  ei rdl i ngs, 
al  so  have  the  pow  er  to  g  rant  w  i  shes  ( i  f  y  ou  w  ant  to 
know  the  answer  yourself,  go  ask  a  Gnorl)." 


When  dealing  with  outsiders,  Gnorls  converse  in 
a  heavi  I  y-accented  di  al  ect  of  C  ommon  Tal  i  si  an .  G  norl  s 
are  also  believed  to  possess  their  own  secret  language, 
which  they  reserve  for  communicating  among  others  of 
theirkind.  Asmight  be  suspected,  Gnorls  prefer  to  keep 
their  names  secret.  The  Gnorl  known  to  Thystram 
allowed  him  to  refer  to  her  asShibaal,  though  this  may 
or  may  not  have  been  her  actual  name. 


1 

G  norl s  rel y  upon  secrecy  f  or  thei  r  protecti on .  T hei r 
homes  are  well-hidden,  and  by  their  nature  quite 
inaccessible  to  most  other  races.  Traps  and  magical 
wards  may  be  used  to  augment  their  security. 

G  norl  s  val  ue  secrets,  which  they  empl  oy  as  a  form 
of  currency  (see  sidebar).  Otherwise,  they  are  largely 
self-sufficient.  Certain  Sarista  gypsies  claim  to  have 
traded  with  Gnorls,  though  the  veracity  of  their  claims 
remains  unproven. 

As  a  people,  Gnorls  have  no  relations  with  other 
races  or  nations.  It  is  said  that  they  regard  Gnomekin 
with  something  akin  to  tolerance,  and  perhaps  Dhuna 
as  wel  1 . 0  n  the  whole,  G  norl  s  seem  content  to  conti  nue 
living  as  they  always  have,  in  isolation. 

Via^y  or  Dott 

The  Dread  Forest 

This  dense  and  tangled  region  lies  adjacent  to 
the  Necros  River.  It  is  a  favorite  haunt  of  ghasts, 
necrophages  and  the  like,  and  so  is  generally  avoided 
by  most  sensible  people.  This  would  seem  to  exclude 
Weirdlings,  or  Wish-Gnomes  as  they  are  sometimes 
known,  who  make  their  home  in  this  eerie  locale,  and  are 
said  to  horde  great  fortunes  in  their  underground 
burrows.  According  to  legend,  if  a  Weirdling  is  caught, 
it  must  give  over  its  treasure  or  grant  its  captor  a  wish 
(hence the  name,  Wish-Gnome). 

T  he  Phaedran  Tombs 

A  t  one  ti  me,  it  was  the  f  ashi on  among  the  w i zards 
of  ancient  Phaedra  to  be  buried  along  the  banks  of  the 
Sascasm.  According  to  the  style  of  the  day,  the 
magicians  made  arrangements  to  be  interred  in  odd 
mausoleum-like  structures.  The  interior  decor  of  these 
edifices  was  often  made  to  resemble  an  elaborate  sitting 
room,  dining  hall  or  bedroom,  according  to  the  wizard's 
preferencein  lei  sure- timeactivities.Themummified  body 
of  the  late  wizard,  dressed  in  lavish  garb  and  propped- 
up  in  some  appropriate  pose,  added  the  finishing  touch 
to  the  burial  chamber.  Though  grave  robbers  have 
stripped  many  of  thetombsof  theirwares,  itisprobable 
that  a  number  of  these  crypts  remain  undiscovered, 
overgrown  with  weeds,  vines  and  mosses. 


Weirdlings  are  either 
maleGnorls,  orelseGnorls 
are  female  Weirdlings;  no 
one  seems  to  know  for  sure. 
These  diminutive 
humanoids  inhabit  the 
dreary  forestlands  of 
W  e  r  e  w  o  o  d  . 
Extremely 
eccentric,  they  are 
noted  for  their  garish  tastes  ir 
decor  and  dress.  Scavengers 
by  trade,  weirdlings 
collect  bangles, 
geegaws,  and 
curios  of  all  sorts. 
They  horde  their  treasures  in  underground  burrows, 
stealing  forth  at  night  to  pilfer  items  from  other  woodland 
creatures  and  unwary  travelers.  Weirdlings  are  skilled 
thieves  and  are  often  bold  beyond  belief.  Tales  of 
wei  rdl  i  ngs  sneaki  ng  i  nto  the  I ai  rs  of  f  eroci ous  predators 
such  as  mal  athropes  are  not  as  uncommon  as  one  mi  ght 
reasonably  expect. 

According  to  legend,  each  weirdling  has  the 
ability  to  grant  up  to  thirteen  wishes  in  its  lifetime,  which 
may  span  over  a  thousand  years.  If  captured,  a  weirdling 
must  grant  one  of  its  wishes  or  give  up  its  treasure,  as 
its  captor  demands.  As  these  creatures  are  miserly  by 
nature,  parting  with  either  of  these  commodities  causes 
weirdlings  the  greatest  dismay,  except  in  one  instance. 
The  thirteenth  and  final  wish  which  a  weirdling  may 
grant  i  s  al  ways  cursed  and  w  i  1 1  bri  ng  about  the  opposi  te 
of  what  is  asked  for.  N  o  matter  the  method  employed,  a 
weirdling  cannot  be  made  to  reveal  how  many  wishesit 
has  I  eft.  1 1  shoul  d  al  so  be  noted  that  harmi  ng  a  wei  rdl  i  ng, 
or  taki  ng  so  much  as  a  si  ngl  e  coi  n  of  i  ts  treasure,  rel  eases 
theweirdling  from  its  obligation  to  bestow  a  wish. 

Size:  2'-3',  25-80  + lbs. 
Attributes: 

INT  44  PER +3 

WIL+5  CHA-4 
STR  -4  DEX  +5 

CON  +3  SPD  44 

Ability  Level:  5-10 

Attacks/Damage:Bite:DR  1,  or  as  per  weapon  employed 
Special  Abilities:  N atural  thieving  talentsatA bility  Level 
40  EX,  ability  to  grant  wishes  (similar  in  powertoaspell 
cast  at  the  20th  level  of  ability,  from  any  M  ode  of  the 
M  agical  0 rder,  W  izardry),  W  izardry  with  five  M  odes. 
A  rmor:  N  one 
Hit  Points:  18 
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B  anes  are  si  ni  ster  creatures  thought  to  be  a  bizarre 
hybrid  of  darkling,  night  demon,  and  the  now-extinct 
babbling  howler.  Feared  inhabitants  of  the  forest  realm 
of  Werewood,  banes  are  vampiric  creatures  who  feed 
on  warm-blooded  prey  of  all  sorts.  They  are 
exceptionally  intelligent,  and  possess  the  uncanny  ability 
to  mimic  sounds  of  all  sorts.  So  acute  is  this  ability  that 
banes  are  sometimes  able  to  mimic  spells  and 
incantations.  They  are  swift  and  silent  afoot,  and  they 
possess  superior  vision;  banes  can  see  clearly  even  in 
magical  darkness  and  are  unaffected  by  illusions.  The 
eyes  of  a  bane  glow  in  the  dark  like  burning  embers,  a 
disconcerting  sight  when  viewed  at  night. 

Banes  usually  sleep  in  caves  or  abandoned  ruins 
by  day,  coming  forth  to  prowl  at  dusk.  Solitary  by  nature, 
they  are  only  rarely  encountered  in  numbers,  mated  pairs 
seldom  staying  together  for  any  great  length  of  time 
due  to  their  ghastly  feeding  habits.  The  fangs,  claws, 
and  ocular  organs  of  these  fiendish  creatures  possess 
magical  virtues  and  are  coveted  by  alchemists  and 
thaumaturges  alike.  Female  banes  are  strangely 
attractive  and  are  sometimes  sold  as  slaves  -  after  first 
filing  down  theirfangs. 


Size:  5'9"-6'2',  120-200  lbs. 
Attributes: 

INT +3  PER+5 
WIL-3  CHA-1 
STR  +2  DEX  +2 

CON  +1  SPD  +2 

Level:  5-15+ 

Attacks/Damage:  Bite:  DR  4  per  round  from  blood  drain, 
Claws:  DR  10 

Special  Abilities:  M  i  mic  any  sound  at  Ability  Level  (mimic 
spells  atA  bility  Level  - 10),  night  vision,  stealth  at  A  bi  I  ity 
Level  +DEX,  immunity  to  spel  Is  of  illusion 
Armor:  None 
H  itPoints:  21 

Werebeasts  are 
vicious  carnivores  who 
inhabitthe  deep  forests  of 
Werewood,  A  rim,  and 
Zandu,  laying  dormant  in 
caves  and  barrows  during 
the  daylight  and  coming 
out  to  hunt  after  sunset. 
They  tend  to  hunt  in  small 
packs  that  may  number 
from  three  to  seven 
individuals.  The  largest 
and  strongest  member  of 
the  pack  is  generally  its 
leader,  though  fierce 
fights  to  establish 
dominance  are  thought  to 
bequitecommon  amongst 
these  bestial  creatures. 
W  erebeasts  are  noted  for 
their  cruelty,  and  they  will 
often  torture  and  torment 
their  victims  unless  driven  to  less  elaborate  measures 
by  extreme  hunger.  They  are  able  to  track  prey  by  scent 
and  have  superior  night  vision  and  keen  hearing. 

Several  sub-species  of  werebeast  are  found  in 
different  parts  of  the  Talislantan  continent,  including 
the  snow-dwelling  Frostwere;  the  Y  aksha,  a  denizen  of 
rugged  hills  and  mountain  regions;  andtheShathane,  a 
species  found  only  in  tropical  and  temperate  forests. 


'A 


THEWESTERN  LANDS 


169 


Size:  6'6"-7',  290-400+lbs. 
Attributes: 

INT  -6  PER+3 
WIL+5  CHAN/A 
STR  +7  DEX  0 

CON +3  SPD-1 
Ability  Level:  4-14 

Attacks/Damage:  Bite:  DR  8,  Claws:  DR  17 

Special  Abilities:  Keen  hearing,  track  prey  by  scent  at 

Ability  Level  +PER,  night  vision 

Armor:  Fur,  PR  2 

H  itPoints:  43 

Denizens  of  the  dark  forest  of 
Werewood,  mandragores  are  an 
i  ntel  I  i  gent  and  moti  I  e  speci  es  of  pi  ant 
life.  Rarely  exceeding  three  feet  in 
height,  these  strange  creatures  are 
inactive  by  day,  when  they  stand 
rooted  to  the  ground.  Though 
individuals  skilled  in 
woodlore or  horticulture 
can  sometimes 
spot  them,  in 
daylight  mandragores 
appear  much  like  ordinary 
plants.  In  the  evenings  the 
creatures  uproot  themselves  and 
stalk  the  forest  in  bands  of  up  to  two 
dozen  individuals,  searching  for  prey.  Using  nets  of 
vines  and  grasses,  they  snare  their  victims  and  bury 
them  al  i  ve,  thereafter  f eedi  ng  off  thei  r  remai  ns  as  normal 
plants  draw  nutrients  from  fertilizer.  Mandragore  groves 
often  contain  an  assortment  of  valuables,  buried  and 
left  to  rot  along  with  theremainsof  unfortunate  travelers, 
merchants,  and  adventurers. 

Though  mandragores  are  quite  intelligent,  they 
are  weak  creatures  who  depend  on  surprise  and 
overwhel  mi  ng  numbers  i  n  order  to  trap  thei  r  prey.  They 
fear  fire  and  may  be  dispatched  easily  enough  by  a 
concerted  show  of  force.  As  they  speak  the  secret 
languages  of  plants  and  trees,  they  are  coveted  as 
familiars  by  some  spell  casters,  who  have  been  known 
to  pay  as  much  as  five  hundred  gold  I  umens  for  a  healthy 
specimen. 


Size:  2'-3',  2-8  lbs. 
Attributes: 

INT  +1  PER +2 

WIL-2  CHA-6 
STR -4  DEX +3 

CON-1  SPD-2 
Ability  Level:  2-4 

Attacks/Damage:  Sharpened  Sticks,  DR  2 

Special  Abilities:  Magical  ability  to  warp/animate/alter 

unliving  wood  and  plant  products  (maximum: 

approximately  one  cubic  foot  of  material  per  Ability 

Level),  speak  language  of  plants  and  trees,  night  vision 

Armor:  Bark, PR  3 

Hit  Points:  6 

One  of  the  more  dangerous  Talislantan  plants, 
the  needleleaf  is  found  in  temperate  forests  such  as 
Werewood,  Silvanus,  and  woods  throughout  the 
Western  Lands.  The  plant  is  sensitive  to  vibrations 
occurring  within  a  ten  foot  radius  of  its  location.  In 
response  to  such  stimuli,  the  plant  launches  a  shower 
of  inch-long,  barbed  needles.  The  needles  contain  a 
mild  toxin  that  causes  a  most  unpleasant  burning  and 
itching  sensation.  Worse  yet,  permanent  blindness  can 
result  if  the  plant's  spiny  projectiles  strike  a  creature's 
eyes.  A  mature  needleleaf  may  have  sufficient  needles 
to  launch  up  to  a  dozen  such  attacks,  a  period  of  about 
ten  days  being  required  before  the  pi  ant  can  manufacture 
a  new  supply  of  ammunition.  Whisps  are  known  to 
employ  the  plant's  needles  as  diminutive  arrows  or 
javelins. 

Size:  2'-8'l  4-40  lbs.. 

Attributes: 

PER+1 

DEX  +2 

SPD+2 

All  other  attributes  negligible 
Ability  Level:  3 

Attacks/Damage:  Needles:  DR  2  at  range  of  10  feet 
(causes  a  painful  burning/itching  for  up  to  10  minutes) 
Special  Abilities:  None 
Armor:  None 
Hit  Points:  4 
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Y  rmania  is  an  untamed  wilderness 
regi  on  that  lays  to  the  west  of  the  barren 
ice  fields  of  Narandu.  Hemmed  in  by 
mountains  along  its  southern  borders, 
Y  rmani  a  features  a  di  vergent  mi  xture  of 
terrain  types:  stretches  of  coniferous 
forest,  rocky  hills,  solitary  peaks,  tundra, 
withering  cliffs,  ravines,  and  hidden  sink- 
holes. To  the  east,  the  flat  expanses  of 
the  Lost  Sea  stretch  for  miles  on  end. 
Two  areas  are  known  to  be  inhabited  by 
humanoid  peoples:  the  Badlands,  and 
theBrown  Hills. 

The  rugged  hills,  ravines  and 
tanglewood  groves  of  this  wilderness 
region  are  inhabited  by  such  creatures 
as  Y  aksha,  tundra  beast  and  muskront. 
The  sparsely-wooded  steppes  of  the 
Badlands  are  also  home  to  a  primitive 
f  ol  k  know  n  as  the  Y  rmani  ans,  or  W  i  I  dmen,  w  hose  I  oose- 
knittribescan  befound  wandering  aimlessly  throughout 
the  area. 

tik  aiiLPiwn  or 
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Bestial  in  appearance,  the  Wildmen  and 
W  i  I  d  w  omen  of  Y  rmani  a  have  sharp  fangs  and  dark,  deep- 
set  eyes.  They  wear  their  shaggy  hair  in  braids  and 
dredlocks  daubed  with  colored  pigments.  For  clothes, 
the  Wildmen  employ  rude  loincloths,  with  arm-  and  leg- 
wrappings  made  from  strips  of  hide. 

flrX^TRY 

Talisl antan  scholars  believe  that  the  Y  rmanians 
are  direct  descendents  of  the  original  tribes  that  once 
roamed Talislanta.  Someclaim  thatthesefolk still  appear 
just  as  their  ancient  ancestors  did  ages  ago. 

TheY  rmanians  are  primitive  hunter-gatherers  who 
subsist  on  a  diet  of  wild  mountain  berries,  fresh  game, 
leafy  plants,  and  just  about  anything  else  that  could  be 
construed  as  edible.  As  far  as  anyone  knows,  the 
Wildmen  have  no  settlements,  but  simply  travel  about 
from  place  to  place,  stopping  temporarily  when  they 


become  tired  or  bored.  Their  tribes  range  in  size  from 
small  groups  of  four-to-six  individuals  to  large  clans 
numbering  as  many  as  several  hundred. 

Y  rmani  ans  are  fecund  and  extremely  prolific.  They 
exhi bi t  f ew  preferences  as  regards  their  choiceof  mates; 
both  the  males  and  females  seem  to  be  attracted  to 
humanoidsof  all  races  and  types.  Females  give  birth  to 
at  least  one  child  each  year,  and  often  more  than  this. 
Infants  are  strapped  to  their  mother's  back  and  carried 
for  the f  i  rst  year  or  so,  after  which  they  are  strong  enough 
to  walk  and  run  -  assuming  they  survive  up  until  that 
time.  Wildmen  do  not  wash  or  bathe,  and  emit  a  strong 
odor. 

As  travelers  into  their  territories  have  found,  the 
Wildmen  and  Wildwomen  of  Y  rmania  are  aptly  named. 
They  are  prone  to  fits  of  seemingly  mindless  behavior 
—  in  the  heat  of  battle,  Wildmen  have  been  known  to 
leap  off  cliffs  or  rock  ledges,  turn  upon  each  other,  or 
simply  attack  anything  in  their  path,  including  trees, 
bushes  and  inanimate  objects.  This  sort  of  erratic 
behavi  oris  attri  buted  to  the  W  i  I  dmen' s  use  of  skul  I  cap, 
a  bone-white  variety  of  parasitic  mushroom.  A  lethal 
toxin  when  ingested  by  mostTalislantans,  the  mushroom 
does  not  seem  to  harm  the  W  i  I  d men,  w  ho  have  evi  dentl y 
developed  an  immunity  to  the  substance's  deadly 
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"After  two  unsuccessful  attempts  to  study  a  tribe  oU 
Wildmen  at  close  range,  one  of  which  almost  resulted  in 
my  demise  at  the  hands  of  a  pack  of  Wildwomen  in  heat, 
I  hit  upon  a  more  fruitful  strategy.  Rather  than  attempting 
to  watch  the  tribe  from  hiding  or  approach  them  in  an 
open  and  friendly  fashion  (the  latter  method  being  the 
one  that  nearly  proved  fatal),  I  scoured  the  surrounding 
woods  until  I  had  gathered  a  considerable  quantity  of 
skullcap.  Then,  carrying  the  mushrooms  with  me  in  a 
basket  I  sat  on  a  rock  in  plain  view  of  the  tribe  and 
waited. 


"Several  moments  passed  before  any  of  the  tribe  noticed 
my  presence.  Then  a  small  group  of  W  ildmen  approached, 
their  expressions  registering  a  combination  of  curiosity 
and  puzzlement.  One  touched  me  on  the  shoulder,  then 
jumped  back  as  if  shocked  to  discover  that  I  was  actually 
there  and  not  some  sort  of  hallucination.  A  nother  came 
close,  looked  into  the  basket,  and  exhibited  a  great,  yellow- 
fanged  grin.  The  creature  pointed  to  its  mouth;  I  nodded 
\  and  gave  him  a  mushroom.  H  e  swallowed  it  whole,  shook 
his  mane  of  dredlocks  wildly,  and  yelped  in  apparent 
glee. 
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Soon  the  others  were  crowding  around  me  in  a  most 
friendly  fashion.  I  handed  out  mushrooms  by  the  dozen, 
until  there  was  only  one  left  in  the  basket.  This  last 
mushroom  none  of  the  W  ildmen  would  accept.  I  nstead, 
by  the  use  of  certain  signs  and  grunting  noises,  they 
indicated  that  this  mushroom  was  for  me.  At  first  I 
hesitated,  uncertain  whether  ingesting  a  poisonous 
mushroom  or  possibly  inciting  a  band  of  irate  Wildmen 
would  be  more  deleterious  to  my  health.  Since  the 
mushroom  was  rather  small  and  the  W  ildmen  quite  large, 
I  decided  on  the  former  course  of  action. 

As  soon  as  I  ate  the  skullcap  the  attitude  of  the  Wildmen 
underwent  a  marked  change.  Clapping  me  on  the  back 
and  hooting  loudly,  they  motioned  for  me  to  join  them. 
Together  we  set  off  into  the  woods  at  a  loping  gait,  the 
Wildmen  swinging  their  r'rhus  above  their  heads  and 
howling  I  ike  tundra  beasts.  Fantastic  images  of  prismatic- 
colored  topography  swirled  before  my  eyes,  and  I  was 
swept  away  by  feelings  of  wild  euphoria.  This  was  no 
doubt  due  to  the  effects  of  the  skullcap,  as  I  realize  now, 
though  at  the  ti  me  I  was  convi  need  that  these  w  ere  vi  sions 
of  some  great  truth  that  had  eluded  me  since  childhood.  I 
remember  little  else  about  the  experience  save  for  the  ( 
fact  that  I  awoke  sometime  later,  suspended  from  the! 
uppermost  branches  of  a  spyder-oak,  with  a  headache 
that  lasted  the  better  part  of  three  days." 


effects.  Under  the  influence  of  this  drug,  Wildmen  are 
totally  without  fear,  and  seem  to  be  immune  to  pain, 
continuing  to  attack  with  savage  blood  lust  though 
riddled  with  scores  of  wounds. 


The  traditional  mating  grounds  of  the  Wildmen 
are  said  to  be  located  in  the  Desolate  Hills.  During 
median,  Wildmen  females  migrate  north  to  this  area, 
I  eavi  ng  thei  r  tri  bes  i  n  preparati  on  for  the  mati  ng  ri  tual  s; 
groups  of  Wildmen  males  come  here  looking  for 
prospective  mates,  and  can  be  dangerous  as  they  are 
quite  aroused  and  easily  confused.  None  of  the  tribes 
will  enter  theSardonyx  Mountains  which  lieto  the  south, 
since  it  is  their  superstition  that  the  jagged  peaks  are 
the  teeth  of  a  gigantic  earth-monster  which  the  Wildmen 
call  Y  rman. 

Yrmanians  seem  to  move  and  act  at  random, 
following  the  lead  of  whoever  seems  to  be  doing 
something  interesting  at  that  moment.  With  the 
exception  of  tool-making,  mostW  ildmen  behavior  seems 
instinctive  rather  than  learned  or  planned. 

\T)mK  &  Ration 

According  to  thejaka,  the  Wildmen  of  Y  rmania 
revere  M  anik,  a  mysterious  entity  referred  to  in  certain 
scholarly  texts  as  "the  M  ad  God."  Little  is  known  of 
their  religion  other  than  fanciful  speculation,  such  as 
reports  that  Wildmen  shamans  mate  with  the  hideous 
creatures  known  as  yaksha.  W  hi  le  most  scholars  regard 
thi  s  cl  ai  m  as  the  hei  ght  of  absurdity,  there  are  some  w  ho 
have  suggested  that  the  Mondre  Khan  and  Beastmen 
races  may  well  have  originated  from  such  strange 
couplings.  Wildmen  shamans  are  said  to  be  even  more 
unstable  than  their  tribesmen,  and  may  or  may  not 
possess  any  magical  abilities. 

Th^  Art? 

Yrmanians  make  their  own  implements  and 
weapons,  the  majority  of  which  are  exceedingly  crude 
and  sometimes  only  marginally  functional.  The  tribes 
occasi  onal  I  y  engage  i  n  such  acti  vi  ti  es  as  how  I  i  ng  at  the 
moons,  beating  hollow  logs,  and  striking  sticks  and 
stones  together;  the  correlation  to  actual  music  is 
uncertain,  but  seems  likely.  Some  Y  rmanians  appear  to 
have  an  instinctive  talent  for  abstract  art,  as  evidenced 
by  cave  paintings  and  impromptu  sculptures  of  wood 
or  stone. 

Y  rmanians  communicate  via  a  curious  mixture  of 
grunts,  snorts,  and  a  simple  version  of  common  Sign. 
Common  names  are  monosyllabic  and  tend  to  end  in 
"g".  For  example:  Og,Zug,  Yag,  Nug,  M  ug,  etc.  Addled 


THE  WESTERN  LANDS 


) 

by  ritual  drug-use,  Y  rmanians  sometimes  forget  their 
names  and  the  names  of  their  tribesmen. 

If  faced  with  a  potential  threat,  the  tribe  will  take 
up  arms  and  attack  —  or  not,  if  no  one  has  noticed  the 
threat.  When  set  on  battle  they  are  dangerous 
opponents,  bereft  of  fear  and  unaffected  by  exhaustion 
or,  evidently,  logic.  In  combat,  the  Wildmen  wield  the 
r'ruh,  a  sharpened  stone  blade  affixed  to  a  long  leather 
thong.  Swung  over  the  head  at  great  speed,  r'ruh  emit  a 
"singing"  sound  that  is  intended  to  strike  fear  in  the 
hearts  of  the  Wildmen's  foes.  Rival  clans  sometimes 
fight  each  other,  a  situation  that  has  proved  useful  in 
keeping  the  otherwise  prolific  Wildmen  population 
within  reasonablelimits. 

Wildmen  sometimes  trade  among  each  other  and 
with  other  tribes,  though  in  the  eyes  of  an  Y  rmanian  the 
perceived  value  of  a  given  article  or  commodity  may 
vary  considerably  from  one  day  to  another,  or  even 
from  one  mi  nute  to  the  next. 

(LlVRLVVKUl 

The  Wildmen  sometimes  launch  raids  into  the 
Brown  Hills,  though  seldom  to  any  great  profit.  The 
Jaka,  mounted  on  swift  steeds,  generally  keep  their 
distance  and  harry  the  Wildmen  with  their  horn  bows 
unti  I  the  i  nvaders  ti  re  of  thi  s  f  uti  I  e  exerci  se.  T  he  W  i  I  dmen 
have  repelled  several  attempted  invasions  by  the  Ur 
clans,  though  no  one  i  s  sure  how  this  was  accompl  ished. 
1 1  i  s  possi  bl  e  that  the  U  r  are  si  mply  baff  I  ed  by  Y  rmani  an 
"tactics". 

The  Wildmen  are  believed  to  be  declining  in 
number,  due  as  much  to  the  gradual  depredations  of 
invading  Ice  Giants  as  to  the  Wildmen's  propensity  for 
drug  use.  Certain  members  of  the  Lyceum  Arcanum 
would  liketo  study  the  Y  rmanians,  who  somefeel  may 
hold  the  key  to  many  of  Talislanta's  mysteries. 

TYK  BROttlD  HILL? 

The  sepia- tinged  forests  of  this  region  teem  with 
wild  beasts  of  many  types,  including  muskront,  wild 
greymanes,  yaksha,  werebeasts,  nighthawks,  and 
omnivrax.  The  Brown  Hills  of  Y  rmania  are  also  the 
domain  of  the  J  aka,  a  race  of  furred  humanoids  whose 
origins  stretch  back  to  the  beginnings  of  Talislantan 
history. 


The  J  aka  are  a  striking  people,  with  sleek  black 
fur,  a  silvery-gray  mane,  and  blazing  green  eyes.  Most 
stand  about  six  feet  in  height,  a  certain  lithe  muscularity 
being  a  common  trait  of  all  members  of  this  race.  J  aka 
dress  in  loincloths,  with  vests  of  toughened  and  boiled 
leather  for  protection.  M  ost  favor  leg  and  arm  bracers 
as  decoration  an  additional  armor.  All  wear  pendants 
that  the  Jaka  believe  protect  them  from  the  "evil  eye" 
(see  sidebar). 

The  J  aka  claim  to  be  descended  from  a  noble  race 
of  i  ntel  I  i  gent  beast-f  ol  k  w  ho  once  roamed  the  forests  of 
northern  Talislanta  before  the  coming  of  theArchaens. 
They  do  not  identify  with  most  of  the  other  wild  tribes, 
and  consider  themselves  superior  to  such  races  as  the 
Beastmen  and  M  ondre  Khan. 
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It  is  difficult  to  generalize  about  the  J  aka,  as  they 
are  a  f  i  ercely  i  ndependent  f  ol  k  w  ho  val  ue  freedom  above 
all  things.  Some  prefer  to  live  alone,  or  in  mated  pairs. 
Others  hunt  or  trade  in  small  bands  of  up  to  a  dozen  or 
so  individuals.  They  make  no  permanent  dwellings, 
though  a  group  of  J  aka  may  mark  an  expanse  of  woods 
or  hills  as  their  territory  and  settle  in  the  region  for  a 
ti  me.  M  ost  prefer  to  I  i  ve  i  n  the  w  i  I  d,  though  some  readi  ly 
associate  with  "civilized"  peoples.  When  male  and 
f  emal  ej  aka  mate  it  i  s  usual  ly  for  I  if  e.  J  aka  f  emal  es  rarely 
give  birth  to  more  than  two  litters  in  their  lifetime,  and 
al  most  al  w  ay  s  gi  ve  bi  rth  to  tw  i  ns. 

Though  considered  barbaric  by  mostTalislantans, 
thej  aka  are  actually  a  complex  and  cunning  folk.  They 
are  canny  traders,  and  as  mercenaries  are  much  in 
demand  as  scouts,  hunters  and  guides.  A  few  also 
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Among  many  Talislantans,  it  is  considered  an 
established  fact  that  thej  aka  exhibit  a  deep-rooted 
aversi  on  f  or  M  agi  c,  a  trai  t  that  many  bel  i  eve  i  s  based 
upon  ignorance  and  superstition.  What  is  not 
generally  known  is  that  thej  aka  do  not  fear  M  agic 
so  much  as  they  distrust  it. 

This  attitude  can  be  traced  to  two  sources.  First, 
the  J  aka  have  seen  the  effects  that  The  Great 
Disaster  had  on  the  continent  of  Talislanta,  and  are 
well  aware  of  the  destructive  and  unpredictable 
forces  that  can  be  unleashed  by  the  misuse  of 
M  agic.  Second,  and  perhaps  more  importantly,  close, 
proximity  to  powerful  magical  energies  can  activate^ 
thej  aka's  uncanny  "sixth  sense",  which  warns  them 
when  they  are  in  the  presence  of  danger;  a  not 
altogether  inappropriate  response,  given  the 
potential  for  mishaps  and  unintentional  side-effects 
associated  with  the  use  of  M  agic. 

W  hi  le  the  talismans  that  J  aka  wear  to  ward  agai  nst 
"the  Evil  Eye"  confer  a  degree  of  protection  from 
certain  types  of  black  magic,  these  devices  are  not 
worn  strictly  for  superstitious  reasons.  Instead, 
some  believe  that  the  talismans  may  also  serve  to 
lessen  the  J  aka's  subconscious  "danger  response", 
enabling  them  to  evaluate  conditions  on  a  more 
rational  basis  when  in  the  presence  of  Magic.  If 
true,  then  thej  aka's  aversion  to  M  agic  would  seem 
to  be  based  more  on  intuition  than  mere 
superstition. 


possess  some  talent  for  the  taming  of  wild  beasts,  an 
ability  which  in  ancient  times  led  to  the  ancestors  of  the 
J  aka  bei ng  known  as  "the  B  eastmasters  of  the  N  orthern 
Woods." 

J  aka  tend  to  be  suspicious  by  nature,  a  trait  that 
is  perhaps  attributable  to  their  uncannily  acute  senses. 
T  he  J  aka' s  si  xth  sense,  which  alerts  them  to  the  presence 
of  danger,  is  so  acute  that  the  creatures  occasionally 
evince  behavior  that  verges  on  paranoia.  Whilethejaka 
are  loners  at  heart,  they  are  known  to  make  steadfast,  if 
not  particularly  sociable,  companions.  They  are  equally 
famous  for  turning  on  those  who  seek  to  cross  them, 
and  are  quite  capable  of  cold-blooded  murder  if  the 
situation  warrants. 

J  aka  B  eastmasters  often  keep  one  or  more  wild 
beasts  as  companions,  utilizing  the  beast  lore  skills  of 
their  ancestors  to  call,  communicate  with,  and  befriend 
these  creatures.  J  aka  manhunters  prefer  to  work  as 
bounty  hunters,  a  profession  at  which  they  excel.  They 
usually  work  alone  or  in  pairs,  tracking  down  and 
capturing  escaped  felons  and  other  undesirables  for 
pay.  Some  few  are  known  to  work  as  professional 
assassins. 

\T)mK  &  Ration 

J  aka  have  no  formal  religion,  though  they  claim 
reverence  for  a  manifestation  of  one  of  the  Forgotten 
Gods,  known  in  legend  as  the  Beast-God.  Thej  aka  call 
their  deityj  akar,  meaning  Lord  of  the  Beasts.  According 
to  legend  J  akar  was  the  scion  and  companion  of  Creator, 
who  made  hi  m  the  f  i  rst  beast  to  wal  k  erect  and  the  master 
of  all  other  animals  in  the  forest.  It  was  J  akar  and  his 
mate,  J  alar,  who  gave  bi  rth  to  the  race  of  J  aka,  they  say, 
and  who  taught  the  first  J  aka  the  secret  lore  of  the 
B eastmasters.  Following  The  Great  Disaster  the  J  aka 
lost  many  of  the  secrets  of  their  ancestors.  Ever  since, 
J  aka  have  had  a  superstitious  dread  of  magic.  The  last 
request  of  al  I J  aka  i s  to  be  buri  ed  i  n  the  woods  I  i  ke  thei  r 
ancestors,  rather  than  some"civilized"  land. 

T\K  flRTT 

J  aka  fashion  superior  horn  bows  and  articles  of 
bone,  hide,  and  furs,  decorating  their  wares  with 
elaborate  designs.  J  aka  do  not  pi  ay  musical  instruments, 
though  singing  isan  old  tradition  among  these  folk.  To 
most  other  peopl  es,  J  aka  "songs"  sound  I  i  ke  the  how  I  i  ng 
of  timber- beasts. 


J  aka  converse  in  Sign  and  adialectof  Low  Talislan. 
Their  speech  is  punctuated  by  growls  and  snarls,  which 
are  used  for  emphasis.  Common  names  include  Tane, 
J  arak,  Tala,  J  ata,  Taka,  J  abas,  and  Tavas. 

When  traveling  in  hunting  or  trading  bands  J  aka 
will  often  beled  by  the  most  experienced  member  of  the 
group.  Otherwise,  they  share  responsibilities  and 
decision-making,  though  even  this  istoo  much  structure 
for  those  J  aka  who  prefer  to  be  alone. 

J  aka  are  normally  peaceful ,  but  if  threatened,  they 
will  respond  with  great  ferocity.  Despite  a  dread  of  magic, 
they  are  fearless  in  battle. 

J  aka  hunters  often  transport  hides,  horn  and  wild 
beasts  from  this  region  for  trade  in  Arim  and  Zandu. 
J  aka  who  live  in  ortravel  through  civilized  regions  use 
coin.  All  others  use  barter. 

(LlVRLVVKUl 

The  J  aka  remain  as  they  always  have  been: 
independent  and  free  to  do  as  they  wish,  never  bound 
to  any  nation  or  creed.  Talislantans  who  are  ignorant  of 
their  ways  sometimes  confuse  J  aka  with  Beastmen  or 
other  savage  races.  To  a  J  aka,  this  is  a  grave  insult. 

Pm^y  or  Dott 

The  Lost  Sea 

A  long  the  eastern  borders  of  Y  rmania  I  ies  the  f  I  at 
wasteland  region  known  astheLostSea.  By  all  accounts 
this  area  does  indeed  appear  to  be  a  dried-up  seabed, 
littered  with  the  ancient  skeletons  of  giant  sea  dragons 
and  other  aquatic  monsters.  Someclaim  that  half-sunken 
seavesselsof  unknown  origin  can  be  found  in  isolated 
parts  of  this  region,  many  containing  fabulous  artifacts 
and  treasures  from  a  I  ost  age  (see  si  debar) .  A  s  bands  of 
Wildmen,  Darkling  hordes  and  Ur  clan  war  parties 
sometimes  traverse  the  Lost  Sea,  adventurers  should 
exercise  caution,  if  not  outright  discretion,  when  traveling 
i  n  these  parts. 


Deemed  among  the  fiercest  of  Talislantan 
creatures,  yaksha  are  a  sub-species  of  werebeast  (q.v.) 
that  inhabits  the  hillsand  mountainsof  Y  rmaniaandthe 
Northern  Reaches.  Fearsome  to  behold,  yaksha  are 
know  n  f  or  thei  r  al  most  total  I  ack  of  fear  or  reason .  T  hei  r 
customary  mode  of  attack  is  to  leap  forth  from  hiding, 
slashing  with  their  claws  and  shrieking  hideously;  the 
cry  of  a  yaksha  alone  is  often  sufficient  to  cause  its 
intended  victim  to  be  paralyzed  with  terror.  Once  a 
yaksha  has  tasted  blood,  it  will  fight  to  the  death, 
ignoring  even  the  most  grievous  damage  inflicted  upon 
it.  It  has  been  reliably  reported  that  spells  of  influence 
or  control  have  no  effect  whatever  upon  these  creatures, 
whose  single-minded  desire  to  rend  and  kill  is  exceeded 
only  by  their  inhuman  strength  and  fury. 

The  Ur  clans  of  neighboring  Urag  favor  the  use 
of  mummified  yaksha  paws  as  war  clubs.  Ownership  of 
these  grisly  weapons  is  generally  limited  only  to  Ur 
chieftains  and  warlords  and  is  considered  a  mark  of 
unsurpassed  courage,  or  extreme  good  fortune.  In 
actuality,  most  of  these  items  are  obtained  from  aged  or 
infirm  yaksha,  for  the  Ur  have  an  almost  unreasoning 
fear  of  these  beasts. 

Size:  7'-8',  700-800  lbs. 
Attributes: 

INT  -8     PER+1    WIL+6  CHAN/A 
|TR+7    DEX-3   CON  44   SPD +1 
Level:  5-15 

Attacks/Damage:  Claws:  DR  15,  Bite:  DR  10 
Special  Abilities:  Immunity  to  spells  of  control  or 
influence,  climbing  at  Ability  Level  +DEX 
Armor:  Fur,  PR  2 


I  once  spent  some  little  time  exploring  the  outer^ 
preaches  of  the  Lost  Sea.  The  Jaka  hunter  Tane 
accompanied  me  as  guide,  his  initial  reluctance  to 
visit  the  area  being  offset  by  a  mercenary  fondness 
for  gold.  Narrow  escapes  from  crazed  parties  of 
Wildmen,  hunger-maddened  tundra  beasts  and  a 
pair  of  stryx  (who  hovered  above  us  for  miles, 
hoping  in  vain  for  some  fatal  accident  to  befall  our 
small  party)  marred  thegreater  part  of  our  journey. 
\  Then  we  came  upon  the  remai  ns  of  ancient  wooden 
vessel  of  immense  proportions,  its  hull  and  part  of 
the  prow  submersed  in  rock-hard  sediment. 

Wielding  axes,  Tane  and  I  cut  away  a  tangle  of 
petrified  coral  and  barnacles,  allowing  us  access  to 
the  ship's  cabin.  Within  we  found  sea  charts  and 
logbooks  so  old  that  they  crumbled  at  the  slightest 
touch.  On  the  floor  of  the  cabin  was  a  skeleton  of 
vaguely  humanoid  proportions.  The  tattered  and 
rotti  ng  remnants  of  some  sort  of  el  aborate  uniform 
hung  loosely  on  its  lifeless  frame,  a  half-corroded^ 
blade  of  odd  design  still  clutched  in  its  bony  hand. 
An  attempted  mutiny?  A  clarion  call  to  arms?  Or 
perhaps,  a  final  act  of  swashbuckling  defiance  in 
thefaceof  Death  itself?  I  paused  in  contemplation 
of  the  fate  of  this  archaic  sea  captain,  whose  skeletal 
corpse  now  conjured  forth  visions  of  a  long- 
vanished  past. 


The  Jaka,  who  was  less  inclined  towards 
romanticism,  had  meanwhile  hacked  his  way  into 
the  ship's  hold.  He  returned  wearing  the  bestial 
\  snarl  that  passed  for  a  grin  among  those  of  his 
( race.  In  his  hands  was  a  rusted  iron  chest  filled 
with  coins,  all  encrusted  with  green  and  black 
oxides.  Leading  me  below  deck  the  Jaka  eagerly 
showed  me  nine  more  chests  of  similar  size  and 
countless,  worm-eaten  wooden  crates.  Tane  then 
took  his  axe  and  hacked  off  the  top  of  one  of  the 
crates,  revealing  a  dozen  dust  and  mud-spattered 
flasks  of  aquamarine  glass.  That  evening  we  sat  on 
deck,  counting  stacks  of  gold  and  silver  coins,  and 
drinking  wine  of  exceedingly  rare  vintage.  Never 
before  or  since  have  I  so  thoroughly  enjoyed  a 
stay  on  board  a  sea  vessel. 
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Nighthawks  are  a  species  of  nocturnal  raptor  native 
tothewooded  hills  of  Y  rmania.  Swiftest  of  Tal  islantan 
birds,  these  ebony  predators  hunt  only  during  the  late 
evening  hours.  They  have  exceptional  night  vision  and 
can  spot  even  the  slightest  movement  on  the  ground 
from  altitudes  of  over  one  thousand  feet.  Their  shining 
feathers  are  as  hard  as  flaked  obsidian,  their  knife- edged 
wings  being  capable  of  slicing  through  even  the 
toughest  hide  (the  bird's  claws  and  beak  are  used 
primarily  to  grasp  and  tear  prey  after  it  has  been  slain). 
Highly  prized  as  hunting  birds,  nighthawks  are 
sometimes  tamed  and  kept  as  companions  by  Jaka 
traders  and  manhunters.  The  birds  can  be  taught  to 
hunt  by  day  as  well,  provided  they  are  given  sufficient 
rest. 

Size:  1-2',  wingspan  6'-8',  2-6  lbs. 
Attributes: 

INT  -6  PER  +8 

WIL+2  INT  -6 

STR-6  DEX  +8 

CON  +1  SPD  45 

Ability  Level:  7-10 

Attacks/Damage:  Wings:  DR  5,  Beak  and  Claws:  DR  4 
Special  Abilities:  Night  vision,  exceptional  powers  of 
perception 

Armor:  Obsidian  plumes,  PR  3 
Hit  Points:  8 


Skullcap  is  a  poisonous  variety  of  mushroom 
notable  for  its  bone-white  cap  and  black,  bowed  stem. 
T  he  mushroom' s  core  contai  ns  a  powerful  hal  I  uci  nogen 
which,  taken  in  minute  quantities,  can  cause 
disorientation,  strange  visions,  feelings  of  euphoria,  or 
irrational  and  even  violent  behavior.  Larger  doses  will 
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cause  swift  and  painless  death  in  most  cases,  usually 
within  one  to  two  minutes.  The  Wildmen  of  Y  rmania 
have,  through  long  use,  developed  a  virtual  immunity 
to  the  more  toxic  effects  of  skullcap.  M  ost  have  also 
been  rendered  insane,  a  common  side  effect  for  users  of 
this  hallucinogenic  substance. 

Zandu  is  a  land  of  gentle  hills  and  sparse 
woodlands,  shifting  to  deep  forests  along  its  northern 
borders.  To  the  east  I  ay  the  Onyx  M  ountainsof  A  rim;  to 
the  south,  the  sandy  snores  of  the  Sea  of  Sorrow.  In  the 
interior  region,  groves  of  orange,  quince  and  blue 
po  meg  ran  ate  f  I  o  u  ri  sh ,  f  ed  by  n  u  merou  s  sm  al  I  tri  b  utari  es 
of  the  Sascasm  River.  The  undeveloped  northern  and 
coastal  areas  are  dotted  with  ancient  stonework  towers 
of  varying  design,  built  prior  to  the  fall  of  the  ancient 
empire  of  Phaedra.  These  fortresses  once  served  as 
wilderness  outposts  or  sanctuaries  for  traveling 
merchants.  M  ost  are  now  in  ruin,  though  some  are  known 
to  be  occupied  by  solitary  spell-casters,  who  find 
isolation  suitable  to  their  peculiar  needs. 

In  the  current  age  the  majority  of  Zandu's 
population  has  settled  in  the  southern  part  of  the 
country.  Here  live  thecolorful  folk  known  as  theZandir. 

The  Zandir  are  a  handsome  folk  with  copper- 
colored  skin,  dark  hair,  and  dark  eyes.  They  enhance 
their  features  with  vividly  colored  pigments,  adorn  their 
hair  with  silver  bands,  and  dress  in  flamboyant  apparel 
—  velvet  blouses  and  trousers,  capes  of  silken  brocade, 
curl-toed  boots  or  slippers,  and  so  forth. 

Like  the  Aamanians,  the  Zandir  are  descended 
from  the  Phaedrans,  a  people  who  ruled  the  Western 
Lands  during  the  early  part  of  the  New  Age.  A  dispute 
over  religious  views  caused  the  Phaedrans  to  split  into 
opposing  factions,  who  proceeded  to  wage  war  on  each 
other  for  nearly  four  hundred  years.  0  ne  of  the  factions 
that  participated  in  these  Cult  Wars  became  known  as 
the  Aamanians;  the  other  became  know  as  theZandir. 


In  the  capital  of  Zanth,  theZandir  live  in  copper 
towers  and  minarets.  In  smaller  settlements  they  live  in 
stone  cottages,  and  in  the  coastal  fishing  villages  they 
live  in  thatch  huts.  The  Zandir  diet  is  diverse,  and 


consists  of  roasted  meats  and  poultry,  cheeses,  fruits 
and  vegetables,  ales  and  wines. 

The  population  of  Zandu  includes  numerous 
minority  groups  and  factions.  The  Causidians  serve  as 
legal  advisors,  diplomats,  and  scribes.  TheCertaments 
are  a  class  of  professional  duelists,  many  of  whom  are 
skilled  both  in  magic  and  swordplay.  TheSerpariansare 
professional  beggars  who  wander  the  streets  in  rags, 
asking  for  alms.  The  Zann  are  fishermen  who  bear  a 
wide  reputation  as  the  most  steadfastly  contrary  folk  in 
all  of  Talislanta.  They  rarely  agree  with  other  peoples, 
and  are  extremely  opinionated. 

Zandir  are  amorous  and  hot-blooded,  and  find  it 
difficult  to  control  their  passions  (see  sidebar).  They 
marry  young,  and  often  foolishly;  both  males  and 
females  have  numerous  affairs  and  trysts,  and  are  quite 
flirtatious.  Zandir  are  polygamous;  males  may  have  as 
many  wives  as  they  can  afford,  and  females  may  keep 
as  many  male  consorts  as  they  can  afford.  Children  are 
allowed  considerable  freedom,  particularly  as  regards 
the  expression  of  emotions. 

The  Zandir  are  a  people  diametrically  opposed  to 
the  folk  of  neighboring  Aaman.  Where  the  Aamanians 
are  conservative,  Zandir  are  liberal,  or  even  radical,  in 
their  views.  Aamanians  dress  in  colorless  smocks; 
Zandir  favor  the  most  colorful  attire.  Aamanians  believe 
in  one  god,  while  the  Zandir  believe  in  numerous 
luminaries,  pagan  gods,  woodland  spirits,  and  saints.  It 
is  little  wonder  then  that  the  two  are  enemies,  for  they 
can  agree  on  almost  nothing. 

The  womenfolk  of  Zandu  practice  the  quaint 
custom  of  hiding  their  faces  behind  decorative  fans, 
giving  the  impression  that  they  are  shy  and  demure. 
This  is  hardly  the  case,  as  male  visitors  to  Zandu  often 
discover.  Zandir  men  are  even  less  subtle,  and  in  other 
lands  are  widely  regarded  as  lechers  and  philanderers. 

Zandu  is  ruled  by  a  Sultan,  who  wields  absolute 
and  unquestioned  power  over  all  his  subjects.  All 
citizens  are  theoretically  equal,  and  therefore  equally 
subject  to  the  whims  and  moods  of  the  Sultan  of  Zandu, 
which  sometimes  run  to  the  extreme.  Unlike  the 
Hierophant  of  Aaman,  the  Sultan  is  far  from  celibate. 
Zandir  custom  allows  men  to  take  as  many  wives  as 
they  can  afford,  and  the  ruler  of  Zandu  is  a  very  wealthy 
man. 
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Zandir  laws  are  generally  lax.  A  popular  local 
saying  notes  that  "what  no  one  sees,  no  one  knows." 
So  long  as  thieves  ex  ercisea  certain  amount  of  discretion, 
the  authorities  usual  ly  look  the  other  way .  A  ccordi  ngly, 
petty  theft  is  rampant,  particularly  in  the  larger  cities, 
such  as  the  capital  of  Zanth.  Criminals  who  make  the 
mistake  of  attracting  too  much  attention  can  expect  to 
be  dealt  with  severely.  Convicted  thieves  may  be 
tortured,  or  chained  to  a  pillory  and  placed  on  public 
display.  Public  executions  are  also  popular,  as  the 
executioners  of  Zandu  are  widely  renowned  for  their 
creative  and  melodramatic  talents. 

The  Sultan  personally  judges  all  cases  during  the 
morning  hours,  and  determines  the  appropriate  verdict 
for  each  as  the  mood  suits  him.  On  a  good  day,  he  may 
allow  offenders  to  go  free  afterabrief  lecture  on  morality; 
on  a  bad  day,  the  Zandir  executioners  can  have  their 
hands  full.  Individuals  accused  of  committing  a  crime 
are  allowed  to  hire  a  Causidian  to  represent  their 
interests.  Arrangements  must  be  made  through  the 
jailors,  who  customarily  charge  a  healthy  "finder's  fee" 
for  their  services. 

IDiw  &  Ration 

The  Zandir  are  Paradoxists  who  profess  to  be 
mystified  by  the  nature  of  their  own  existence.  The 
tenets  of  the  Zandir  "religion"  are  perhaps  best 
explained  in  the  Paradoxisttext,  The  Book  of  M  ysteries, 
a  lengthy  tome  filled  with  over  100,000  questions,  and 
no  answers.  Paradoxist  seers,  widely  regarded  as 
charlatans  by  other  folk,  are  well-liked  in  Zandu.  Some 
possess  actual  magical  abilities. 


Zandir  clothe  the  dead  in  their  best  raiment,  then 
convey  the  deceased  on  a  funeral  bier  decked  with 
flowers  to  its  final  resting  place:  a  simple  grave  or  a 
splendid  tomb,  depending  upon  the  deceased's  social 
status  and  financial  situation.  The  occasion  is  marked 
by  song,  dance,  and  feasting,  with  the  "mourners" 
drowning  their  sorrows  in  drunken  revelry. 

Th^  Art? 

The  Zandir  are  fond  of  art,  music,  dance  and  all 
manner  of  stimulating  pastimes.  Artists,  performers,  and 
wizards  are  all  esteemed,  and  the  best  are  rewarded  with 
appoi  ntments  to  the  S ul tan' s  reti  nue.  T he  musi c  enj oyed 
by  the  Zandir  nobility  is  bold,  passionate,  sweeping, 
and  rich  in  ornamentation.  Both  Zandir  and  Bodorian 
composers  are  held  in  high  regard,  and  skilled  orchestras 
are  always  available  to  play  their  latest  compositions. 
The  music  of  the  peasantry  is  simple,  rustic,  and 
unpretentious,  but  no  less  favored.  Traditional  Zandir 
instrumentation  includes  the  ojo  (a  type  of  single-reed 
instrument),  zilo  (silver  chimes),  wood-horn,  four- 
stringed  mandallo,  and  box-drum. 

Zandir  speak  High  or  Low  Talislan,  depending 
upon  their  level  of  education  and  chosen  occupation. 
Zandir  names  tend  to  be  colorful,  as  were  those  of  the 
Phaedrans.  For  example:  Palitane,  Celestea,  Crystabal, 
B  al  al  amos,  and  Schezal  le.  T  he  only  excepti  on  is  theZann, 
who  go  for  short,  blunt-sounding  names  such  as  Neb, 
Sej,  Menk,  andZaj. 
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Zandu  keeps  a  sizeable  army  of  well-trained 
swordsmen  and  swordswomen,  archers,  cavalry,  and 
artillerists.  Zandu's  navy  is  well -regarded,  though  like 
most  Talislantans  the  Zandir  fear  to  sail  the  open  sea 
and  navi gate  pri mari  ly  by  huggi ng  the  coastl i ne.  Zandi r 
free  traders  vi  si  t  the  i  si  and  of  C  astabul  an  several  ti  mes 
a  year  in  order  to  obtain  adviceon  weather  patterns  and 
currents,  which  they  consider  essential  to  a  safe  voyage. 
M  ost  of  Zandu's  land  forces  are  strategically  deployed 
along  the  G  reat  B  arrier  W  al I ,  prepared  to  attack  A  aman 
at  a  moment's  notice. 

Zandu  has  strong  trade  ties  with  A  rim,  a  major 
supplier  of  black  iron,  copper  and  precious  stones. 
Exports  include  utensils  of  copper  and  brass,  exotic 
fragrances,  spices,  narcotic  herbs,  fine  wines,  and  opals. 
Blades  made  by  Zandir  craftsmen  are  held  in  high  regard 
throughout  the  continent,  and  are  also  popular  trade 
items. 

For  many  centuries  Zandu  and  A  aman  waged 
ceaseless  war  against  each  other,  until  the  building  of 
the  Great  Barrier  Wall.  M  odern  relations  between  the 
former  antagonists,  while  overtly  peaceful,  are  still  far 
from  cordial.  The  differences  between  their  cultures 
remain  extreme,  and  there  is  no  love  lost  between  the 
two  peoples.  Zandu  has  good  relations  with  the  Seven 
K  ingdoms,  whose  rulers  consider  the  Zandir  much  easier 
to  deal  with  and  less  threatening  than  the  Orthodoxists 
of  A  aman. 

Zadpir  y^TnxmmTy 

T  he  C  apital  C  i  ty  of  Z  anth 

From  the  shining  palaces  and  minarets  of  the 
central  sector  to  the  slums  of  Beggars'  District  and  the 
Sarista  ghetto,  Zanth  is  a  study  in  contrasts.  The 
crowded  streets  and  marketplaces  teem  with  a 
conglomeration  of  races  and  professions:  Paradoxist 
seers  dressed  in  brightly  colored  cassocks,  bands  of 
street  urchins,  Zandir  swordsmages  in  chain  mail  and 
flowing  cloaks,  Jaka  manhunters,  Jhangaran 
mercenaries,  blue-robed  Causidians  and  many  others. 

Zadian 

Zadian  is  a  fortified  citadel  situated  along  the 
central  coastal  regions  of  Zandu.  A  sizeable  contingent 
of  Zandir  troops  is  stationed  here,  including  units  of 
mounted  archers,  swordsmen  and  swordswomen,  and 


ROIDADTK  LVVZ 

The  Zandir  have  a  passion  for  romance,  which  they 
refer  to  as  "the  spi  ce  of  life" .  Y  oung  I  overs  f  I  it  about 
from  partner  to  partner  like  butterflies  to  sweet 
blossoms;  a  taste  or  two,  and  then  they  take  wing 
again,  to  alight  elsewhere.  Even  couples  who  have 
been  happily  married  for  many  years  continue  to 
engage  in  clandestine  affairs,  flirtations,  and 
amours.  Such  practices  are  in  no  way  restricted  by 
age,  sex,  or  social  status,  but  are  pursued  in  equal 
measure  by  young  and  old,  male  and  female,  noble 
and  commoner. 


Theconcept  of  romantic  love  fascinates  theZandir 
people,  and  has  influenced  many  aspects  of  their 
cul ture.  Z andi r  pai nti ng  and  scul pture  i s  domi nated 
tby  depictions  of  lovers:  wooing,  courting, 
embracing,  and  consummating  their  love.  Zandir 
poetry  is  obsessed  with  forbidden  love,  unrequited^ 
love,  first  love,  lost  love.  The  most  popular  plays 
and  panoramas  are  those  that  portray  affairs  of  the 
heart,  rather  than  comedies,  tragedies,  or  epic  sagas. 

Though  the  proliferation  of  amorous  activity  would 
seem  to  suggest  that  the  Zandir  are  slaves  to  their 
wild  and  unbridled  passions,  this  is  not  entirely 
true.  For  there  exists  among  these  people  a  social 
contract  that  is  not  readily  apparent  to  outsiders, 
\but  which  nonetheless  serves  to  prevent  their 
society  from  disintegrating  into  complete  and  utter 
chaos.  In  essence,  while  Zandir  have  almost 
unlimited  freedom  to  act  out  their  romantic  fantasies, 
they  are  able  to  do  so  only  because  such  activities 
are  considered  secondary  to  the  unity  of  thefamily. 
Though  each  partner  may  have  numerous  affairs 
over  the  course  of  his  or  her  life,  the  marriage  pact 
is  rarely  threatened.  Extra-marital  activities  tend  to 
be  brief,  impetuous,  and  transient;  marriage  and 
thefamily  are  permanent.  W  hi  I  e  romantic  love  may 
be  regarded  as  the  spi  ce  of  I  if  e,  i  t  i  s  sel  dom  mi  staken 
for  the  main  course. 


border  scouts.  The  citadel  stands  atop  a  hi  1 1  overlooki  ng 
the  rich  estates,  vineyards,  and  groves  of  Zadian's 
wealthy  aristocracy,  who  live  much  in  the  manner  of 
feudal  lords. 

Zantil 

A  small  Zandir  coastal  settlement,  Zantil  is  built 
on  a  peninsula  jutting  into  the  Sea  of  Sorrow.  There  is  a 
lighthouse  and  watchtower  here  which  serves  as  an  aid 
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to  shi  ps  navigating  the  waters  of  the  Sea  of  Sorrow,  and 
as  an  early  warning  system  intended  to  alert  vessels  of 
the  presence  of  giant  sea  scorpions,  which  occasionally 
enter  the  area  via  the  Phaedran  Straits. 

Zantium 

Westernmost  of  Zandu's  seaports,  Zantium  is  a 
walled  settlement  constructed  at  the  terminus  of  the 
Sascasm  River,  near  Zantium  Bay.  Its  exports  include 
timber,  costly  perfumes,  and  exotic  plants  and  wild  beasts 
from  the  Zandi  r  M  oors.  J  aka  and  Zandi  r  trackers  come 
here  to  sell  hides,  captured  animals,  and  other  goods. 

Zir 

The  port  city  of  Zir  is  Zandu's  largest  ship- 
building facility.  Here,  ships  headed  to  and  from  such 
exotic  locales  as  Thaecia,  Batre,  and  Faradun  can  be 
found;  taking  on  passengers  and  supplies,  loading  and 
unloading  cargo,  or  awaiting  repair. 

Zandre 

Located  to  the  south  of  Werewood,  Zandre  is  a 
fortified  border  outpost  housing  a  conti ngent  of  Zandi r 
scouts.  The  outpost  stands  adjacent  to  an  old  stone 
bridge  that  spans  the  Sascasm  River.  Zandre  is 
frequented  by  hunters,  trackers,  and  traders  from  the 


surrounding  areas.  Zann  boatsmen  sail  their  small  skiffs 
upri  ver  i  n  order  to  sel  I  thei  r  wares  here,  and  for  ten  gol  d 
lumens  a  day  will  convey  small  parties  by  boat  to  almost 
any  destination  desired,  including  Werewood. 

Zann 

Zann  is  a  seaport  located  on  the  western  coasts 
of  Zandu,  notableprimarily  for  itscontrarian  inhabitants, 
the  Zann.  The  people  of  Zann  drink  from  streams 
thought  to  be  tainted  by  waters  from  the  Necros  River, 
which  may  go  far  to  explain  the  curious  behavior  of 
these  folk. 

Pm^y  or  Doit 

Koraq'sMountain 

In  ancient  times,  the  great  sorcerer  Koraq  had 
constructed  on  this  mount  a  fabulous  manse  of  eleven 
amberglass  towers,  in  which  he  kept  his  collection  of 
wonders,  curiosities  and  amazements.  Harassed  by 
throngs  of  curious  si  ghtseers,  the  sorcerer  f  i  nal  ly  reti  red 
to  another  dimension,  taking  with  him  all  he  owned.  A 
quirk  of  fate  caused  his  manse  to  become  trapped  in  a 
temporal  rift,  with  the  result  that  Koraq's  abode 
occasionally  reappears  for  several  hours  at  a  time  atop 
the  mountain  which  now  bears  the  sorcerer's  name. 
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Harak  is  a  bleak  and  desolate  land,  hemmed  in  on 
all  sides  by  mountains  and  swept  by  frigid  winds  from 
the  north .  T he  I  andscape  of  H  arak  i s  ni ghtmari sh :  j agged 
spires  of  rock  jut  upwards  from  the  cracked  and  barren 
earth,  and  scattered  shardsof  black  iron  litter  the  ground. 
Here,  in  this  most  inhospitable  of  regions,  dwell  the 
fierce  warrior  clans  known  as  the  H  araki  n. 

TYK  HflRflRID 

The  Harakin  are  a  gray-skinned  race,  lean  and 
rugged  of  build  and  averaging  over  six  feet  in  height. 
They  dress  in  loincloths,  cowls,  high  boots,  and  heavy 
gloves,  usually  madeof  reptilehide.  Both  the  males  and 
females  paint  the  areas  around  their  eyes  with  black 
pigments,  giving  them  a  fearsome  aspect. 

flrx^TRY 

The  Harakin  are  believed  to  be  descended  from 
one  of  the  original  Sub-M  en  tribes  that  fled  the  central 
regions  of  Talislanta  following  The  G  reat  D  i saster.  The 
Harakin  themselves  have  no  interest  in  the  past;  only 
the  present  matters  to  them. 

To  the  Harakin,  life  is  a  constant  struggle  to  eke 
out  a  living  in  a  harsh  and  unforgiving  land.  Harakin 
clans  are  nomadic,  traveling  from  place  to  place  in  search 


yo^iOLogy  or  tyk  HflRflNf) 

f  An  unusual  tale  regarding  the  Harakin  is  told  in  the 
Kang  Empire.  There,  it  is  said,  a  group  of  M  andalan 
scholars  once  ventured  forth  on  a  mission  to  H  arak 
By  theorizing,  they  had  deduced  that  the  Harakin 
were  not  evil  beings,  but  were  simply  products  of 
the  harsh  and  cruel  envi  ronment  of  thei  r  homel  and 
It  was  their  intention  to  convince  a  few  of  the 
Harakin  to  accompany  them  on  the  return  trip  to 
Quan,  where  their  scholarly  theories  might  be  put** 
to  the  test. 

Upon  sighting  a  small  band  of  the  nomads,  the 
wise  men  threw  up  their  hands  and  raised  their 
voices  in  greeting.  When  the  Harakin  approached, 
the  scholars  gave  them  gifts  of  gold,  fragrant  oils, 
and  precious  stones.  These  the  Harakin  examined, 
and  then  discarded.  Without  apparent  enmity  they 
slew  the  scholars,  divested  them  of  their  fur  cloaks 
and  boots,  cut  their  mounts  into  sections,  loaded 
everything  on  their  dracty Is,  and  continued  on  their 
way 


of  food  and  water,  both  precious  commodities  in  this 
region.  Their  preferred  food  iswild  muskront  or  tundra 
beast,  from  which  they  also  obtain  hides,  bone,  and 
horn.  If  game  cannot  be  found  they  may  raid  other  clans 
in  order  to  steal  their  food.  When  even  such  raids  have 
proved  fruitless,  Harakin  subsist  on  scorpions,  serpents, 
spiders,  and  bits  of  lichen  and  mosses. 


Raised  in  the  hostile  environment  of  H  arak,  these 
folk  are  able  to  endure  great  hardships.  Both  the  males 
and  females  are  warriors,  and  of  necessity,  survivalists. 
Mating  is  viewed  as  an  act  required  to  propagate  the 
species  and  as  one  of  the  few  sources  of  pleasure 
available.  Couples  may  or  may  not  remain  together, 
depending  on  the  availability  of  food  and  the  outcome 
of  battles  with  various  clans;  the  life  expectancy  of  the 
average  H  araki  n  i  s  not  great.  H  araki  n  f  emal  es  rai  se  thei  r 
young.  The  child-raising  period  is  limited  to  five  years; 
during  this  time  the  mother  will  do  anything  to  help 
insure  the  survival  of  her  child,  including  sacrificing 
herself  if  necessary.  However,  after  this  time  the  young 
H  araki  n  is  considered  an  "adult"  and  mustfend  for  itself. 

T  he  H  araki  n  care  nothi  ng  for  the  ways  of  ci  vi  I  ized 
people,  which  they  consider  useless  (see  sidebar). 
U I  ti  mate  survival  i  sts,  they  vi  ew  al  I  other  living  creatures 
as  prey.  Some  H araki n  clans  have  domesticated  the 
dractyl,  a  species  of  winged  reptile  native  to  the  sheer 
cl  iff  s  of  H  arak' s  coastal  regions.  The  H  araki  n  use  these 
creaturesfortransportand  in  battle. Though  ugly,  mean, 
and  ungainly,  dractyl  require  little  food  and  are 
themselves  somewhat  edible,  factors  which  hold  a 
certain  appeal  for  their  masters. 

Harakin  clans  are  led  by  a  single  chieftain,  who 
may  be  either  mal  e  or  f  emal  e.  C I  ans  may  someti  mes  form 
larger  tribal  units,  though  this  is  rare  due  to  the  scarcity 
of  food.  The  law  of  survival  istheonly  real  law  in  H  arak. 


IDaqk;  &  Ration 

Forced  by  the  circumstances  of  their  existence  to 
endure  great  hardships,  the  folk  of  Harak  have  no 
concept  of  morality  or  religion,  and  are  by  nature 
fatalistic  and  grim.  They  know  nothing  of  magic  except 
that  it  can  be  used  to  harm  them.  Inafight,  Harakin  will 
always  attack  spell  casters  first. 

Th^  £\KT7 

T  he  H  araki  n  have  no  i  nterest  i  n  art  or  musi  c.  Ski  1 1  s 
and  crafts  not  related  to  warfare  or  survival  are  regarded 
as  useless.  Each  clan  member  learns  to  make  his  or  her 
own  weapons,  which  are  hammered  and  honed  from  the 
numerous  fragments  of  black  iron  found  almost 
everywhere  throughout  the  region.  All  other  skills 
needed  to  survive  —  such  as  hunting,  dressing  game, 
and  finding  water,  etc.  —  areconsidered  warriors'  skills. 
The  Harakin  word  for  "survival"  and  "fight"  (hakta)  are 
one  and  the  same 

Harakin  converse  in  both  sign  and  an  ancient 
dialect  of  Low  Talislan.  Harakin  names  are  usually 
comprised  of  three  syllables,  with  the  accent  over  the 
third  syllable.  For  example,  Katadao,  Hakatao,  and 
Arakao. 

The  Harakin  have  no  armies,  fortifications,  or 
defenses.  All  members  of  the  clan  are  expected  to  fight 
whenever  the  need  arises. 
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The  jungles  of  Chana  occupy  a  portion  of  the 
southeastern  coast  of  Talislanta,  from  Faradun  to  the 
borders  of  the  Kang  Empire.  To  the  west,  the  jungles 
melt  into  rain  forest,  rising  upwards  into  the  Jade 
M  ountains.  The  climate  in  this  region  is  hot,  wet,  and 
unbearably  humid;  ideal  conditions  for  Chana's  many 
varieties  of  tropical  plants  and  trees,  which  can  literally 
spring  up  overnight  after  a  drenching  rain.  Virulent 
spec  i  es  of  an i  mal  s  an d  i  n sects  I  i  kew  i  se  f  i  n d  th e  j  u  ng  I  es 
to  their  liking,  making  travel  in  this  region  a  dismal 
proposition. 

The  low-lying  jungles  and  tropical  forests  of  this 
region  are  home  to  several  hosti  I  e  tri  bes  of  humanoids, 
known  collectively  as  the  Chana  Witchmen. 

The  Chana  are  tall  and  cadaverous  in  stature,  with 
bilious  green  skin.  They  do  their  utmost  to  appear 
fearsome,  filing  their  teeth  to  sharpened  points, 
decorating  their  visages  with  occult  symbols,  and 
carrying  the  shrunken  heads  of  their  adversaries  on 


cords  si  ung  about  the  neck.  1 1  i  s  customary  for  members 
of  the  W  i  tc  htri  bes  to  w  ear  th ei  r  h ai  r  i  n  a  si  n g  I  e  to p kn ot, 
lacquered  and  braided  with  leather  thongs  or  sinew. 
Ritual  scarring  is  also  practiced  by  these  people,  whose 
reliance  upon  the  narcotic  herb,  kesh,  contributes  heavily 
to  their  unhealthy  appearance. 

flrx^TRY 

The  Witc  htri  bes  are  descended  from  certain  wild 
tribes  of  ancient  times,  who  are  said  to  have  been 
conquered  by  the  Mazdaks.  Driven  from  their  lands, 
they  fled  south  and  settled  in  the  Jungles  of  Chana, 
after  which  the  tribes  were  became  known  as  the 
Witchmen,  or  Chana. 

The  Witchfolk  live  in  villages  of  thatched  huts, 
which  may  be  found  scattered  throughout  the  jungles 
of  their  homeland.  Cannibalism  is  practiced  by  all  the 
Chana  tribes,  though  this  is  done  more  for  ritual 
purposes  than  as  a  means  of  obtai  ni  ng  sustenance.  T  hei  r 
usual  diet  consists  of  wild  fowl,  game,  and  a  porridge 
made  of  mashed  tubers  and  rock  snails. 

Chana  have  no  set  family  units.  Instead,  all  females 
are  considered  the  "property"  of  the  tribe;  specifically, 
the  tri  be' s  domi  nant  mal  es.  C  hi  I  dren  are  rai  sed  by  young 


girls  and  old  women,  who  treat  them  with  casual 
indifference  until  puberty.  At  this  time  the  males  are 
initiated  as  warriors  or  shamans,  and  the  females  are 
designated  as  "breeders"  or  "healers".  Only  shamans 
can  mate  with  healers,  who  are  instructed  in  the  basics 
of  gathering  herbs,  mixing  potions  and  healing  salves, 
and  preparing  heads  for  shrinking  and  enchantment. 
A  ny  male  may  lay  claim  to  a  breeding  female,  though  he 
may  have  to  aggressively  fend  off  the  attentions  of 
other  would-be  "suitors". 

The  Chana  are  a  people  ruled  by  superstition. 
They  have  an  unreasoning  fear  of  water,  which  they 
believe  is  the  domain  of  hostile  elemental  spirits.  M  ost 
W  itchmen  and  W  itchwomen  are  users  of  the  drug  kesh, 
which  enables  them  to  commune  with  spiritforms.  It  is 
common  for  these  folk  to  cook  and  eat  enemies  who 
have  been  captured  in  battle.  The  Chana  believe  that  by 
doing  so,  they  acquire  their  enemy's  strength  and 
powers. 

Chana  shamans,  called  Witchdoctors,  are  the 
unquestioned  rulers  of  their  tribes.  The  most  powerful 
is  referred  to  as  the  Chief  Witchdoctor;  the  position  is 
earned  by  defeating  the  reigning  Chief  in  spirit  combat. 
The  rest  of  the  tribe's  shamans  are  free  to  attempt  to 
usurp  the  Chief  Witchdoctor's  authority  by  magic,  but 
are  wel  I  aware  of  the  ri  sks:  the  I  oser  of  such  a  chal  lenge 
knows  that  his  head  will  end  up  as  a  grisly  trophy  and 
fetish  of  the  victor  (see  si  debar).  I  ndividuals  accused  of 
breaking  tribal  taboos  are  brought  to  the  tribe's  Chief 
Witchdoctor  for  judgement,  which  is  usually  swift  and 
merciless.  Punishment,  on  the  other  hand,  is  slow  and 
excruci  ati  ng,  and  may  resul t  i  n  the  offender  bei  ng  boi  I  ed 
alive  or  staked  over  a  mound  of  furious  biting  insects. 

WmK  &  Ration 

The  W  i  tchf  ol  k  are  practi  ti  oners  of  a  pri  mi  ti  vef  orm 
of  black  magic  that  is  believed  to  date  back  to  ancient 
times.  They  revere  the  forces  of  darkness,  and  despise 
those  who  worship  the  gods  of  light  and  order.  Chana 
Witchdoctors  are  skilled  in  the  concocting  of  certain 
dangerous  substances,  such  as  devilroot  and  kesh.  The 
former  is  an  herbal  poison  that  can  be  prepared  in 
powdered  or  resinous  form.  Kesh  is  a  pungent  liquid 
derived  from  the  root  of  thejabutu,  a  plant  found  only 
in  the  Jade  M  ountains.  This  drug  is  notable  for  its 
profound  narcotic  and  magical  properties,  and  is  used 
extensively  in  the  black  magic  rituals  of  the  W  itchmen. 
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Among  the  many  strange  rituals  and  customs 
'  observed  by  the  witchtribes,  perhaps  none  is 
regarded  with  such  loathing  as  the  Chana  practice 
of  taking  the  heads  of  their  enemies  and  turning 
them  into  necromantic  fetishes.  The  procedure  is 
quite  grisly,  and  is  not  recommended  for  the  faint 
of  heart.  Braver  souls  may  read  on. 

The  first  step  in  the  creation  of  a  shrunken  head  ! 
fetish  is,  quite  naturally,  to  obtain  a  head.  For  such 
purposes  only  a  head  removed  from  a  living  victim 
will  suffice.  Pri  or  to  decapitation  the  victim,  bound 
51  hand  and  foot,  is  fed  a  mixture  of  kesh,  black  lotus,  , 
and  other  magical  herbs;  in  combination,  the drugs^ 
render  the  victim  insensible  to  pain,  and  — 
according  to  the  Chana  —  prevent  the  soul  from 
fleeing  the  body  upon  death.  A  ceremonial  axe 
inscribed  with  occult  runes  is  used  to  sever  the 
head,  after  which  the  skull  is  removed  and  the  eyes 
and  lips  sealed  to  keep  the  soul  imprisoned  within. 
Finally,  the  head  is  filled  with  hot  sand  and  buried 
in  the  ground. 

After  nine  days  have  passed  the  witchdoctor 
returns  to  the  place  where  the  head  was  buried  and 
listens  to  the  ground.  If  the  witchdoctor  hears  the 
voice  of  the  victim  crying  out  to  be  released,  then 
the  operation  has  been  successful.  The  head,  now 
"cured"  and  shrunk  to  less  than  a  third  of  its  original 
size,  is  unearthed  and  is  ready  for  use  as  a 
necromantic  fetish. 


Chana  Witchdoctors  have  also  learned  how  to 
charm  the  poisonous  serpents  known  as  Death's  Head 
Vipers.  The  natives  call  these  foot-long  snakes  "wrist 
vipers"  and  wear  them  like  deadly,  living  bracelets.  The 
serpents  are  trained  to  attack  on  command. 

Chana  burn  their  dead  as  soon  as  possible, 
scattering  the  ashes  far  and  wide  so  that  no  part  of  the 
deceased  can  be  used  in  the  black  magic  rituals  of  their 
enemies. 

Th^  Art? 

Chanan  crafts  are  limited  to  weaving,  pottery,  the 
making  of  wood  and  stone  implements,  and  the  treating 
of  hides  and  skins.  Breeding  females  do  much  of  this 
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work,  while  warriors  make  their  own  weapons  and 
shamans  make  ritual  drums,  masks,  and  other  fetishes. 
Chanan  music  is  a  component  of  most  necromantic  and 
cannibalistic  rituals.  Drums  made  of  hideand  wood  are 
the  only  instruments  used;  the  music  itself  consists  of  a 
half-dozen  traditional  rhythms  played  in  various 
combinations.  The  Ritual  of  Spirit  Calling  is  a  dance 
used  to  summon  spirits  from  the  lower  planes.  The 
participants  don  ceremonial  masks  of  frightful  aspect, 
and  dose  themselves  with  kesh  in  order  to  achieve  an 
exalted  state. 

The  Witchfolk  converse  in  Chanan,  an  ancient 
tongue  that  linguists  believe  dates  back  to  the  time 
before  The  Great  Disaster.  The  Chanan  tongue  has  no 
known  written  equivalent,  though  the  strange  symbols 
thattheW  itchfolk  inscribeupon  theirfaces  may  berelics 
of  a  dead  script,  now  forgotten  by  people  of  the  New 
Age.  The  tribes  also  communicate  by  signal  drums  — 
wooden  instruments  covered  with  the  flayed  skins  of 
thei  r  enemi  es.  C  ommon  C  hanan  names  includeCha-Kyo, 
Cho-Nyan,  Che-Kya,  and  Chu-Kyan. 

U^ny^y 

T he  W  i tchtri  bes  are  warl  i  ke  i  n  the  extreme.  T  hey 
fight  among  each  other  constantly,  each  vying  for 
control  of  the  other's  j  abutu-grow  i  ng  terri  tori  es.  T  ruces 
and  treaties  are  sometimes  arranged  between  tribes,  but 
rarely  last  for  long.  Their  warriors  employ  throwing 
sticks,  blow-guns,  and  spears  in  battle,  but  generally 
disdain  frontal  assaults  in  favor  of  ambushes  and  sneak 
attacks.  M  ost  Chana  villages  are  surrounded  by  rings 
of  sharpened,  poisoned  wooden  stakes. 

Chana  have  no  currency,  and  so  barter  for  all 
goods.  Trade  between  rival  tribesisrare,  but  sometimes 
occu rs  d uri  ng  i  nterval  s  w  hen  a  truce  or  treaty  i  s  i  n  effect. 
Chana's  jungles  are  known  to  harbor  an  abundance  of 
riches,  including  costly  herbs,  precious  stones  and  exotic 
animals.  The  narcotic,  kesh,  is  sometimes  traded  to 
unscrupulous  merchants  such  as  the  Farad. 

The  Chana  bear  a  long-standing  hatred  of  the 
Manra  tribes,  whose  lands  they  covet,  and  the  Nagra, 
whom  they  fear.  I  n  addition  to  thei r  usual  depredations, 
bands  of  Witchmen  occasionally  cross  the  border  into 


the  Kang  Empire,  wreaking  havoc  on  the  plantations 
there.  K  ang  troops  from  the  nearby  outpost  of  V  ishana 
periodically  launch  raids  into  thejungles  in  retaliation 
for  these  assaults.  I  mrians  sometimes  raid  the  coasts  of 
Chana  hoping  to  take  Chana  witchdoctors,  who  bring  a 
high  price  in  Faradun,  where  they  are  employed  in  the 
narcotics  trade.  Not  surprisingly,  more  than  a  few 
Witchmen  bear  the  shrunken  and  scaly-skinned  heads 
of  such  souvenir  hunters  on  their  belts 
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Ranging  across  the  northern  borders  of  Chana, 
the  Jade  M  ountains  are  rich  in  natural  resources,  such 
as  black  diamonds,  moonstones,  k'tallah,  lotus, 
devil  root,  and  a  tropical  variety  of  the  healing  herb, 
cleric's  cowl.  In  addition  to  shathane  and  exomorphs, 
the  deep  forests  of  this  region  are  home  to  one  of  the 
mostunusual  humanoid  tribes  on  the  continent,  known 
as  the  M  anra. 

M  anra resemblethe Witchmen  in  physical  stature, 
but  exhibit  none  of  the  frightful  or  unhealthy 
characteristics  associated  with  those  hostile  people. 
They  wear  necklaces  of  dried  flowers,  woven  vines, 
beads  and  feathers;  also  abbreviated  garments  of  woven 
plant  fibers  and  three-stranded  whipsash  —  a  type  of 
light  bolas  worn  around  the  waist. 

The  Manra  are  believed  to  share  a  common 
ancestry  with  the  Chana,  both  of  whom  are  thought  to 
be  descended  from  the  ancient  Mazdaks.  Both  tribes 
employ  thejabutu  plant  in  their  magical  rituals,  though 
the  M  anra  are  not  headhunters,  but  shape-changers. 

The  Manra  tribes  live  in  small  communal 
settlements,  and  tend  to  keep  to  themselves.  Manra 
villages  are  collectives,  where  all  pitch-in  to  help  share 
the  work:  gathering  fruits  and  berries,  making  huts  of 
living  vi  nes,  and  keepi  ng  a  watchful  eye  out  for  predatory 
beasts  and  Chana  war  parties.  Manra  have  close  family 
ties.  Males  and  females  mate  for  life,  and  raise  their 
children  together.  Parents  pass  along  their  secret 
customs  and  lore  to  their  young,  as  their  parents  did 
before  them. 
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M  anra  possess  the  unique  ability  to  assume  the 
forms  of  other  living  things,  such  as  wild  beasts  and 
even  plants.  Their  shape-changing  talents  are  made 
possible  through  ritual  ingestion  of  a  derivative  of  the 
jabutu  plant,  the  making  of  which  is  a  tribal  secret.  This 
talentisvital  to  the  existence  of  theM  anra,  asitenables 
them  to  adapt  quickly  to  the  hostile  environment  of 
their  homeland.  Conversely,  the  M  anra' s  short  lifespan 
is  believed  to  be  directly  attributable  to  the  physical 
stress  inherent  in  the  practice  of  shape-changing.  When 
in  humanoid  form  they  are  vegetarians,  eating  only  fruits, 
nuts,  and  berries.  In  animal  form  they  feed  as  such 
creatures  normally  do. 

Manra  tribes  are  led  by  their  shamans,  who  are 
respected  for  their  wisdom  and  are  consulted  on  all 
matters  of  importance  to  the  group.  M  anra  observe  the 
laws  of  nature,  and  do  not  steal  from  or  fight  with  each 
other.  As  such,  tribal  judges  are  deemed  unnecessary. 

\T)mK  &  Ration 

TheM  anra  are  nature  worshipers,  whose  primary 
concern  is  the  protection  of  the  mountain  rain-forests 
that  they  call  home.  It  is  the  shamans  who  initiate  the 
other  members  of  the  tribe  in  the  secrets  of  shape- 
changing.  To  the  M  anra,  shape-changing  is  a  means  of 
attaining  a  deeper  understanding  of  the  natural  world. 
Each  bodi  ly  form  is  said  to  represents  a  different  symbol  ic 
attribute:  avir-form  symbolizes  freedom,  flight  from 
responsibility  and  care;  tree-form  represents  tranquility, 
patience,  strength,  stability;  shathane-form  represents 
power,  fury,  aggression  under  provocation;  and  so  on. 
In  adopting  the  outer  appearance  of  an  animal  or  plant 
the  M  anra  believe  that  they  also  adopt  the  inner,  or 
spiritual  semblance.  For  this  reason  no  M  anra  would 
ever  want  to  learn  how  to  adopt  the  form  of  any  creature 
that  is  "evil"  or  "false"  in  nature. 

Manra  carry  their  dead  high  into  the  mountains, 
buryi  ng  them  i  n  secret  places  to  protect  the  bodies  from 
Chana  witchdoctors.  These  burial  grounds  are 
considered  sacred  by  the  M  anra,  and  are  protected  from 
interlopers. 

Th^  Art? 

M  anra  have  little  interest  in  material  possessions, 
and  practice  only  the  such  crafts  as  are  essential  to 
their  existence.  They  value  the  natural  world  above  all 
things. 


Th^  [D^TflmoRPHoyiy 

r"l  write  these  notes  in  a  state  of  exhaustion 
tempered  by  considerableexcitement.  Forlastnight 
I  was  allowed  to  witness  a  traditional  shape- 
changing  ritual  called  the  M  etamorphosis. 

"The  ritual  began  at  dusk;  a  group  of  seven  M  anra 
elders  sat  in  a  circle,  while  the  rest  of  the  tribe 

'  arranged  themselves  on  a  nearby  hillside  and 
watched .  F  or  w  hat  seemed  I  i  ke  a  I  ong  ti  me  the  el  ders 
sat  motionless,  as  if  deep  in  thought  or  meditation. 
Then,  so  slowly  as  to  almost  escape  my  notice  at 
first,  the  entire  group  began  to  undergo  a  strange 
transformation:  dwindling  in  size,  they  seemed  to 
melt,  until  nothing  remained  of  the  el  ders  but  seven 

,  pool  s  of  shi  m meri  ng  I  i  qu i  d .  F  rom  the  center  of  each 
pool  emerged  a  creature  of  webbed  fins  and  fan- 
shaped  gills,  its  sleek  form  covered  in  silvery  scales.^ 
Now  the  aquatic  forms  raised  themselves  up  on 
their  fins;  their  gills  dwindled,  the  fins  became 
clawed  appendages,  the  fine  scales  grew  tougher, 
thicker. 

The  seven  reptilian  quadrupeds  walked  around  the 
circle,  then  raised  up  on  two  legs.  They  grew  in 
size,  acquired  sail-like  head-crests.  Then  another 
transformation:  the  scaled  hide  turned  into  a  coat 
of  sleek  black  fur  as  the  creatures  diminished  in 
size,  took  another  turn  around  the  circle.  The  coat 
of  fur  gradually  grew  more  sparse,  the  creatures 
became  more  humanoid  in  semblance.  Once  again 
they  were  M  anra  elders. 

As  if  awakening  from  a  trance  I  realized  that  the 
ritual  was  over.  It  was  dawn;  we  had  been  there  all 
night,  though  it  had  seemed  that  the  whole 
procedure  had  lasted  no  longer  than  an  hour  or 
two.  Only  now  do  I  realize  how  tired  I  am,  and  so  I 
shall  put  aside  my  notebook  to  sleep,  and  to  ponder 
etamorr 


M  anra  converse  in  a  dialect  of  theChanan  tongue, 
a  derivation  of  the  language  spoken  by  the  Chana.  As 
they  gain  experience  as  shape-changers  Manra  also 
learn  the  languages  of  plants  and  animals,  so  that  they 
can  communicate  with  such  life  forms  when  in  altered 
form.  M  anra  are  named  after  favored  animal  or  plant- 
forms.  For  example:  Avir,  Shathane,  Drac,  Willowood, 
Sunblossom,  and  Tantalus. 


I 


If  threatened,  Manra  usually  attempt  to  avoid 
violent  confrontations  by  adopting  forms  that  allow 
them  to  blend  into  the  environs  or  escape  harm.  If  faced 
with  no  other  recourse,  Manra  will  adopt  forms  that 
enable  them  to  aggressively  defend  their  territories. 

Manra  have  no  currency,  and  place  no  great  value 
on  material  possessions.  The  various  Manra  clans 
someti  mes  get  together  to  trade  news,  or  to  share  ritual  s, 
but  the  exchange  of  materi  al  goods  i  s  a  practi ce  al  most 
unknown  to  these  people. 

(LlVRLVVKUl 

The  M  anra  mark  the  Kang,  and  especially  the 
ChanaWitchmen,  as  enemies,  and  actively  defend  their 
I ands  agai  nst  i  nvasi on  by  these  warl  i  ke  races.  The  shape- 
changers  bear  considerable  resentment  for  the 
Witchtribes,  their  rivals  for  the  region's  limited  supply 
of  the  jabutu  plant.  They  regard  the  Nagra  tribes  with 
consi  derabl  y  I  ess  i  1 1  w  i  1 1 ,  pri  mari  I  y  due  to  thei  r  mutual 
hatred  of  the  Chana.  M  anra  generally  prefer  to  avoid 
civilized  folk,  whosewaysthey  regard  as  destructive  to 
the  natural  environment. 

DXXJDTfllD  RflD<K 

The  mountains  of  the  southern  coast  of  Chana 
are  among  the  most  rugged  and  forbidding  in  the 
Eastern  Lands.  Passage  through  the  region  is  perilous 
at  best,  and  rel  i  abl  e  trai  I  s  are  f  ew ,  f  ai  nt,  and  f  ar  betw  een . 
The  higher  elevations  are  home  to  frostweres  and  other 
arctic  predators;  the  lower  altitudes  are  the  domains  of 
exomorphs,  alatus,  venomous  serpents,  and  worse.  This 
latter  region  isalso  home  to  a  pri  mi  ti  ve  peopl  e  cal  I  ed  the 
Nagra. 

Nagra  have  mottled  grey-green  skin,  black  fangs, 
peaked  skulls,  and  their  eyes  are  I  ike  tiny  ebony  specks. 
They  dress  in  rude  garments  made  from  the  furry  hides 
of  winged  apes,  ankle  and  wrist  bands  of  woven  fibers, 
and  earri  ngs  made  from  the  fangs  of  exomorphs  or  tarkus. 


The  N  agra  are  believed  to  be  related  to  the  C hana 
and  Manra,  though  their  appearance  would  seem  to 
suggest  that  they  also  have  some  Za  blood  in  their 
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vei  ns.  T  he  N  agra  tri  bes  once  I  i  ved  far  to  the  N  ortheast, 
but  were  driven  into  the  southern  junglelands  by  the 
Kang,  who  hunted  them  like  animals.  Most  of  the 
survivors  settl  ed  inthejungles  of  theTopaz  M  ountains, 
though  a  handful  of  others  may  have  traveled  to  the 
Jade  M  ountains  of  Rajanistan. 

The  Nagra  are  semi-nomadic  hunters  whose 
movements  mirror  the  migratory  patterns  of  the  wild 
beasts  upon  whom  they  subsist.  When  their  prey  has 
settl  ed  i  nto  a  region  for  purposes  of  grazi  ng  or  feeding, 
the  N  agra  erect  temporary  shelters  of  skins  and  wooden 
poles  that  serve  as  hunti  ng  camps.  W  hen  the  wi  Id  beasts 
move  on,  so  do  the  Nagra.  Nagra  bands  tend  to  be 
comprised  of  several  small  families,  and  rarely  total  more 
than  twenty  in  number.  Mated  males  and  females  are 
the  only  stable  family  units;  extended  families  are 
unknown.  Females  carry  their  young  strapped  to  their 
backs  until  they  are  old  enough  to  walk  and  learn  how 
to  hunt  for  themselves.  Nagra  offspring  usually  remain 
with  their  parents  until  puberty,  then  go  off  to  seek 
mates  of  their  own. 

The  Nagra  generally  have  a  low  regard  for  the 
ways  of  civilized  peoples.  They  shun  mounts  and 
conveyances,  and  are  tireless  runners,  able  to  cover 
distances  of  up  to  thirty  miles  a  day  with  ease.  Other 
peoples  tend  to  find  the  Nagra  somewhat  strange,  and 
even  eerie.  This  is  particularly  true  as  regards  the  N  agra's 
taste  for  serpents,  which  they  swallow  whole,  uncooked, 
and  alive. 

A 1 1  N  agra  wear  stone  spi  ri  t  jars  about  thei  r  necks, 
in  order  to  protect  their  souls  from  evil  spiritforms.  A 
Nagra  who  has  lost  his  spirit  jar  would  feel  exposed, 
and  completely  defenseless.  These  folk  are  skilled  at 
spirit  tracking,  an  uncanny  ability  that  enables  them  to 
follow  any  track  or  trail,  regardless  of  its  age  or  origin 
(see  sidebar). 

N  agra  tri  bes  are  loose- knit  bands  whose  make-up 
changes  constantly  as  members  come  and  go.  Nagra 
shamans  provide  guidance  as  needed;  however, 
individuals  who  do  not  agree  with  the  shamans  are  free 
to  leavetheband.  Nagra  have  a  flexible  view  of  morality 
which  recognizes  that  people  will  act  as  they  will.  In 
instances  where  one  Nagra  performs  a  transgression 
against  another,  the  victimized  party  is  entitled  to  seek 
recompense  or  revenge,  as  he  or  she  sees  fit.  Other 


Spirit  TFWNnq 


Of  all  Talislantans,  only  the  Nagra  possess  the 
uncanny  ability  known  as  Spirit  Tracking.  This 
talent  allows  the  Nagra  to  track  any  creature  by 
following  the  minute  traces  left  by  the  passing  of 
its  spirit  through  the  astral  or  material  planes.  The 
ability  applies  also  to  spiritforms  of  all  types,  but 
apparently  not  demons,  which  have  no  soul. 

To  utilize  this  talent,  the  spirit  tracker  must  first 
locate  the  trail  of  theintended  subject  and  isolateit 
from  the  traces  left  by  other  entities.  In  desolate 
areas  where  few  creatures  are  found,  it  may  take  no 
more  than  a  few  seconds  to  I  ocate  the  desi  red  trai  I . 
In  populous  regions  such  as  large  towns  or  cities, 
^the  process  of  locating  and  isolating  a  single  trail 
among  hundreds  or  even  thousands  of  others  may^ 
take  anywhere  from  several  minutes  to  several 
hours. 

0  nee  the  trai  I  has  been  found,  the  spi  rit  tracker  will 
be  able  to  follow  it  anywhere:  over  land,  across 
water,  or  through  the  air.  From  such  evidence  a 
spirit  tracker  can  determine  the  age  of  the  tracks, 
the  type  of  entity  that  made  the  traces,  and  whether 
.or  not  the  tracks  belong  to  a  specific  individual; 
according  to  the  Nagra,  each  entity's  track  is 
completely  unique,  and  exactly  like  no  other. 

Though  spirit  traces  fade  with  time,  under  normal 
conditions  they  may  remain  visible  for  hundreds, 
or  even  thousands,  of  years.  Certain  forms  of  magic 
may  be  used  to  obliterate  or  conceal  a  spirit  trail, 
either  intentionally  or  by  accident.  However,  there 
is  no  known  way  to  alter  or  disguise  the  nature  or 
appearance  of  spirit  traces. 


Nagra  will  almost  never  get  involved  in  these 
altercations,  which  may  take  the  form  of  arguments, 
challenges,  or  outright  murder. 

WmK  &  Ration 

Nagra  revere  a  vast  and  confusing  pantheon  of 
spirits.  Their  shamans  act  as  intermediaries,  employing 
their  ancient  magics  to  commune  with  spiritforms  of 
various  sorts,  from  whom  they  derive  wisdom.  From 
this  information,  Nagra  shamans  are  able  to  predict  the 
future  and  divine  the  secrets  of  past  ages.  They  also 
make  the  spi  rit  jars  that  are  worn  by  all  Nagra. 


Nagra  burn  their  dead  and  scatter  the  ashes  in  a 
stream  or  lake  to  prevent  them  from  being  used  for  black 
magi  c.  T  he  deceased' s  spi  ri  t  j  ar  i  s  carri  ed  to  the  top  of  a 
mountain  and  opened  at  dawn's  first  light,  allowing  the 
spirit  within  to  fly  free. 

Th^  Art? 

Nagra  have  no  interest  in  song  or  dance.  They 
make  pri  miti  vejewel  ry  from  the  cl  aws  and  fangs  of  beasts, 
but  shun  most  other  forms  of  decorative  art.  Instead, 
Nagra  favor  essential  crafts  such  as  curing  hides,  and 
the  making  of  stone  tools  and  weapons. 

Nagra  are  bilingual,  communicating  both  in  a 
crude  version  of  the  Chanan  tongue,  and  in  sign.  Female 
Nagra  names  begin  with  a  vowel  followed  by  apostrophe 
and  hard  sound,  as  in  A'Ko,  O'Ta,  U'Da,  E'Ko.  M  ale 
names  begin  with  a  consonant  followed  by  apostrophe 
and  hard  sound,  as  in  K'Ta,  D'Ko,  N'Ka. 

V^ny^y 

Nagra  have  no  organized  means  of  defense.  Bands 
will  fight  together  if  attacked  en  masse,  and  may  act  in 
concert  to  retaliate  against  enemies  like  the  Chana. 
Otherwise,  bands  and  individuals  act  according  to  their 
own  best  interests. 

Nagra  barter  among  themselves  for  hides,  bone, 
rare  herbs,  and  the  marbled  black  and  gray  stone  used 
to  make  soul  jars.  Those  who  live  in  the  wild  never  use 
currency.  Nagra  sometimes  travel  great  distances  across 
the  Wilderlands,  and  occasionally  end  up  in  places  like 
Carantheum  and  the  Seven  Kingdoms.  Though  fierce 
and  aggressive  by  nature,  they  are  valued  as  scouts 
and  guides,  and  will  sometimes  accept  such  work  from 
foreigners. 

The  Nagra  bear  an  undying  hatred  of  the  Kang, 
whose  ancestors  drove  their  people  out  of  the  Kang 
Empire  long  ago.  They  despise  the  Witchtribes  of 
Chana,  whom  they  regard  as  despicable,  and  little  better 
than  animals.  Otherwise,  they  have  no  formal  relations 
with  other  Tali  si  antan  nations  or  peoples. 


The  most  poisonous  of  Talisl antan  serpents,  the 
death's  head  viper  is  found  only  in  the  jungles  of  Chana 
and  on  certain  tropical  islands  of  the  Southern  Rim. 
This  small  serpent  can  be  identified  by  its  green  scales 
and  the  white,  skull-like  markings  on  the  back  of  the 
head  (hence the  name,  "death's  head  viper").  Thedeath's 
head  viper  is  a  ground  snake,  typically  making  its  home 
in  the  high  grasses.  The  serpents  feed  on  small  vermin 
but  are  very  high-strung,  and  they  will  literally  attack 
anything  that  moves.  The  venomous  bite  of  the  death's 
head  causes  searing  pain  and  usually  results  in  death 
within  aminute'sti  me. 

The  Witchmen  of  Chana  are  known  to  charm 
death's  head  vipers,  which  they  wear  like  living 
bracelets.  W  ith  aflick  of  the  wrist,  a  witch  man  can  throw 
the  vi  per  w i th  consi  derabl e  accuracy  to  a  di  stance  of  up 
to  about  ten  feet;  after  striking,  the  creature  returns  to 
its  master.  Known  as  "wrist  vipers,"  these  trained 
serpents  sell  forasmuch  as  three  hundred  gold  lumens 
in  certain  regions. 

Size:  10"-12",llb. 
Attributes: 

INT-7  PER  44 

WILO  CHAN/A 
STR-6  DEX46 
CONO  SPD  +8 

Ability  Level:  5-6 
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i 

Attacks/Damage:  Bite:  DR  1 +poison  (CON  roll  to  resist 
or  fatal  within  one  minute;  successful  roll  means  victim 
goes  i  nto  a  coma  for  12  hours  or  unti  I  an  antidote  can  be 
given) 

Special  Abilities:  None 
Armor:  Scales,  PR  2 
Hit  Points:  6 

FTTO1 


A  fetch  is  a  spirit  that  has  been  bound  within  a 
necromantic  totem,  such  as  a  mummified  head,  a  hand, 
or  a  corpse.  The  shrunken-head  fetishes  of  the  Chana 
witchmen  are  perhaps  the  most  common  type.  These 
grisly  totems  are  made  from  the  heads  of  the  Chana' s 
enemies,  which  aremummified  and  preserved  using  hot 
sand  and  certain  rare  plant  extracts.  Using  black  magic, 
the  victim's  spirit  (or  fetch)  is  imprisoned  within,  the 
eyes  and  mouth  sewn  shutin  order  to  prevent  its  escape. 
The  Chana  use  shrunken-head  fetches  to  communicate 
with  the  spirit  realm  and  as  occult  advisors.  If  asked  a 
question  by  its  maker,  the  fetch  must  always  respond 
truthfully. 


Another  type  of  fetch  is  the  juju,  a  mindless 
servant  made  from  a  reanimated  corpse.  In  this  case  the 
fetch  is  i  mpri  soned  w  i thi  n  a  body,  and  must  be  control  I  ed 
wi  th  the  use  of  a  graven  i  mage  (such  as  a  mani  ki  n  made 
of  wood  or  woven  reeds).  J  uj  us  are  powerful  but  slow, 
and  can  only  be  destroyed  by  fire.  Unless  its  graven 
i  mage  i  s  al  so  destroyed,  a  j  uj  u  may  conti  nue  to  be  active, 
even  if  only  a  part  of  it  remains  intact. 

J(JJ<J 

Size:  6'-7',  140-200+1  bs. 

Attributes: 

M  indless 

STR  +5  DEX  -5 

CON +10  SPDO* 

*TheJ  uju  seems  to  stumble  slowly,  but  actually  moves 
at  normal  pace. 

Ability  Level:  Asperspell  level  used  to  createit(ususally 
10-15) 

Attacks/Damage:  Strangle:  DR  11,  Fist:  DR  9 

Special  Abilities:  Destroyed  only  by  fireorby  releasing 

imprisoned  soul  essence,  immunity  to  magical  control 

or  influence  except  by  graven  image 

Armor:  None 

HitPoints:  30 

JflBCJTCJ 

J  abutu  i  s  a  tropical  plant  found  only  i  n  C  hana  and 
notablefor  its  curious  properties.  The  plant  growsfrom 
a  seed,  sprouts  into  a  flowering  vine,  then  changes  form 
into  a  fruit-bearing  shrub.  Once  the  plant  has  reached 
maturity  the  metamorphosis  occurs  in  reverse,  until  the 
pi  ant  has  reverted  to  i  ts  ori  g i  nal ,  seed- 1  i  ke  f  orm .  A  t  th i  s 
point  the  seed  goes  dormant  for  a  short  period  before 
beginning  the  entire  process  again.  It  is  said  that  jabutu 
plants  undergo  many  such  "reincarnations"  and  that  a 
single  plant  may  live  for  several  centuries.  Another 
unusual  property  of  the  jabutu  istheclaimthe  plant  has 
a " soul , "  vi  si  bl  e  to  those  w ho  are  abl  e  to  see  spi  ri  tf  orms 
as  a  ghostly  image. 

Jabutu  is  valued  both  by  Manra,  who  ingest  a 
derivative  of  the  plant's  fruit  in  developing  their 
shapechanging  abilities,  and  the  Chana,  who  usejabutu 
seeds  to  create  kesh,  a  narcotic  used  in  certain  of  their 
occult  rituals.  The  Nagra  tribes  believe  that  killing  a 
jabutu  plant  will  invoke  the  wrath  of  the  forest  spirits. 


Beyond  the  Volcanic  H  i  I  Is  and  thej  adeM  ountains 
lies  the  great  Kang  Empire.  Its  territories  are  vast, 
extending  from  the  southern  jungles  bordering  Chana 
to  the  northern  reaches  of  the  Opal  M  ountains.  Seven 
di  sti  net  races  I  i  ve  w i thi  n  the  conf  i  nes  of  the  E  mpi  re:  the 
Kang,  Quan,  Ispasians,  Mandalans,  Sunra,  Vajra,  and 
the  M  ondre  K  han. 

th^  warn 

Tall  and  fierce,  Kang  have  fiery  red  skin,  white 
pupil-less  eyes,  and  brutal  features.  Both  the  males  and 
females  wear  their  long  black  hair  pulled  straight  back  in 


a  si  ngl  e  queue.  I  ron  col  I  ars  and  armbands  are  the  f  ashi  on 
among  these  folk,  who  customarily  attire  themselves  in 
armor  even  when  off-duty.  So  is  Kanjiko,  a  form  of 
scarring  used  to  decorate  the  body. 

0r)<^5TRY 

T he  ancestors  of  the  K  ang  were  w i  I  d  tri  besmen  of 
the  steppes  who  reveled  in  battle,  hunted  wild  tarkus 
for  sport,  and  loved  as  fiercely  as  they  fought.  In  the 
second  century,  the  Kang  tribes  united  and  threatened 
to  take  over  territories  then  known  astheQuan  Empire. 
They  were  bought  off  by  the  Quan,  whom  they  served 
until  theSilent  I  nsurrection  of  611,  when  theKang  finally 
took  over  control  of  the  E  mpi  re  for  themselves. 

No  longer  the  wild  hillmen  who  once  roamed  the 
steppes  and  slept  under  the  stars,  the  Kang  now  live  in 
walled  citadels  and  fortified  outposts.  Their  dwellings 
are madeof  rough-hewn  stone,  with  rugged  furnishings 
of  carved  hardwood  and  hides  arranged  about  a  central 
f  i  re-  pit.  C  rossed  swords  and  other  battl  e  regal  i  a  are  hung 
from  the  walls,  proudly  displayed  as  trophies  from  past 
engagements. 

A  s  i  n  the  ol d  days  the  pri  mary  unit  of  K  ang  society 
remains  the  war  clan;  an  extended  family  of  male  and 
female  warriors,  forged  together  in  a  blood  alliance 
against  all  who  oppose  them.  This,  in  essence,  is  the 
Kang  philosophy.  Kang  normally  mate  for  life,  though 
their  "marriages"  are  often  tempestuous  affairs  marked 
by  outbreaks  of  physical  violence.  They  prize 
aggressiveness  in  their  mates  above  all  other 
considerations.  Children  are  raised  by  Kanjira  -  a 
professional  class  of  tutors  comprised  of  K  ang  who  are 
too  ol  d  or  i  nf  i  rm  to  serve  as  warri  ors. 

Kang  society  is  modelled  after  the  military  chain 
of  command.  Kang  are  subservient  to  all  individualsof 
higher  rank  than  themselves,  and  tend  to  be  verbally 
abusive  and  condescending  when  dealing  with  those 
of  lower  rank.  Foreigners,  having  no  rank  per  se, 
typically  fall  into  this  category  unless  they  have  earned 
khir-  a  term  meaning  "honor  in  battle"  (see  sidebar). 

<a]5Toi7)y 

Kang  culture  reflects  the  harsh  military  training 
that  has  formed  the  basis  of  their  upbringing  since 
ancient  times.  M  ales  and  females  are  both  aggressive, 
competing  for  dominant  status  among  those  of  equal 
rank  by  blustering  and  physical  intimidation.  Kang 
seethe  with  wild  passions;  if  insulted  or  provoked,  they 
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find  it  difficult  to  restrain  themselves.  Counteracting 
this  is  the  intense  military  training  which  all  Kang 
undergo  from  birth,  instilling  in  them  a  deep-seated 
respect  for  authority. 

The  length  and  adornment  of  a  K  ang's  queue  is  a 
mark  of  pride.  For  festive  occasions,  the  queue  may  be 
bound  with  silver  bands  or  jeweled  rings.  In  battle,  iron 
rings  of  leather  thongs  usually  suffice.  Kang  never  wear 
their  hair  down  or  unbound  except  to  bathe.  Losing 
one's  queue  in  battle  is  considered  a  terrible  disgrace; 
thevictim  will  know  norestuntil  he  or  she  gains  revenge 
f  or  thi  s  evi  I  act  by  ki  1 1  i  ng  the  perpetrator  and  recoveri  ng 
the  lost  queue. 

The  Kang  are  governed  by  a  military  dictatorship, 
at  the  head  of  which  isthe  Warlord:  supremecommander 
of  theKang  people,  and  ruler  of  the  Kang  Empire.  He  is 
served  by  the  various  clan  leaders,  who  are  called 
Dragonlords.  The  military  controls  all  aspects  of  Kang 
life,  even  theTemplesof  Zoriah.  Disciplinary  problems 
are handl ed  by  of f i cers,  or  i n  more seri ous cases,  military 
tribunals.  Punishments  rangefrom  demotion  in  rank  and 
I  oss  of  khi  r  to  sol  i  tary  conf  i  nement  i  n  a  deep  pi t  or  hoi  e. 
In  severe  cases  offenders  may  be  stripped  of  their 
queues  pri  or  to  execution,  bri  ngi  ng  di  sgrace  upon  them 
and  their  clan. 

IdmK  &  Ration 

A II  K  ang  revere  Zoriah,  the  R ed  G  od  of  W  ar,  who 
is  most  often  pictured  as  a  giant  male  warrior  attired  in 
ceremonial  battle  armor,  and  a  long  queue  adorned  with 
spiked  silver  rings.  Kang  pray  to  Zoriah  for  courage, 
strength,  and  victory.  In  return,  they  donate  one-tenth 
of  thei  r  pay  to  the  W  ar  G  od' s Tempi e  as  an  off eri  ng .  T he 
worship  of  Zoriah  entai  I  s  few  formal  ritual  s.  1 1  i  s  rare  for 
K  ang  to  visit  the  W  ar  G  od' s  temple  except  to  have  thei  r 
newborn  children  subjected  to  the  ritual  "Baptism  by 
F  i  re",  and  to  attend  funeral  servi  ces  for  great  war  heroes. 
K  ang  dead  are  cremated  in  a  solemn  ceremony,  the  size 
of  the  funeral  pyre  reflecting  the  deceased's  khir. 

Th<;  Art? 

Such  arts  as  the  K  ang  practice  all  have  their  basis 
in  warfare.  This  is  evidenced  by  the  art  of  kanjiko  -  an 
intricateform  of  ritual  body  scarring  practiced  by  Kang 
w  arri  ors  si  nee  the  ti  me  of  thei  r  early  ancestors.  K  anj  i  ko 
are  made  by  taking  a  knife  and  carving  a  design  into  the 
wearer's  biceps,  forehead,  or  shoulder,  then  rubbing  a 
special  black  pigment  into  the  wound.  The  procedure 
leaves  a  dark,  raised  scar,  which  the  Kang  consider  a 
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Of  great  importance  to  all  Kang  is  the  concept  of 
khir,  or  "honor  in  battle".  Khir  may  be  earned  for 
any  act  of  valor,  from  defeating  an  opponent  in 
combat  to  exhibiting  courage  in  the  face  of 
overwhelming  odds.  The  Kang  take  great  pride  in 
such  achievements,  and  deeds  that  earn  khir  are 
often  cause  for  celebration  among  the  honored 
participants  and  their  admirers.  These  victory 
celebrations  often  go  on  well  into  the  night,  and  , 
are  typically  accompanied  by  much  feasting,  loud 
boasting,  drinking,  and  revelry. 


^  K  hi  r  entitles  one  to  a  degree  of  respect,  though  not 
necessarily  obedience.  A  Kang  who  loses  khir  wi 
be  demoted  in  rank,  and  must  prove  his  or  her 
courage  in  order  to  regain  lost  status.  It  is  possible 
to  earn  khir  in  a  losing  cause,  but  only  if  the 
individual  is  able  to  retain  his  or  her  honor. 
Conversely,  it  is  possible  to  lose  khir  in  a  winning 
cause  if  the  opponent  is  so  weak  or  craven  that 
there  is  no  glory  to  be  won  by  their  defeat. 

Klhe  most  notabl  e  exampl  e  of  the  I  after  ci  rcumstance 
1  occurred  when  the  Kang  seized  control  oftheQuan 
E  mpi  re  i  n  the  year  611.  The  coup  was  so  successful 
that  it  was  accomplished  in  less  than  a  day,  the 
ruling  class  Quan  failing  to  offer  even  token 
resistance.  Though  the  Kang  gained  an  empire  in  a 
single  stroke,  there  was  no  khir  to  be  earned  for 
defeating  such  a  weak  and  cowardly  adversary,  and 
no  celebration  of  the  victory  afterwards.  So  it  was 
that  the  event  became  know  n  i  n  h  i  story  as  the  S  i  I  ent 
Resurrection  -  a  victory  without  honor. 


mark  of  distinction.  Popular  designs  include  crested 
dragons,  military  insignia,  and  family  sigils. 

Themusic  of  theK  ang  is  militaristic  and  generally 
unsophisticated  in  nature.  The  pounding  rhythms 
typical  of  their  battle  marches  are  produced  by  dragon- 
hide  drums  beaten  with  war  hammers,  braying  battle- 
horns,  and  the  sharp  clang  of  swords  beaten  against 
shields.  A  popular  feature  of  all  Kang  feasts  is  the 
traditional  Sword  Dance,  which  may  be  performed  by  a 
group  of  as  many  as  a  hundred  warriors  at  a  time. 

Kang  converse  in  a  modified  version  of  Quan,  a 
language  common  to  most  of  the  indigenous  peoples  of 
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this  region.  The  K  ang's  dialect  is  heavy  on  action  verbs, 
and  is  harsh  and  unmusical  to  the  ear.  Common  names 
all  begin  with  "K",  as  in  Kuata,  Kiyen,  Kudan,  Kran, 
Komo,  etc. 

Kang  settlements  resemble  walled  citadels,  a 
feature  common  to  all  Kang  architecture.  The  Kang 
maintain  what  many  believe  is  the  largest  army  in 
Talislanta.  Known  as  the  Crimson  Horde,  this  force 
includes  units  of  the  Dragon  Elite,  heavy  cavalry,  heavy 
infantry,  tarkus  scout  units,  and  heavily  armored  siege 
engines  such  as  iron  dragons  and  mobile  catapults. 
Elements  of  the  Crimson  Horde  are  deployed  inthewest 
vs  the  Saurans,  to  the  south  vs  the  Chana,  and  to  the 
north  as  protection  against  incursions  by  the  Harakin. 

A  considerable  amount  of  trade  passes  through 
the  Kang  settlements,  heading  to  and  from  other  parts 
oftheEmpire.Exceptas  pertai  n  s  to  th  e  req  u  i  si  ti  on  i  n  g  of 
military  supplies,  the  Kang  have  little  or  nothing  to  do 
with  such  commercial  activities,  leaving  these  details  to 
the  Ispasians. 

S  i  nee  the  S  i  I  ent  I  nsurrecti  on,  the  K  ang  have  rul  ed 
the  Empire.  The  Kang  Warlord  now  wieldstotal  control 
over  the  populace.  Relations  with  the  subject  races  range 
from  peaceful  coexistence  to  open  warfare.  Once  masters 
of  the  E  mpi  re,  the  Q  uan  have  been  reduced  to  the  status 
of  pariahs,  shunned  and  despised  by  all.  The  Ispasians 
manage  the  E  mpi  re' s  trade  and  economi  c  concerns  w  i  th 
exceptional  skill;  still,  the  Kang  do  not  trust  them.  The 
S  unra  and  V  aj  ra  serve  as  i  nstructed,  though  not  wi  1 1  i  ngly . 
The  M  andalans  continue  to  exhibit  an  outwardly  placid 
demeanor,  while  the  Mondre  Khan  remain  hostile  and 
aggressive.  D  uri  ng  the  last  decade,  the  K  ang  have  taken 
steps  to  extend  thei  r  sphere  of  i  nf  I  uence,  and  have  begun 
to  expand  their  territories  to  the  west  and  south. 
Evidence  of  the  growing  power  of  the  Kang  is  viewed 
with  concern  by  the  leaders  of  Carantheum  and  the 
Seven  Kingdoms. 

Warn  y^TTixiwDTT  &z  VuK^y  or  Dorr 

TheCitadelof  Hadran 

The  largest  military  installation  in  the  Kang 
Empire,  Hadran  houses  thousands  of  Kang  troops  and 
support  personnel.  The  fortress  is  also  the  headquarters 
of  the  W  arlord  of  the  K  ang.  B  uilt  of  marbled  green-and- 


bl  ack  stone  from  thej  ade  M  ountai  ns,  H  adran  overl  ooks 
a  yawning  chasm  which  runs  for  a  hundred  miles  along 
the  western  frontier.  A  massive  bridge  allows  access  to 
the  West,  where  a  toll  of  ten  gold  lumens  is  charged  to 
all  visitors  of  foreign  extraction. 

T  he  F  ortress  C  ity  of  Shonan 

An  impregnable  fortress  that  has  withstood 
countless  attacks  by  the  Sauran  tribes  which  dwell  to 
the  west,  Shonan  is  built  of  dull  grey  stone  from  the 
Volcanic  Hills.  A  large  contingent  of  Kang  isstationed 
here.  Shonan  also  serves  as  a  center  of  trade,  due  to  its 
location  at  a  nexus  of  the  River  Shan  and  the  E  mperor's 
Road.  Goods  of  many  sorts  pass  through  here:  precious 
metals,  gemstones  and  cerulean  dye  from  Karang;  and 
foodstuffs  transported  upriver  from  I  sal  is;  rare  herbs 
and  hardwoods  from  Vishana;  and  Mandalan  silkcloth 
from  Jacinth.  A  bridge  spans  the  river,  and  atoll  of  five 
gold  lumens  is  charged  to  all  foreigners. 

Kangir 

A  fortified  outpost  at  the  edge  of  the  Gray  lands, 
K  angi  r  is  a  supply  faci  I  ity  where  siege-engi  nes  are  bui  It, 
maintained,  and  refurbished  by  Vajra  engineers.  A  large 
garrison  of  Kang  strider  cavalry  is  stationed  here. 
M  erchants  and  traders  from  across  the  Empire  often 
stop  in  Kangir  en  route  to  or  from  Karang,  Hadran,  or 
Tian. 

5TRIIXR 

Striders 
are  bipedal 
predators 
native  to  the 
G  ray  I  an  d  s 
region  of  the 
Kang  Empire, 
the  Volcanic 
Hills,  and 
parts  of  the 
Wilderness  of  Zaran; 
a  smaller  cousin,  the 
M  arsh  Strider,  can  be  found  in 
J  hangara  and  other  parts  of  the 
Southern  Rim.  In  the  wild, 
striders  are  most  often  found 
in  mated  pairs,  shallow 
depressions  lined  with  burrs  and  nettles  serving  as  their 
nests.  The  blue-scaled  male  guards  the  nest,  keeping 
watch  over  his  mate's  clutch  of  eggs,  usually  three  or 
four  in  number.  The  purple-scaled  female  goes  forth  to 
hunt  for  food  by  day  and  sleeps  by  night. 
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The  crimson-skinned  Kang  have  long  employed 
stri  ders  as  war  steeds,  a  task  to  w hi ch  these  f  i  erce  beasts 
are  well-suited.  Despite  their  size,  striders  are 
surprisingly  swift  and  sure-footed.  Unless  raised  from 
infancy,  these  beasts  are  impossible  to  train. 

Size:  7'-8',  750-850  +lbs. 
Attributes: 

INT-7  PER+2 
WIL+3  CHAN/A 
STR  46  DEX  +2 

CON  +3  SPD  46 

Ability  Level:  1-4 

Attacks/Damage:  Bite:  DR  8,Talons:  DR  12, Tail:  DR  8 
or  used  to  grasp  prey 
Special  Abilities:  None 
Armor:  Scaly  hide,  PR  2 
H itPoints:  35 

TflRKU? 


Tarkus  are  terrible,  quadrupedal  carnivores  native 
totheGraylands,  the  Volcanic  Hills,  and  the  mountains 
of  northern  Chana.  In  the  wild,  they  are  known  to  travel 
in  packs,  preying  on  all  sorts  of  creatures,  including 
striders,  Saurans,  and  even  raknids.  Sorcerous  hybrids, 
tarkus  resemble  a  cross  between  mangonel  lizard,  raknid, 
and  tundra  beast.  Though  they  may  measure  over  seven 
feet  i  n  length  and  weigh  as  much  as  five  hundred  pounds, 
they  are  tireless  runners,  and  they  can  match  a  graymane 
stride-for-strideover  short  distances.  Tarkus  are  able  to 
track  prey  by  scent  over  almost  any  type  of  terrain,  and 
they  have  fairly  acute  night  vision. 

The  K  ang  know  the  secret  of  breedi  ng  and  trai  ni  ng 
tarkus,  feats  requiring  no  small  degree  of  caution  and 
expertise.  Kang  tracker  units  employ  chained  tarkus 
when  patrol  I  i  ng  the  borders  of  the  E  mpi  re,  to  guard  thei  r 


outposts,  and  to  locate  Sauran  settlements  in  the 
Volcanic  Hill  region.  Tarkus  serve  well  in  all  such 
capacities,  though  they  are  extremely  violent  and  can 
only  be  controlled  by  skilled  animal  handlers. 

Size:  7'-8' in  length,  450-500  lbs. 
Attributes: 

INT  -6  PER46 
WIL44  CHAN/A 
STR  46  DEX  0 

CON  +5  SPD  46 

Ability  Level:  5-9 

Attacks/Damage:  Bite:  DR  12, Claws:  DR  12 
Special  Abilities:  Track  prey  by  scent  at  Ability  Level 
+PER,  night  vision,  can  run  at  SPD  +7  for  distances  of 
uptoonemile 

Armor:  Exoskeletal  plates,  PR  6;  Limbs  and  underside, 
PR  2 

H itPoints:  35 

TYK  QUAD 

The  Quan  are  a  sallow-skinned  folk  who,  at  the 
height  of  their  reign,  were  known  for  their  haughty 
demeanor  and  gluttonous  appetites.  They  dressed  in 
the  richest  apparel,  adorned  themselves  with  jewelry, 
and  exhibited  the  lofty  airs  and  delicate  sensibilities 
normally  associated  with  royalty.  Now  reduced  to 
poverty,  the  Quan  dress  in  tattered  finery  or  makeshift 
garments. 

The  Quan  are  the  descendents  of  a  barbaric 
people  related  to  the  ancient  M  azdaks.  Using  military 
skill  and  guile  they  conquered  an  empire,  but  as  time 
passed  they  descended  into  complacency.  Their  reign 
ended  in  611,  when  the  Kang  seized  control  of  the  Empire 
in  a  single  day. 

Jskkty 

After  the  Kang  insurrection  the  Quan  were 
removed  from  power  and  relegated  to  the  lower  rungs 
of  society.  Their  riches  were  confiscated  by  the  Kang, 
and  their  possessions  sold  at  auction.  Thousands  of 
Quan  were  executed  for  "crimes  against  the  Empire". 
H  undreds  more  chose  to  commit  sui  ci  de,  orderi  ng  thei  r 
servants  to  kill  them  rather  than  face  the  wrath  of  the 
Kang.  The  remaining  Quan  are  no  longer  allowed  to 
own  property  or  have  servants,  and  are  forbidden  to 
live  anywhere  but  the  old  capital  of  Tian. 
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Once  marvelous  beyond  description,  Tian  has 
si  nee  fal  I  en  into  a  sad  state  of  disrepair.  The  i  nhabitants 
live  in  squalor,  struggling  to  grow  or  scavenge  enough 
food  to  survi  ve.  K  ang  sol  di  ers  someti  mes  come  to  T  i  an 
to  mock  them,  watching  them  as  they  would  some 
endangered  species  that  now  exists  only  in  azoo.  Costly 
marriage  festivals,  onceatradition  among  theQuan,  are 
now  a  thing  of  the  past.  A  simple  ceremony,  attended  by 
the  families  of  the  bride  and  groom,  suffices.  Children 
who  were  once  raised  by  slaves  and  servants  are  now 
raised  by  their  parents,  as  they  were  in  the  old,  pre- 
Empiredays. 

T  he  ol  d  tradi  ti  ons  f  rom  the  days  of  the  E  mpi  re  are 
gone,  little  more  than  memories.  Left  to  fend  for 
themselves,  the  Quan  have  had  no  choice  but  to  work 
or  starve.  M  ore  than  a  few  chose  the  latter  course,  but 
those  who  did  not  wish  to  die  have  gradually  begun  to 
re-l  earn  the  ski  1 1  s  once  practi  ced  by  thei  r  hunter- gatherer 
ancestors,  though  only  to  a  limited  extent;  there  is 
precious  little  to  hunt  or  gather  in  old  Tian. 

Prior  to  the  insurrection,  Quan  society  was 
governed  by  a  rigidly  enforced  caste  system  headed  by 
the  Emperor  and  his  family,  who  were  known  as  the 
Grand  Elite.  No  longer  do  theQuan  have  an  Emperor  or 
ruling  family.  Instead,  theQuan  are  now  governed  by  a 
Council  of  Advisors,  who  help  maintain  order  in  the  old 
city  and  serve  as  a  makeshiftjudiciary.  Their  actual  power 
and  influence  are  limited,  due  primarily  to  a  lack  of 
resources  and  the  severe  restrictions  placed  upon  them 
by  the  K  ang. 

WmK  &  Ration 

The  Quan  were  never  religious,  the  concept  of 
worship  being  without  interest  to  these  folk,  who 
consi  dered  themselves  aki  n  to  gods.  S  i  nee  thei  r  fal  I  from 
power  some  Quan  have  begun  to  turn  to  religion  for 
comfort  and  guidance.  A  cult  based  on  ancestor  worshi  p 
issaid  to  be  slowly  gaining  adherents.  Though  theQuan 
once  i  nterred  thei  r  dead  i  n  I  avi  sh  tombs  and  mausol  eu ms, 
the  dead  are  now  buried  with  little  ceremony  in  unmarked 
graves. 

Thir  Art? 


During  the  Empire  period  the  Quan  developed  a 
taste  for  fine  art  and  for  superbly  crafted  goods. 
However,  the  Quan  of  the  present  age  cannot  afford 
such  luxuries.  Having  gained  some  appreciation  for  the 


arts,  some  Quan  have  taken  to  painting,  sculpting,  and 
even  composing  music. 

The  Quan  speak  both  the  Quan  tongue  and  H  igh 
Talislan,  but  prefer  the  latter,  as  it  is  more  refined.  Despite 
thei  r  fal  I  from  power,  the  Q  uan  retai  n  somethi  ng  of  thei  r 
former  atti  tudeof  superiority.  M  ost  still  use  the  elaborate 
titles  that  they  bestowed  upon  themselves  during  the 
time  when  they  were  rulers  of  the  Empire.  Thus,  even 
the  lowliest  Quan  are  referred  to  by  such  flowery 
acronyms  as  "Splendid  Jade  Potentate",  "M  unificent 
Lotus  Personage",  and  "Wondrous  Sapphire 
Excellence." 

V^ny^y 

By  Kang  decree,  the  Quan  are  prohibited  from 
raisi  ng  any  kind  of  military  force.  A  smal  I  vol  unteer  mi  I  itia 
exists  for  the  purpose  of  repulsing  wild  animals  that 
find  their  way  into  the  city. 

The  Quan  have  no  trade  ties  with  the  other 
inhabitants  of  the  Empire,  most  of  whom  still  despise 
the  former  tyrants.  Asa  result,  they  must  grow  their 
own  food  and  make  such  items  as  they  require. 

(UORLPUIOjJ 

Since  their  fall  from  power  the  Quan  have  been 
cutoff  from  theoutside  world.  N  ever  well-liked  during 
the  days  of  Empire,  theQuan  have  received  little  in  the 
way  of  sympathy  from  other  nations,  and  nothing  but 
scorn  from  their  former  subjects.  They  are  a  race  of 
pariahs  -  isolated,  powerless,  and  viewed  as  outcasts  in 
their  own  land. 

Quad  5Vttlxit)^dtt  &  Fta^y  or 
Dott 

TheGolden  City  of  Tian 

Former  capital  of  the  old  Quan  Empire,  Tian  is 
situated  on  an  island  within  a  man-made  lake,  and  is 
accessible  only  by  boat  or  windship.  The  city  was 
designed  by  Mandalan  architects  at  the  command  of 
the  Emperor  of  Quan,  who  demanded  that  the  new  capital 
surpass  in  beauty  all  of  the  cities  of  the  Empire  —  even 
that  of  the  M  andalan  city  of  J  acinth.  Once  considered 
the  most  splendid  city  on  the  continent,  Tian  has  now 
fal  I  en  i  nto  a  state  of  d  i  srepai  r. 
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TheEmperor'sRoad 

This  highway  spans  the  length  and  breadth  of 
the  Kang  Empire,  from  Hadran  to  Ispasia,  and  from 
K  arang  to  V  i  shana.  H  eavi  ly-armed  K  ang  senti  nel  s  patrol 
the  E  mperor's  R  oad  at  regul  ar  i  ntervals. 

The  Imperial  Canal 

This  man-made  waterway  links  the  R  iver  Shan  to 
the  Gulf  of  Tian,  and  was  built  to  allow  access  to  the 
lake  that  surrounds  Tian.  A  system  of  locks  and 
channels,  operated  by  a  group  of  V  aj  ra  engi  neers,  al  lows 
traffic  on  the  canal  to  be  strictly  monitored. 

Tian  Forest 

The  Forest  of  Tian  is  as  odd  a  place  as  one  may 
find  inTalislanta—  a  man-made  woodland,  comprised 
of  orderly  groves  of  silver  deodars  and  shade  trees, 
separated  by  neatly  mowed  grass  trails,  and  stocked 
with  tamed  animals  of  many  sorts.  T he Quan  aristocracy 
had  this  place  "built"  for  the  pleasure  of  the  Emperor, 
who  oncecame  hereto  hunt  "wild"  game.  Leftuntended 
since  613,  the  region  has  begun  to  revert  to  its  natural 
state.  The  trails  are  overgrown,  and  the  animals  gone 
feral . 


Tucked  away  in  the  far-northern  corner  of  the 
peninsula,  Ispasia  is  a  small  citystate  known  for  its 
beautiful  architecture  and  stately  ambience.  The  city 
was  annexed  by  the  Q  uan  i  n  the  early  days  of  the  E  mpi  re, 
but  allowed  to  retain  its  prosperous  mercantile 
government  and  culture.  The  same  conditions  have 
remai  ned  i  n  effect  si  nee  the  K  ang  came  to  power,  for  the 
Ispasians  are  integral  to  the  prosperity  of  the  Empire. 

The  Ispasians  are  a  folk  of  slender  physique, 
lemon-yellow  skin  and  expressionless  features.  They 
dress  in  robes  of  finesilkcloth,  upon  which  are  indited 
elaborate  sigils  representing  their  respective  family 
crests. 

Some  believe  the  Ispasians  are  descended  from  a 
race  of  neomorphs  created  by  the  ancient  Archaens. 
The  Ispasians  themselves  deny  the  validity  of  these 
theories,  citing  certain  documents  which  they  claim 
establish  the  separate  and  distinct  ancestry  of  their 
people. 


The  Ispasians  are  a  people  who  have  prospered 
through  their  mastery  of  financial  matters  and 
transactions.  They  live  in  manor  houses  set  within  the 
walls  of  their  well-manicured  and  tastefully  landscaped 
estates.  The  typical  Ispasian  manse  has  circular 
windows  of  rose  colored  glass,  a  pagoda-style  roof, 
slender  whitecolumns,  andaflight  of  white  stone  stairs 
leading  to  the  entranceway.  Their  homes  are  decorated 
in  rich,  yet  elegantly  understated,  style.  Typical  amenities 
include  a  large  sitting  room,  parquet  floors  carpeted 
with  rugs  imported  from  the  Desert  Kingdoms,  and 
furnishings  upholstered  in  thefinest  M  andalan  silkcloth. 

Ispasian  marriages  are  treated  as  a  merger  of  two 
families  and  their  fortunes,  and  are  negotiated  with  the 
usual  I  spasi  an  di  screti  on  and  attenti  on  to  detai  I .  C  hi  I  d ren 
are  raised  by  servants  of  foreign  extraction  (typically 
M  andal ans) ,  and  begi n  school i  ng  i  n  f i  nanci al  matters  at 
age  three.  I  spasi  ans  dri  nk  rare  w  i  nes  from  f  I  uted  crystal 
glasses  and  eat  the  finest  foods,  but  never  to  excess. 
Their  one  weakness  is  the  desire  to  acquire  things  of 
value  and  beauty. 

The  Ispasians  bear  a  reputation  as  cool, 
calculating  businessmen.  Unlike  the  Farad  they  do  not 
deal  in  contraband  goods,  or  in  small  quantities  of  goods 
of  any  type.  Instead,  Ispasians  prefer  to  deal  in  large- 
scale  investments  and  commodities.  The 
Ispasians  serve  theKang,  helping  them 


The  Ispasian  agent  Ispal,  speaks  on  his  people's 
view  of  the  Kang  Empire: 

"The  Empire  is  not  a  monolithic  entity,  as  it  may 
appear  to  those  w  ho  I  ook  upon  i t  from  the  outsi  de. 
\  Rather,  it  is  a  mosaic  of  different  cultures,  each  with 
its  own  beliefs  and  aspirations.  The  Mandalans  are 
likethe  wind  and  rain,  gradually  wearing  down  the 
walls  that  imprison  them,  until  one  day  they  will 
crumble.  The  Vajra  are  earth  and  stone;  dark  and 
deep,  with  memories  as  old  as  the  world.  They  lurk 
bel  ow  the  surf  ace  unti  I  the  ti  me  w  hen  they  w  i  1 1  erupt, 
like  a  sleeping  volcano.  The  Sunra  are  like  a  river, 
whose  many  tributaries  want  nothing  more  than  to' 
run  free  to  the  sea. 

"The  M  ondre  K  han  are  the  beast  that  sleeps  by 
day,  and  comes  forth  by  night  from  the  depths  of 
the  forest,  to  strike  fear  into  the  hearts  of  men.  The 
Kang  are  fire;  always  burning,  consuming  all  in 
theirpath.  Likeflamethey  must  always  feed,  for  if 
\ they  cease  to  do  so,  they  will  die.  The  Quan  were 
once  like  this,  but  now  their  fire  is  extinguished, 
and  all  that  remains  are  a  few  wisps  of  smoke. 

"  M  y  peopl  e  are  different  from  the  others  w  ho  d  wel  I 
among  us.  The  wind  fills  our  sails,  and  the  rain 
waters  our  fields;  we  use  earth  and  stone  to  shelter 
us,  and  to  build  things  of  lasting  beauty.  We  drink 
from  the  river,  and  leave  the  beast  to  roam  in  the 
forest  as  it  wi  1 1 .  A  nd  we  feed  the  f  i  re,  for  it  warms 
our  hearths,  i 


ights ' 


/ay." 


manage  the  Empire's  finances;  discretion  is  the 
watchword  in  all  their  transactions.  Ispasian  agents  are 
known  to  travel  across  the  extent  of  Talislanta,  and  are 
believed  to  have  clients  in  such  far-distant  lands  as 
Faradun,  Rajanistan,  and  Kasmirof  theSeven  K  ingdoms, 
among  others. 

The  Ispasians  have  an  insular  society. 
Cooperation  is  more  important  than  individual 
achievement;  the  welfare  and  prosperity  of  the  Ispasian 
people  come  first.  Ispasians  claim  to  have  no  personal 
feel  i  ngs  towards  cl  i  ents,  and  prefer  to  mai  ntai  n  a  "cool " 
exterior,  seldom  showing  outward  emotion  except  when 
under  great  stress.  1 1  i  s  the  custom  of  these  f  ol  k  to  regard 
all  relationships  as  business  transactions. 


Ispasia  is  ruled  by  a  mercantile  autocracy,  at  the 
head  of  which  is  afigure called  the  Najdak,  who  isserved 
by  a  Board  of  Advisors.  Together,  they  devise  strategies 
for  investment  and  acquisition  that  are  faithfully  followed 
by  all  Ispasians.  The  Board  of  Advisors  handles  all 
matters  pertaining  to  "violations  of  Ispasian  ethics"  (a 
term  considered  an  oxymoron  by  some).  Offenders  may 
be  punished  by  demotion  in  status,  or  may  be  fined. 
Violent  crime  is  virtually  unknown  among  these  folk, 
who  keep  their  emotions  in  check  at  all  times. 

\T)mK  &  Ration 

Ispasians  have  no  religion;  the  concept  does  not 
interest  them.  Few  of  their  people  are  known  to  practice 
magic.  Instead,  they  prefer  to  hire  magicians  when  in 
need  of  such  services.  The  dead  are  placed  in  jade  and 
gold  sarchophagi,  rich  yet  tasteful  in  design,  and  laid  to 
rest  i  n  thei  r  f  ami  I  y' s  mausol  eum. 

Th^  Art? 

Though  they  have  a  great  appreciation  for  fine 
art,  music,  and  fine  crafted  goods,  the  Ispasians 
themselves  have  no  interest  in  the  creation  of  such 
works.Thelspasianattitudeis,whyw  aste  ti  m  e  c  reati  n  g 
art  when  one  can  acquire  it,  and  also  earn  a  profit  from 
the  investment?  Priceless  antique  vases,  examples  of 
f  i  ne  scul  pture,  pai  nti  ngs  from  past  eras,  and  other  works 
of  art  and  collectibles  are  much  sought  after  by 
Ispasians. 

Ispasians  are  wel  I  educated,  and  are  fluent  in  both 
Quan  and  HighTalislan.  Common  names  start  with  the 
prefix,  "Isp"  (meaning,  "respected  one  of  Ispasian 
lineage"),  as  in  Ispal,  Ispmar,  Ispan,  Ispmir,  etc. 

V^ny^y 

The  Ispasians  have  no  military  of  any  sort.  They 
rely  upon  the  Kang  for  their  protection,  assured  that 
thei  r  val  ue  to  the  E  mpi  re  i  s  suff  i  cient  to  guarantee  thei  r 
safety. 

Ispasian  agents  regularly  travel  to  foreign  lands 
in  order  to  acquire  commodities  and  make  investments. 
The  Najdak  and  his  Board  of  Advisors  pi  ay  an  important 
rol  e  i  n  determi  ni  ng  the  val  ue  of  currenci  es,  commodities, 
and  assets  -  by  manipulating  vast  sums  of  money 
around  they  are  able  to  exert  great  control  over  the 
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E  mpi  re' s  economy,  and  the  economi es  of  f orei gn  nati ons 
as  well. 

Since  the  fall  of  the  Quan,  the  Ispasians  have 
taken  on  a  more  i  important  rol  e  i  n  the  E  mpi  re.  The  N  aj  dak 
sits  at  the  left  hand  of  the  Kang  Warlord,  acting  as  his 
chief  advisor  on  all  issues  related  to  trade,  commerce, 
food  distribution,  the  requisition  of  supplies  to  troops 
and  fortifications,  tariffs,  tolls,  and  a  hundred  other  non- 
mi  I  itary  concerns.  T he  I  spasi ans  handl e  al  I  of  the  K  ang' s 
financial  concerns,  and  do  so  in  an  efficient  fashion. 

lyPflyiflD  y^TTLXID^DTy 
T  he  C  i  tystate  of  I  spasia 

Surrounded  by  walls  of  white  jade,  this  wealthy 
citystate  is  the  only  Ispasian  settlement  in  Talislanta. 
Its  architecture  is  rich  and  impressive  in  scope,  though 
not  ostentatious;  in  this  regard  the  city  reflects  the 
nature  of  its  inhabitants.  A  large  contingent  of  Kang 
guard  the  gates,  and  are  stationed  in  a  nearby  barracks 
facility  tastefully  concealed  by  shrubbery.  At  the  center 
of  the  city  are  the  lavish  estates  of  the  Ispasians  and 
thei  r  f  ami  I  i  es.  T  hei  r  V  aj  ra  and  M  andal  an  servants  I  i  ve  i  n 
a  small  district  located  outside  the  city  proper. 

A  golden-skinned  folk,  the  M  andal  ans  are  slender 
of  build,  with  almond-shaped  eyes  and  pleasant  features. 
It  is  the  custom  of  the  males  to  shave  their  skulls,  while 
the  females  do  the  same,  leaving  only  a  top-knot  of 
long,  black  hair.  Both  sexes  wear  lose  fitting  robes  or 
pajama-stylegarments,  typically  of  silkcloth,  a  material 
which  iscommon  intheregionsin  whichtheM  andalans 
live. 

0r)<^5TRY 

The  origins  of  the  M  andal  an  race  date  back  to  the 
Forgotten  Age,  when  their  nomadic  ancestors  migrated 
from  the  Opal  Mountains  and  established  permanent 
communal  settlements  along  the  eastern  coasts  of  what 
is  now  the  Kang  Empire.  Here,  the  M  andalans 
established  a  peaceful  society  devoted  to  the  cultivation 
of  the  mystic  arts  and  sciences.  The  arrival  of  a 
succession  of  hostile  nomads  ensued  soon  afterwards, 
from  the  Zhan  to  the  M  azdaks,  and  the  Quan.  Each  in 
turn  subjugated  the  M  andalans,  who  offered  no 
resistance.  Each,  in  their  turn,  eventually  grew 
complacent  and  were  overthrown  by  other  peoples.  Only 
the  peaceful  M  andalans  remain  as  they  were  before. 


The  M  andalans  have  an  advanced  and 
enlightened  culture  centered  amidst  the  pastel  spires, 
arches,  and  promenades  of  the  coastal  city  of  Jacinth 
and  outlying  regions.  Those  who  live  in  Jacinth  serve 
as  artisans,  scholars,  and  historians.  They  live  in  simple 
but  el  egant  d  wel  I  i  ngs  made  of  parchment  stretched  over 
wood  frames,  with  rock  gardens,  meditation  areas,  and 
shaded  arbors  adding  a  sense  of  serenity  and  beauty  to 
their  surroundings.  The  remainder  of  the  population  is 
scattered  throughout  the  countrysi  de,  maki  ng  thei  r  home 
in  small  villages.  They  live  in  rustic  dwellings  of  artfully 
woven  reeds  and  thatch,  and  work  as  farmers,  herders, 
and  weavers. 

M  andalans  place  great  emphasis  on  the  family. 
M  arriage  is  considered  a  bonding  of  bodies  and  souls; 
a  sacred  trust  and  covenant  between  the  participants. 
Ancestors  and  elders  are  respected;  several  generations 
often  live  together  in  the  same  home.  Children  receive 
care  and  instruction  from  their  parents,  grandparents, 
and  often  their  great-grandparents.  All  M  andalans  are 
vegetarians.  They  subsist  on  a  diet  of  grains  and  fruits. 
Mandalan  green  wine  is  a  favored  drink. 
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To  manyTalislantans,  the  M  andalans  appear  weak 
and  submissive,  unwilling  to  offer  even  the  slightest 
resistance  to  those  who  have  invaded  their  lands  in  the 
past  as  well  as  the  present.  While  there  is  considerable 
evidence  to  support  such  a  view,  this  perception  of  the 
M  andalans  is  in  many  ways  inaccurate.  Practitioners  of 
an  ancient  mystical  discipline,  M andalans  abhor 
violence,  considering  militarism  to  be  the  domain  of 
unsophisticated  and  primitive  peoples.  Yet  despite  a 
great  aversion  to  physical  violence,  the  M  andalans  are 
neither  weak  nor  entirely  submissive.  It  is  no  accident 
that  they  have  survived  centuries  of  oppression,  or  that 
their  culture  has  endured  long  after  the  demise  of  the 
warlike  races  who  have  conquered  their  lands  and 
subj  ugated  thei  r  peopl  e.  R  ather,  over  the  course  of  many 
centuries,  the  M  andalans  have  developed  a  unique 
methodology  for  dealing  with  repressive  regimes;  a 
philosophy  based  upon  the  principles  of  passive 
resistance,  and  the  concept  of  the  M  ystic  Warrior  (see 
sidebar). 


Thir  L^qto  or  Thir 

IDyttk  (UflRRIOR 

In  Mandalan  lore,  the  Mystic  Warrior  is  an  ideal, 
symbol  izi  ng  the  i  ndomi tabi  I  i ty  of  the  spi  ri 1. 1 1  i s  the 
unshakable  belief  of  the  M  andalans  that,  though 
*  their  people  may  be  enslaved  and  oppressed,  their 
hearts  and  minds  shall  always  remain  free.  Thus,  in 
the  M  andalan  perspective,  no  enemy  can  ever  truly  t 
conquer  their  race. 


For  the  vast  majority  of  M  andalans,  the  practice  of 
this  philosophy  is  limited  to  various  subtle  forms^ 
of  passive  resistance.  The  M  andalans  are  most  j 
ingenious  in  this  regard,  and  seem  to  possess  a 
limitless  ability  to  influence,  misinform,  and 
misdirect  their  oppressors  without  arousing 
suspicion  in  themselves. 

In  rare  instances,  a  Mandalan  may  actually  adopt 
}the  physical  persona  of  the  Mystic  Warrior. 
Operating  in  total  secrecy,  these  individuals  often 
engage  in  more  overt  forms  of  resistance,  including 
acts  of  sabotage  and  other  secret  activities. 
According  to  legend,  those  who  heed  the  call  of 
the  Mystic  Warrior  become  as  the  wind  -  their 
presence  felt,  but  never  seen.  Such  is  the  aura  of 
mystery  that  surrounds  these  individuals  that  the 
M  andalans  do  not  even  admit  that  they  exist. 


Qoi^rdimdt 

The  Kang  allow  the  M  andalans  a  degree  of  self- 
rule,  mainly  because  they  consider  the  M  andalans  to 
be  no  threat  to  their  interests.  Jacinth  is  run  by  a 
democratic  People's  Council  comprised  of 
representativesfrom  all  walks  of  M  andalan  life:  artisans, 
musicians,  artists,  poets,  and  scribes.  All  matters  are 
decided  by  popular  vote.  Rural  vi  1 1  ages  are  also  governed 
according  to  the  same  principles,  though  on  a  smaller 
scale. 

WmK  &  Ration 

M  andalans  worship  the  deity  known  as  Creator, 
but  observe  no  formal  rituals.  Worship  is  centered 
around  meditation,  and  is  considered  a  matter  between 
one's  god  and  one's  self.  M  andalans  bury  their  dead  in 
a  si  mpl  e  ceremony,  erecti  ng  a  smal  I  shri  ne  of  river  stones 
and  flowers  on  the  grave  of  the  deceased. 

Thir  Art? 

M  andalans  have  a  deep  respect  for  the  arts,  which 
they  believe  enhance  the  appreciation  of  beauty  inherent 
in  the  natural  world.  They  practice  painting,  sculpture, 
calligraphy,  and  decorative  crafts  such  as  weaving 
silkcloth.  M  any  M  andalan  families  keep  silkwyrrms  as 
pets,  and  produce  their  own  silk.  Reading  and  writing 
poetry  is  also  a  favorite  pastime.  Mandalan  music 
consists  of  simple  but  pleasing  melodies,  with  a  strong 
but  understated  rhythmic  pulse  underneath.  This  reflects 
the  Mandalan  virtues  of  outward  passivity  and  inner 
strength.  Common  instrumentation  include  the  madao 
(a  two-chambered  flute),  silk  harp  (the  seven  strings  of 
which  are  made  of  silk-wyrrm  thread),  and  mandola  (a 
long  tube  filled  with  smooth  river  pebbles). 

The  native  tongue  of  the  M  andalans  is  Quan, 
though  many  also  speak  either  High  or  Low  Talislan. 
Common  M  andalan  names  are  hyphenated,  as  in  Shan- 
Yan,  Xhan-Han,  Zen-Shen,  etc. 

U^ny^y 

M  andalans  have  never  had  an  army,  and  have  no 
i  nterest  i  n  mi  I  itary  matters. 

^OIDIWR^ 

M  andalans  are  the  most  productive  of  the 
Empire's  citizens.  They  create  many  useful  wares, 
including  silkcloth,  pottery,  glassware,  jewelry,  tools, 
implements,  furnishings,  and  many  different  types  of 
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art  and  decorative  crafts.  In  the  rural  areas  they  grow 
and  harvest  crops  of  many  sorts,  make  wine,  weave 
baskets,  and  herd  domesticated  animals.  Mandalans 
transport  their  wares  across  the  Empire,  traveling  by 
river  craft,  carts,  and  wagons. 

Under  the  Kang,  the  Mandalans  continue  to  be 
virtual  slaves  of  the  Empire.  They  obey  the  commands 
of  their  K  ang  masters  without  question,  never  showing 
signs  of  overt  emotion.  Y  et  in  the  countryside  strange 
events  continue  to  transpire  for  which  there  is  no 
explanation:  a  barge  carrying  a  shipment  of  weapons 
sinks  below  the  waters  of  the  Shan  river;  a  group  of 
Kang  trackers  disappears  without  a  trace;  Kang  troops 
are  repeatedly  inconvenienced  by  washed-out  roads, 
collapsing  bridges,  and  other  logistical  nightmares. 
M  eanwhile,  the  barbaric  H  arakin  clans  gather  along  the 
northern  borders  of  Quan,  waiting  and  watching,  while 
the  M  andalans  remain,  passive  and  aloof... 

IDflDPflLflD  y^TTLXID^DTy 
TheCityofJ  acinth 

Once  the  center  of  M  andalan  culture,  the  coastal 
city  of  Jacinth  is  now  a  resort  area  for  Ispasians  and 
visiting  dignitaries.  A  large  number  of  M  andalans  still 
livehere,  serving  as  slaves  of  theEmpire.  Injacinth  are 
found  ancient  collections  of  scrolls  and  books,  and 
gardens  of  crystal  dendrons,  mosses  and  prismatic 
blossoms.  E  lite  units  of  K  ang  guard  the  city  from  attack 
by  land,  and  Sunra  dragon  barques  patrol  the  harbor. 
The  pleasure  barges  once  owned  by  the  Quan  are  now 
owned  by  Ispasians,  who  use  them  primarily  for 
entertaining  wealthy  clients. 

7\LW  (UYRRID 

Silk  Wyrrms  are  segmented  insects  that  resemble 
tiny,  larval  dragons.  They  are  among  the  most  beneficial 
of  T  al  i  si  antan  i  nsects,  produci  ng  a  f  i  ne  si  I  k  of  excel  I  ent 
quality.  Silk  wyrrms  can  be  trained  to  follow  colored 
pattern  s  o  n  a  I  oo  m ,  th  ereby "  w  eav  i  n  g "  bo  I  ts  of  f  i  n  i  sh  ed 
silkcloth  of  great  beauty  and  intricacy.  Training  and 
tendi  ng  si  I  k  wy  rrms  i  s  sai  d  to  be  somethi  ng  of  an  art  i  n 
itself,  and  of  all  Talislantans,  only  the  Mandalans 
possess  this  talent. 


Sunra  are  graceful  in  stature,  with  silver-scaled 
skin  and  deep- blue  eyes.  The  customary  mode  of  dress 
for  both  males  and  females  consists  of  a  simple  robe  of 
M  andalan  silkcloth,  sandals,  and  a  silk  headband. 

The  Sunra  are  a  semi-aquatic  race  whose  origins 
predate  The  Great  Disaster.  Their  ancestors,  the  Sun- 
Ra-San,  once  ranged  the  Far  Seas  in  glittering  dragon 
barques,  hunting  sea  dragons  and  trading  with  far- 
distant  lands.  Now  the  majority  of  the  Sunra  population 
is  housed  in  the  Coral  City  of  Isalis,  as  subjects  of  the 
Kang. 


The  Sunra  of  Isalis 
live  in  graceful  dwellings 
carved  from  great  mounds  of 
coral  and  decorated  with  shells. 
They  subsist  primarily  on 
kelp  and  algae,  which 


soups, 
broths, 
and  stews 
-  Sunra  food 
is  always  high  in 
liquid  content  and, 
by  the  standards  of 
most  other  folk,  very 
salty.  The 
combination  of  fluids 
and  salts  enables 
Sunra  to  function  out 
of  water  for  extended 
periods  of  time  without 
experiencing  discomfort. 

Sunra    society  is 
centered    around  their 
extended  family  groups. 
Sunra  couples  mate  for  life 
and    beyond,  swearing 
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eternal  faithfulness  even  in  the  afterlife;  the  marriage 
ceremony  is  called  a  "merging  of  souls".  Children  are 
raised  by  both  their  parents  and  grandparents.  Training 
in  Sunra  culture,  astromancy,  and  other  skills  begins  at 
age  two. 

The  Sunra  have  a  great  love  of  learning.  Their 
children  are  taught  to  read  and  write  at  an  early  age,  and 
are  given  basic  training  in  the  various  crafts  and 
professions  practiced  by  theSunra  people:  sea-farming, 
astromancy,  ship-building,  piloting  sea  craft,  etc.  Once 
this  general  education  has  been  completed,  Sunra 
schools  allow  students  to  concentrate  on  a  preferred 
subject  or  subjects,  as  they  wish.  Sunra  have  long 
wished  to  regain  their  freedom,  but  for  the  present  they 
remai  n  subjects  of  the  E  m pi  re. 

Sunra  believe  that  the  souls  of  their  ancestors 
reside  within  M  oonfish,  and  so  will  never  harm  these 
creatures.  They  believe  that  anyone  who  captures  or 
kills  a  M  oonfish  will  suffer  a  terri bl e  curse;  i n  fact,  the 
Sunra  say  that  this  is  what  happened  to  theQuan,  who 
once  kept  M  oonfish  as  pets.  While  many  scoff  at  these 
claims  it  should  be  noted  that,  not  long  after  the  Silent 
Insurrection,  the  Kang  forced  the  Quan  to  release  all 
thei r  M  oonfish  i nto  the  R  i ver  Shan,  and  thereafter  made 
it  illegal  to  own  or  eat  M  oonfish. 

The  K  ang  have  allowed  the  Sunra  a  semblance  of 
self-rule,  within  certain  limitations.  Sunra  are  permitted 
to  run  their  city  as  they  choose,  provided  they  remain  in 
compliancewith  Kang  law. TheSunra havean egalitarian 
democracy,  a  tradition  that  goes  back  to  their  ancient 
sea-faring  days.  Their  leaders  are  elected  by  popular 
vote.  The  individual  designated  as  ruler  is  accorded  the 
title,  "Eminence";  his  or  her  panel  of  eleven  elected 
advisors  is  called  the  Sunra  Council.  The  Kang  allow 
them  to  adj  udi  cate  al  I  matters  that  occur  w  ithi  n  the  wal  I  s 
of  the  city  of  I  sal  is.  Offenses  that  occur  outside  Isalis 
are  handled  by  the  Kang. 

\J)mK  &  Ration 

The  Sunra  worship  an  elemental  ocean  deity 
named  Aqus.  They  have  a  great  love  of  the  sea,  and 
revere  the  M  oonf  i  sh  as  an  avatar  of  thei  r  el  emental  deity. 
Priests  and  priestesses  of  the  sect  are  aquamancers. 
Sunra  taketheirdead  aboard  adragon  barque  for  burial 
at  sea.  In  this  way  they  believe  that  the  spirits  of  the 
dead  may  be  reborn  as  moonfish. 


Th^  Art? 

S  u  n  ra  arti  sans  are  sk  i  1 1  ed  i  n  th  e  c  reati  onofvarious 
practical  wares  and  works  of  art,  using  coral,  shells,  and 
other  products  of  the  sea.  The  music  of  theSunra,  like 
that  of  thei  r  ancestors  the  S  un-  R  a-San  (q  .v.) ,  i  s  haunti  ng 
and  often  filled  with  sorrow. 

Though  theSunra  havean  ancestral  tongue,  Quan 
is  the  language  most  commonly  spoken  by  those  who 
I  i  ve  i  n  the  K  ang  E  mpi  re.  C  ommon  names  are  hyphenated, 
begin  with  "Su"  (males)  or"Sa"  (females).  Forexample: 
Sur-Rin,  Sun-Ran,  Sut-Ra  (males);  Sar-Rin,  San-Ran,  Sat- 
R a  (female). 

The  Sunra  maintain  a  large  fleet  of  dragon 
barques,  but  are  restricted  by  from  sailing  such  craft 
anywhere  but  the  Inland  Sea  and  the  River  Shan  except 
under thedirect supervision  of  theKang  military.  Since 
the  Kang  know  nothing  about  marine  navigation,  Sunra 
pi  lots  and  crews  are  used  to  transport  thei  r  troops  when 
waterborne  operations  are  deemed  necessary.  The  Sunra 
are  the  finest  sailors  in  the  known  world,  using 
astrolabes  to  navigate  according  to  the  position  of 
Talislanta's  twin  suns  and  seven  moons,  and  are  able  to 
read  the  currents  and  tides. 

Sunra  sea  farmers  and  fishermen  supply  much  of 
the  Empire's  foodstuffs.  Their  mariners  pilot  the  great 
barges  that  ply  the  River  Shan  from  Tian  to  the  Inland 
Sea,  conveying  shipments  of  goods  across  the  Empire 
and  beyond,  to  distant  ports  such  asTarun,  in  Faradun. 
However,  no  Sunra  ship  is  ever  allowed  to  sail  beyond 
the  Inland  Sea  unless  escorted  by  a  sizeable  contingent 
of  Kang  guards. 

(ilVRLVVKUl 

The  Sunra  serve  the  K  ang  not  out  of  loyalty,  but 
because  they  fear  that  if  they  did  not,  their  oppressors 
woul  d  dam  the  R  i  ver  Shan,  causi  ng  the  I  nland  Sea  to  go 
dry.  It  is  no  secret  that  the  Sunra  yearn  to  swim  free,  as 
they  did  in  ancient  times.  Given  the  opportunity,  some 
believe  that  the  Sunra  might  rebel  against  the  Kang. 
The  Kang  know  this,  and  have  attempted  to  placate  the 
Sunra  to  some  extent  by  allowing  them  a  greater  degree 
of  autonomy  than  they  had  under  the  Quan.  So  far, 
these  measures  have  served  to  mai  ntai  n  order,  but  some 
wonderforhow  long. 
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The  Vajra  are  short  and  squat,  with  barrel-like 
torsos  and  heavy  limbs.  Their  bodies  are  covered  with 
overlapping  orange-brown  plates,  which  form  an 
effective  natural  armor.  They  dress  in  loinclouts  and 
wide  belts,  donning  cloaks  for  ceremonial  occasions. 
Their  tough,  scaled  hide  renders  them  impervious  to 
cuts  and  abrasions,  and  serves  as  a  natural  form  of 
armor. 

flrX^TRY 

The  ancestors  of 
the  Vajra  once  dwelled 
beneath  the  Opal 
M  ountains  and  Vajran 
Hills,  in  the  northern  part 
of  what  is  now  theKang 
Empire.  They  were 
originally  subjugated  by 
theQuan,  who  captured 
a  large  clutch  of 
hibernating  Vajra  young 
and  threatened  to  kill 
them  unless  the  adults 
surrendered.  Fearing  that  their  species  might  be  driven 
to  extinction  should  such  a  catastrophe  occur,  the  Vajra 
acceded  to  the  Quan's  demands.  Following  the  Silent 
Insurrection  of  611,  the  Vajra  became  subjects  of  the 
Kang. 

The  Vajra  once  lived  in  subterranean  settlements 
that  resembled  intricate  tunnel-mazes,  designed, 
excavated,  and  polished  with  meticulous  attention  to 
detail.  The  passageways  and  caves  were  illuminated  by 
globular  masses  of  phosphorescent  fungi,  suspended 
from  the  ceilings.  These  settlements  resembled 
underground  hives,  with  separate  chambers  for  the 
hibernating  Vajra  young,  the  Queen,  the  workers,  and 
the  soldiers.  They  population  subsisted  on  a  simple 
diet  of  mosses,  lichen,  and  mineral-rich  water  from 
underground  streams,  springs,  and  lakes. 

S i  nee  thei  r  subj  ugati  on,  the  V  aj  ra  have  been  forced 
to  live  in  tunnel-complexes  built  into  large  mounds  and 
hillocks.  In  order  to  ensure  the  loyalty  of  their  workers, 
the  K  ang  hold  hi  bernati  ng  V  aj  ra  young  captive  i  n  I  ocked 
iron  vaults  until  they  have  hatched.  The  Kang  employ 
Vajra  engineers  as  miners,  road  workers,  and  builders. 
They  are  paid  a  nominal  wage,  but  are  often  treated  like 
slaves. 


Vajra  regard  their  entire  race  as  a  single  family; 
the  propagation  and  protection  of  the  species  are  vital 
concerns  to  these  folk.  Vajra  males  court  the  females, 
who  may  mate  with  as  many  males  as  they  please.  In 
Vajra  society  the  ability  to  have  many  offspring  is  highly 
val  ued .  F  emal  es  give  birth  to  a  clutch  of  up  to  four  fetal 
young,  each  resembling  a  scaled  impling  enclosed  in  a 
translucent  but  durable  egg-sac  filled  with  nutrient 
fluids.  The  young  remain  enclosed  with  their  egg-sacs 
for  a  full  year,  slowly  growing  and  developing  into 

young  adults.  During 
this  period  of  so-called 
"hibernation"  that  Vajra 
young  are  extremely 
vulnerable.  Atthe end  of 
the  year  the  hatchlings 
claw  their  way  out  of  the 
sac,  emerging  as  fully- 
developed,  "young 
adults". 

Vajra  are  normally 
quiet  and  introspective 
by  nature;  "as  solid  and 
enduring  as  stone",  as  they  say.  Stoic  and  exceedingly 
durable  creatures,  they  can  tolerate  considerable 
physical  and  emotional  stress  without  complaint  or 
apparentill  effect.  However,  there  is  another  side  to  the 
Vajra  psyche  that  is  rarely  seen  by  outsiders,  called  the 
Dark  Fire  (see  sidebar). 

QOI^RDIMDT 

Pri  or  to  thei  r  subj  ugati  on  the  V  aj  ra  were  ruled  by 
a  matriarchy,  with  each  hive-settlement  governed  by  a 
Q ueen.  T he  Q  uan  prohi  bi ted  the  appoi  ntment  of  Q  ueens, 
a  policy  which  the  Kang  continue  to  the  present  day. 
Evenso,femalescontinuetoholdgreatinfluenceamong 
their  people,  and  their  advice  is  sought  whenever 
important  decisions  must  be  made. 

WmK  &  Ration 

Vajra  revere  the  earth  goddess,  Terra,  whom  they 
regard  as  the  G  reat  E I  emental  that  d  w  el  I  s  w  i  thi  n  the  worl  d 
of  Archaeus.  Prior  to  the  subjugation  of  their  people, 
Vajra  would  gather  together  in  great  numbers  and  offer 
prayers  to  their  goddess.  Now,  such  practices  are 
forbidden  by  the  Kang.  Even  so,  Vajra  priestesses  are 
sai  d  to  sti  1 1  h  o  I  d  serv  i  c  es  i  n  sec  ret  u  nd  erg  ro  u  n  d  sh  ri  n  es. 
Vajra  bury  their  dead  deep  in  the  earth,  their  ancestral 
home. 
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T\k  Art? 

V  aj  ra  excel  at  al  I  manner  of  earthen  and  stonework 
construction,  engineering,  and  excavation.  While  most 
of  thei  r  work  is  intended  to  be  functional  i  n  nature,  many 
Vajra  stone-carvings  have  a  definite  aesthetic  appeal  as 
wel  I .  V  aj  ra  appear  to  have  no  musical  tradition. 

T he  V  aj  ra  speak  a  di al  ect  of  the  Q  uan  tongue,  and 
have  deep,  resonant  voices.  Common  names  usually 
have  three  syllables  and  begin  with  the  prefix,  "V aj" 
(meaning  "of  the  Vajra"),  asin  Vaj-Do-Rahn,  Vaj-Nan- 
Sa,  and  Vaj-Kron-Do. 

Vajra  once  built  impressive  underground 
fortifications  that  were  manned  by  well-armed 
contingents  of  male  soldiers.  Such  defenses  are  no 
longer  permitted  underKang  rule.  Instead,  Vajra  camps 
are  guarded  by  contingents  of  Kang. 

Vajra  once  used  precious  and  semi-precious 
stones  as  currency.  The  Quan  robbed  them  of  their 
wealth,  and  ever  si  nee  Vajra  have  been  forced  to  use  the 
Empire's  currency. 

(UORLLWOI 

The  Vajra  have  no  relations  with  other  nations. 
They  are  on  good  terms  with  the  M  andalans  and  Sunra, 
though  formal  relati  ons  w  i th  other  subj  ects  of  the  E  mpi  re 
are  forbidden.  Vajra  still  bear  much  resentment  for  the 
Q  uan,  though  they  now  regard  their  former  masters  with 
something  approaching  pity. 

The  Vajran  Hills 

The  traditional  territories  of  theVajra,  theVajran 
Hills  are  rich  in  minerals,  timber  and  other  natural 
resources.  After  the  Quan  annexed  this  part  of  their 
E  mpi  re,  the  V  aj  ra  were  deported  from  thei  r  subterranean 
homes  and  taken  to  slave  camps  near  the  Opal 
M  ountains.  Their  underground  settlements  were  sealed, 
and  have  never  been  reopened.  Many  are  believed  to 
contain  old  Vajra  treasures  that  were  hidden  from  their 
enemies. 

T  he  C  itadel  of  K  arang 

Located  to  the  north,  Karang  is  a  walled  citadel 
built  to  safeguard  against  incursions  of  barbaric  Harakin 


Vajracultureis  rooted  deep  in  the  elemental  earth 
of  T al  i  si  anta.  L  i  ke  stone,  V  aj  ra  stri  ve  to  be  pi  aci  d , 
enduring,  strong,  resolute.  Like  earth  and  soil 
they  striveto  befruitful  and  nurturing,  providing 
a  medium  for  growth  and  new  life.  But  there  is 
another  side  to  the  Vajra,  about  which  little  is 
known.  For  deep  in  the  subterranean  realms  of 
their  homeland,  where  the  light  of  the  twin  suns 
never  penetrates,  is  a  place  of  perpetual  night 
and  burning,  smouldering  magma.  This  is  the 
Dark  Fire,  a  molten  heart  of  darkness  that  exists 
not  only  at  the  center  of  the  world,  but  also  i  n  the 
soul  of  every  Vajra. 

I  n  V  aj  ra  culture,  the  Dark  F  i  re  is  neither  good  nor 
evil.  It  simply  exists,  as  do  all  things  in  nature. 
Vajra  keep  the  Dark  Fire  deep  within  in  them; 
they  say  that  it  warms  their  hearts,  illuminates 
their  souls,  and  prevents  them  from  losing  their 
way  in  the  darkness. 

U  nder  normal  conditions  the  D  ark  F  i  re  is  al  ways 
hidden  and  kept  under  control.  However,  if 
subjected  to  prolonged  periods  of  severe  stress 
or  torment  a  V  aj  ra  may  I  ose  the  abi  I  i  ty  to  control 
what  lies  within.  Like  a  volcano,  he  or  she  may 
erupt  in  a  frightening  display  of  violence  and 
destructive  force:  clawing  through  stone, 
breaking  free  of  the  strongest  restraints, 
exhi  biti  ng  an  al  most  el  emental  power.  D  uri  ng  such 
ti  mes  a  V  aj  ra  may  ki  1 1  or  destroy  w  i  thout  remorse, 
perform  feats  of  incredible  strength,  or  suffer 
grievous  wounds  and  injuries  without  apparent 
effect.  The  Dark  Fire  lasts  but  a  few  moments, 
an d  often  I  ess  than  th i  s.  0  n ce  i  t  i  s  o ver  th e  V  aj  ra' s 
energy  is  spent  and  he  or  she  will  lapse  into 
unconsciousness.  Death  usually  follows  soon 
afterward,  for  once  the  Fire  is  extinguished,  so 
too  i  s  the  Vajra's  life  force. 


from  beyond  the  Opal  M  ountains.  M  any  Vajra  miners 
livein  thesub-levelsof  this  ponderousstructure,  which 
is  crisscrossed  with  catacombs  and  tunnels  after  the 
V  aj  ran  style.  Preci  ous  stones  and  metals  from  the  mi  nes 
are  stored  here  until  they  can  be  shipped  by  caravan  to 
Shonan.  Kang  trackers  patrol  the  outskirts  with  deadly 
hunting  beasts  called  tarkus. 
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TURKISH 


Shriekers  are  fierce  avian  predators  who  haunt 
the  forests  of  the  northern  K  ang  E  mpire.  W  ith  its  heavy 
plumage  of  sharp  metallic  feathers,  the  bird  is  not  a 
good  flyer.  For  this  reason,  shriekers  hunt  by  diving 
from  the  high  branches  of  trees,  impaling  prey  with  their 
pointed,  three-foot  long  beaks.  Few  creatures  possess 
hi  de  or  armor  strong  enough  to  afford  protection  from  a 
shrieker  diving  at  full  speed  from  high  altitudes. 
Travelers  in  the  Cerulean  Forests  of  the  Empire  are  in 
the  habit  of  stringing  nets  of  silken  cords  among  the 
trees  to  protect  their  encampments  from  plummeting 
shriekers. 

The  metallic  feathers  of  the  shrieker  are  much  in 
demand  in  the  Kang  Empire.  In  addition  to  their 
ornamental  uses,  the  feathers  are  used  i  n  the  maki  ng  of 
arrows  and  are  smelted  down  to  obtain  the  extraordinarily 
light  metal  known  asblueiron.  A  smaller  relativeof  the 
shrieker,  the  ironshrike,  is  a  native  of  the  Sinking  Land, 
feeding  primarily  on  ikshada. 

Size:  6'-7'  in  length,  12'- 14'  wingspan,  160-200  lbs. 
Attributes: 

INT -4  PER+1 
WILO  CHAN/A 
STR  -4  DEX  0 

CON0  SPD+4* 
*  +8  whilediving 
Ability  Level:  1-3 

Attacks/Damage:  Beak:  DR  12  if  diving,  DR  4  otherwise 
Special  Abilities:  Diving  attack,  loud  call  can  be  heard 
up  to  two  miles  away 
Armor:  M  etallic feathers,  P R  5 
HitPoints:  12 


Km 

M  ost  destructive 
of  all  Talislantan 
insects,  the  chig  is 
native  to  wastelands 
and  wooded  areas  from 
the  Kang  Empire  to  Zandu. 
Prodigious  leapers,  they  able  to 
span  distances  of  up  to  ten  feet  at  a  single  bound.  Their 
curved  pincers  are  capable  of  piercing  all  but  the 
toughest  types  of  hide  (DR  3).  Chigs  usually  prey  on 
small  avians,  reptiles,  and  vermin,  and  in  this  respect 
they  are  sometimes  beneficial  to  Talislantans.  They  are 
seldom  found  in  numbers,  except  at  such  times  when  it 
istheir  nature  to  spawn,  which  occurs  once  every  six  or 
seven  years,  on  the  average. 

When  spawning,  chigs  reproduce  at  such  a 
frightening  rate  that  massive  swarms  can  appear 
practically  overnight.  It  is  then  that  chigs  are  most 
dangerous,  for  in  large  numbers  they  will  attack  and 
devour  al  1 1  i  vi  ng  creatures  i  n  thei  r  path .  S uch  i  nf estati ons 
generally  last  three  days,  afterwhich  most  of  the  newly- 
spawned  chigs  suddenly  die.  The  discovery  of  a 
bloated,  egg-laden  chig  is  often  the  only  warning  that  a 
spawning  is  about  to  occur  in  a  given  region. 

ThK  (dodpr^  man 

The  M  ondre  K  han  are  squat  and  powerful  ly  built, 
with  leathery  skin,  a  mane  of  coarse  black  hair,  and  a 
long  fringe  of  fur  running  down  the  back  of  the  legs  and 
arms.  They  dress  in  hide  loincloths  and  bits  of  leather 
and  plate  armor  stolen  from  the  Kang. 

The  M ondre  Khan  are  believed  to  be  related  to 
the  Beastmen  of  Golarin,  or  perhaps  the  Wildmen  of 
Y rmania.  The  M  ondre  Khan  scoff  at  such  claims,  and 
have  their  own  theories  on  the  subject  of  their  ancestry. 

Nomadic  hunter-gatherers,  the  M ondre  Khan 
travel  in  tribes  of  up  to  forty  individuals,  subsisting  on 
wild  mountain  berries  and  fresh  game.  They  are  hardy 
creatures  who  require  little  in  the  way  of  nourishment 
and  can  travel  long  distances  on  just  a  few  scraps  of 
food.  Tribes  camp  in  the  mountains,  finding  shelter 
amongst  copses  of  trees,  in  caves,  or  beneath  rock 
overhangs.  Their  camps  are  always  well  concealed,  and 
are  temporary  at  best;  bands  move  on  after  a  day  or  two 
in  order  to  avoid  being  detected  by  the  Kang. 
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M  ondre  K  han  tri  bes  are  basically  extended  family 
units,  though  survivors  from  tri  bes  decimated  by  warfare 
with  the  Kang  or  illness  are  usually  welcome.  Unlike 
Beastmen  packs,  bands  of  M  ondre  K  han  rarely  engage 
in  hostilities  with  each  other,  for  the  reason  that  they 
regard  the  K  ang  as  thei r  mutual  foe.  M  ondre  K  han  mate 
for  life,  and  are  very  devoted  to  each  other.  Females 
usually  give  birth  to  twins.  Both  the  male  and  female 
protect  their  young  with  their  lives. 

Savage  and  feral  by  nature,  M  ondre  Khan  exhibit 
the  ferocity  and  cunning  of  wild  beasts  when  on  the 
hunt  or  in  battle.  They  find  it  difficult  to  repress  their 
bestial  side,  and  may  react  in  the  manner  of  wild  animals 
when  cornered  or  subjected  to  extreme  stress. 
Conversely,  M ondre  Khan  show  great  kindness  and 
compassion  for  their  young,  and  appear  to  harbor  deep 
feel  i  ngs  for  thei  r  mates  and  I  oved  ones.  T  hi  s  di  chotomy 
seems  to  be  ingrained  in  the  M ondre  Khan  persona, 
and  their  people's  struggle  with  the  duality  that  is 
inherent  in  their  physical  and  emotional  make-up:  on 
one  side,  the  man-like  creature  striving  to  achieve  a 
higher  state  of  consciousness,  and  on  the  other,  the 
wild  animal  driven  by  primal  urges. 

Each  M ondre  Khan  clan  has  a  single  leader; 
typically,  a  strong  male  or  female  whom  the  others  have 
come  to  trust  and  respect.  The  leader's  main 
responsi  bi  I  i  ti  es  are  to  keep  the  tri  be  safe  from  di  scovery 
by  the  Kang,  to  plot  guerilla-type  attacks  against  the 
Kang,  and  to  settle  disputes.  The  leader  also  resolves 
all  disputes  within  the  clan.  Individuals  guilty  of  an 
offense  against  another  member  of  the  tribe  may  be 
attacked  by  their  peers  and  banished  from  the  tribe. 

WmK  &  Ration 

The  M ondre  Khan  show  no  signs  that  they 
practice,  or  have  any  concept  of,  any  sort  of  organized 
religion.  Neither  do  they  seem  to  know  anything  of  magic, 
though  some  believe  that  they  have  the  intellectual 
capacity  to  learn  such  talents  if  given  the  opportunity. 
The  dead  are  eulogized,  then  cast  into  the  communal 
fire. 

ThK  Art? 

M  ondre  K  han  possess  the  ability  to  make  crude 
weapons,  tools,  and  armor,  and  know  how  to  cure  hides 
and  work  them  into  useful  articles.  Some  of  their  works 
exhibit  a  rustic  or  primitive  sense  of  aesthetics.  They 
make  no  music  save  for  the  mournful  howls  of  those 
who  have  lost  a  mate  in  battle. 


M  ondre  K  han  communicate  in  a  snarling  version 
of  theChanan  tongue,  and  in  sign.  Claw  markings  made 
on  the  trunks  of  trees  may  indicate  the  beginning  of  a 
written  language;  if  true,  this  would  be  regarded  as  an 
i  mportant  devel  opment  by  certai  n  T  al  i  si  antan  schol  ars. 
Common  names  are  comprised  of  two  syllables,  the 
second  ending  in  "iz",  as  in  Kaziz,  Hakiz,  Kadiz,  Nagiz, 
etc. 


Lrqrnp  or  Thir  FoRrjT  King 


(A  mong  the  M  ondre  K  han  there  is  a  legend  of  such 
i  great  antiquity  that  some  say  it  is  little  more  than  a 
racial  memory,  borne  in  the  blood  of  those  whose 
ancestors  survived  The  Great  Disaster.  According 
to  some,  this  legend  states  that  the  first  M  ondre 
Khan  -  a  creature  called  Khadiz  -  once  lived  far  to 
the  west,  in  a  great  forest  that  formerly  covered 
much  of  the  territories  now  known  as  the  Western 
Lands.  Known  as  Forest  King,  he  was  the  master 
of  al  I  other  creatures,  great  and  smal  I . 

Oneday,  whileKhadiz  was  out  hunting  in  theforest, 
he  was  set  upon  by  a  group  of  hairless  beasts. 
These  creatures  were  not  of  the  natural  world;  they 
had  neither  claw  nor  fang,  but  carried  terrible 
weapons  of  cold  iron  and  fire.  With  black  magic 
they  captured  Khadiz  and  took  him  to  a  strange  . 
place,  where  he  was  forced  to  lay  with  one  of  the 
hairless  beasts'  females.  The  King  of  the  Forest 
died  soon  afterward,  his  vital  energies  stolen  and 
his  spirit  broken.  But  before  he  died  Khadiz  cursed 
the  hairless  ones,  that  the  seeds  they  had  sown 
would  oneday  bring  a  bitter  harvest.  So  it  was  that 
from  this  unnatural  union  the  M  ondre  K  han  were 
born  into  the  world,  to  reap  vengeance  upon  those 
who  murdered  their  King. 

^Though  most  Talislantan  scholars  tend  to  dismiss 
1  the  legend  of  the  Forest  King,  some  believe  that 
I  i  ke  most  myths  the  story  has  its  basi  s  i  n  fact.  I  f  so, 
then  the  creature  called  K  hadiz  may  well  have  been 
ajaka;  one  of  the  Beastmasters  of  the  Northern 
Forests,  from  whom  the  title  "Forest  King"  could 
easily  have  been  derived.  This  being  the  case,  it 
would  follow  that theM  ondre K  han  weresorcerous 
hybrids  created  by  the  ancient  Archaens  -  the 
"hairless  beasts"  mentioned  in  the  legend.  Said  the 
noted  naturalist  Thystram,  regarding  the  legend] 
and  its  possible  ramifications:  "It  is  at  least  an 
intriguing  theory." 


up  in  their  mountain  retreats,  the  M ondre  Khan  have 
waged  a  successful  campaign  against  numerically 
superior  Kang  forces  for  over  four  centuries  — 
launching  surprise  attacks  against  merchant  caravans, 
stealing  military  supply  wagons,  and  repeatedly  raiding 
the  mining  settlement  of  Ku-Chang.  Though 
outnumbered  and  poorly  equipped,  the  M ondre  Khan 
are  experts  i  n  the  art  of  covert  warfare  and  have  general  ly 
fared  well  against  the  Kang. 


M  ondre  K  han  clans  occasionally  barter  with  each 
other,  trading  provisions,  tools,  and  weapons.  M  ondre 
K  han  do  not  use  coins,  which  to  them  have  no  value. 

The  M  ondre  K  han  are  the  avowed  enemies  of  the 
Empire,  whose  forces  the  M  ondre  Khan  have 
successfully  resisted  for  centuries.  The  last  indigenous 
peopleto  avoid  subjugation  by  theforcesof  the  Empire, 
the  M  ondre  K  han  have  proved  to  be  a  resourceful  and 
dangerous  enemy.  They  have  no  known  ties  with  other 
nations  or  peoples,  though  covert  relations  with  the 
M  andalans  and  Vajra  may  exist. 

Vukzj  or  Dott 

Ku-Chang 

TheOutpost  of  Ku-Chang  is  a  mining  installation 
where  crews  of  Vajra  slave  laborers  exhume  gold  and 
silver,  crystals,  cinnabar,  antimony,  and  a  half-dozen 
varieties  of  precious  stones.  A  garrison  of  Kang  warriors 
and  trackers  keeps  the  Vajra  in  line,  and  protects  this 
vital  installation  from  M  ondre K  han  raiding  parties.  Crag 
spiders,  cave  bats  and  other  dangerous  creatures 
occupy  the  caves  and  gul  I  ies  of  the  plateau.  K  ang  patrols 
comb  the  heights  by  day,  but  do  not  dare  to  venture 
forth  at  night. 

Shathane  are  a  sub-species  of  werebeast  found 
in  the  deep  forests  and  woodlands  of  the  Eastern  Lands 
and,  less  commonly,  the  Dark  Coast.  Since  the  dawn  of 
the  N  ew  A  ge,  these  gi  ant  creatures  have  retreated  further 
and  further  from  the  encroaching  forces  of  civilization. 
Now  they  are  seldom  encountered  except  in  the  most 
isolated  wilderness  areas.  Despite  their  imposing 
presence,  shathane  are  relatively  unaggressive 
creatures.  They  subsist  on  leaves,  bark,  and  fat  root- 
grubs  (the  latter  obtained  by  uprooting  a  tree  after  it 
has  been  stripped  of  its  leaves  and  bark).  Although 
shathane  can  be  quite  destructive,  they  rarely  pose  a 
threat  to  other  living  creatures. 

There  are  several  exceptions  to  this  statement 
which  areworthy  of  note,  however.  First,  itisunwiseto 
interrupt  a  shathane  while  it  is  eating.  Second,  one 
should  never  make  loud  noises  or  threatening  motions 
while  a  shathane  is  about.  Third,  and  most  important: 
never  approach  a  grove  of  trees  in  which  a  shathane 
has  hidden  its  young.  Rash  actions  of  this  sort  can  only 
lead  to  grave  consequences. 
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Size:  10'-12',800-l,000+lbs. 
Attributes: 

INT-5  PER+1 
WIL+5  CHAN/A 
STR  45  DEX  -4 

CON +7  SPD-2 
Ability  Level:  6-14 

Attacks/Damage:  Grasp:  DR  17  per  round,  Hand:  DR  13 
Special  Abilities:  Can  uproot  even  very  large  trees 
Armor:  Fur,  PR  2 
H itPoints:  71 

TYK  VOIXPDK  HILL? 

The  Volcanic  Hills  is  one  of  the  most  desolate  and 
f  o  rl  o  rn  secto  rs  of  T  al  i  si  anta.  I  ts  terrai  n  i  s  tortu  ou  s,  ri  si  n  g 
and  falling  in  twisted  mounds  of  pitted  pumice-stone, 
angular  peaks,  and  deep  ravines.  Clouds  of  smoke  and 
ash,  by-products  of  the  area's  considerable  volcanic 
activity,  blot  out  the  sun  for  miles  around.  Streams  of 
molten  lava  pose  hazards  to  all  but  the  most  adroit 
travelers,  and  the  air  reeks  of  sulphurous  fumes.  Few 
living  creatures  dwell  here,  and  those  that  do  are  of  a 
nature  akin  to  the  hostile  environment,  such  as  the 
Raknids;  hideous  insectoids  said  to  be  a  cross  between 
demon  and  scorpion,  who  live  in  vast  underground 
hives.  The  primary  inhabitants  of  this  region  are  the 
reptilian  humanoids  known  as  the  Saurans. 


Standing  up  to  seven  feet  in  height,  Saurans  have 
clawed  hands  and  feet,  scaly  hide,  and  powerful  jaws 
lined  with  rows  of  sharp  teeth.  They  wear  abbreviated 
garments  of  furs  and  hides,  red  iron  bracers,  and  dragon 
icons. 
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Saurans  are  believed  to  be  descended  from  the 
Drakken,  a  race  of  giantreptilian-humanoidswho  ruled 
the  continent  long  ago.  Following  the  defeat  of  the 
Drakken  by  the  early  Archaens,  many  of  the  survivors 
are  fled  Talislanta  to  some  distant  land  far  to  the  south, 
crossing  over  a  landbridge  that  later  collapsed  during 
The  Great  Disaster.  The  few  Drakken  who  remained  in 
Talislanta  eventually  evolved  into  a  smaller  and  more 
mobile  species:  the  Saurans. 

TheSauran  tribes  live  in  walled  stone  enclosures 
scattered  among  the  Volcanic  Hills,  where  they  subsist 
primarily  on  wild  durge,  land  lizard,  and  megalodont. 
Saurans  have  a  predominantly  matriarchal  society. 
Females  choose  their  mates  based  on  strength,  courage 
i  n  battl  e,  and  i  ntel  I  i gence,  and  if  desi  red,  may  have  more 
than  one  mate.  Sauran  young  hatch  from  eggs, 
developing  from  quadrupedal  "hatchlings"  to  bipedal 
adults  within  five  years.  Females  raise  the  young  and 
lead  the  clan,  while  the  adult  males  serve  as  workers, 
hunters,  and  warriors. 

Though  perceived  by  many  other  peoples  as 
primitive  savages,  the  Saurans  nonetheless  have 
adapted  well  to  their  surroundings.  Utilizing  volcanic 
mounds  as  natural  forges,  they  make  crude  armor  and 
weapons,  mostly  of  low-grade  red-iron  alloys.  Theclans 
have  domesticated  certain  other  reptilian  species,  such 
as  land  lizards  and  land  dragons. 

The  clan's  dominant  female  serves  as  the  clan's 
H  i  gh  P  ri  estess,  and  f or  al  I  i  ntents  and  purposes,  its  rul  er. 
She  is  served  by  lesser  priestesses  and  by  a  male  battle 
chieftain,  who  commands  the  settlement's  troops.  The 
H  i  g  h  P  ri  estess  hearsall  complaints  and  rulesonall  legal 
matters.  Individuals  accused  of  a  criminal  offense  are 
usually  allowed  a  chance  to  prove  their  innocence.  If 
they  cannot,  they  are  executed. 
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WmK  &  Ration 

Saurans  revere  Satha,  the  giant  dragon-goddess 
whom  her  followers  say  is  the  mother  of  all  reptilian 
species.  The  cult  has  numerous  followers  among  the 
Saurans  and  Sauruds  of  the  Volcanic  Hills,  but  is 
practically  unknown  elsewhere.  Priestesses  of  the 
Dragon  Cult  possess  no  magical  abilities  except  with 
regard  to  thefashioning  of  dragon  icons,  fetishes  which 
confer  strength  to  faithful  followers  of  Satha.  Saurans 
i  nter  thei  r  dead  i  n  the  mouths  of  active  vol  canoes  as  an 
offering  to  their  goddess. 

Th^  Art? 

Saurans  have  no  traditional  songs  or  dances. 
Sauran  metalworking  is  a  primitive  art  form  that  has 
gained  recognition  among  other  Tali  si  antan  peoples  in 
recent  years. 

LflP<3<Jfl<^ 

Saurans  have  their  own  language,  called  Sauran, 
which  may  have  been  derived  from  the  ancient  Drakken 
tongue.  However,  unlike  the  Drakken  language,  thereis 
no  written  form  of  Sauran.  Sauran  speech  is  typified  by 
a  sibilant  "S",  or  hissing  sound.  Common  names  for 
females  are  mainly  derivatives  of  the  goddess  Satha' s 


name,  such  as  Satta,  Sathya,  and  Sathas.  Male  names 
never  begin  with  "Sa",  which  is  a  female  prefix.  Instead, 
males  have  names  such  as  Sosar,  Sar,  Sotha,  Sethar,  and 
Sirras. 

Sauran  armies  are  slow-moving  but  heavily  armed 
and  armored.  Their  forces  often  include  the  massive 
creatures  known  as  land  dragons,  which  Sauran  warriors 
outfit  with  plates  of  hammered  metal  and  ride  into  battle 
(see  sidebar).  Saurans  employ  these  creatures  as  living 
siege  engines,  using  them  to  batter  down  fortifications 
and  to  provide  cover  against  opposing  missile  fire. 
Saurans  mark  the  K  ang,  Raknids,  and  A  raq  as  thei  r  most 
hated  foes. 

Though  noted  for  their  aggressiveness,  certain 
of  the  S  au  ran  tri  bes  are  f  ri  endl  y  tow  ard  other  T  al  i  si  antan 
peoples.  Some  have  dealings  with  certain  bands  of 
Orgovian  traders,  bartering  firegems  in  return  for  high- 
quality  metal  tools,  fabrics,  and  other  goods.  On 
occasion,  adventuresome  Saurans  leave  their  homeland 
to  travel  throughout  Talislanta,  offering  their  services 
as  mercenaries. 


Saurans  occasionally  fight  amongst  themselves, 
but  most  prefer  instead  to  kill  Raknids  or  Kang.  Kang 
soldiers  rely  on  fortifications  and  heavy  catapults  when 
defending  againstSauran  war-parties,  believing  frontal 
assaults  against  these  foes  to  be  tantamount  to  mass 
suicide.  In  recent  years  the  Kang  have  made  a  concerted 
attempt  to  drive  the  Saurans  out  of  theVolcanic  Hills,  or 
to  exterminate  the  race  altogether.  The  former  goal  has 
metwith  somesuccess,  and  someof  the  smaller  Sauran 
tribes  have  been  forced  west  into  the  Wilderlands.  The 
latter  goal  has  yet  to  achieve  notable  results. 

Sathra 

Sathra  is  a  sprawling  fortress  constructed  of 
rough-hewn  boulders,  volcanic  rock,  and  ancient  blocks 
pillaged  from  Wilderlands  ruins.  Sathra  has  a  large 
contingent  of  Sauran  warriors  and  boasts  at  least  four 
dozen  land  dragons,  each  equipped  with  an  iron 
battletower  and  stone-thrower.  The  Sathra  clans  have  a 
good  relationship  with  the  Orgovians. 

Vl(kzj  or  Dott 

TheRiverof  Fire 

The  River  of  Fire  is  an  ever-flowing  torrent  of 
molten  lava  whose  source  is  the  giant  volcano, 
Dragon  rock.  The  river  terminates  far  to  the  north  in  most 
dramati  c  f  ashi  on,  i  n  an  i  ncredi  bl  e  del  uge  of  f  I  ame  known 
as  the  Firefalls  —  spectacular  when  viewed  at  night,  or 
so  I  am  told.  Sight-seers  should  keep  one  eye  peeled  for 
Pyro-Demons,  who  inhabit  the  more  active  volcanoes 
found  in  this  area. 

The  Valley  of  Mist 

Not  far  from  Dragonrock  is  the  Valley  of  M  ist, 
whose  foggy  atmosphere  is  derived  from  the  Firefalls' 
close  proximity  to  the  snows  of  nearby  L'Haan.  In  this 
valley  can  be  found  the  Well  of  Saints,  the  sparkling 
waters  of  which  are  reputed  to  possess  miraculous 
healing  properties.  Those  seeking  a  miracle  should  take 
pains  to  avoid  vorls;  insidious  creatures  of  mist,  who 
offer  a  definite  and  final  cureforall  ills. 

Dragons'  Grave 

A  dead  volcano  located  somewhere  in  the  heart 
of  theVolcanic  Hills,  Dragon's  Grave  is  purportedly  the 
fabled  "dragon's  graveyard"  of  many  a  Rajan  and 
Dracartan  folk  tale.  According  to  the  lore  of  the  desert 
folk,  it  is  traditional  for  ancient  land  dragons  to  make 
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Since  the  time  of  The  Great  Disaster,  the  Sauran 
tribes  have  used  land  dragons  in  warfare.  Hatched 
from  eggs  and  raised  from  the  larval  stage,  these 
\  huge  creatures  are  trained  to  obey  commands  in 
the  Sauran  tongue. 


Land  dragons  are  naturally  well-suited  to  such 
tasks,  and  are  able  to  carry  even  the  heaviest 
burdens  with  ease.  Their  natural  aggressiveness  is 
such  that  teachi  ng  them  to  attack  is  a  simple  matter.^ 
I  n  fact,  it  is  harder  by  far  to  keep  the  creatures  from 
attacking  each  other,  particularly  during  the  mating 
season,  when  male  dragons  normally  battle  to 
compete  for  females.  Protected  by  layers  of  dense 
hide  and  exoskeletal  bone  plates,  land  dragons  are 
^practically  immune  to  small  or  medium-sized 
(weaponry.  When  their  head,  undersides,  frontal 
areas,  and  limbs  have  been  augmented  with  plate 
1  armor  of  hammered  iron,  the  creatures  are  nearly 
indestructible,  and  can  be  employed  as  living 
battering  rams  -  a  tactic  that  in  the  past  has  proven 
to  be  very  effective  against  the  enemies  of  the 
Saurans,  the  Kang. 
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the  long  voyageto  this  mountain  when  it  is  their  time  to 
di  e.  T  he  i  nteri  or  of  the  dead  vol  cano  i  s  sai  d  to  be  I  i  ttered 
with  the  remains  of  untold  hundreds  or  thousands  of 
these  great  monsters. 

PYRCWITOD 

Pyro-demons  are  fearsome  entities  from  the  depths 
of  the  Demonrealms.  By  means  of  magical  gates  and 
ri f ts  they  are  someti  mes  abl e  to  cross  i  nto  the T al  i si antan 
plane,  emerging  from  fissures  in  the  earth  and  from 
volcanoes.  So  it  is  that  pyro-demons  come  to  be  found 
in  the  River  of  Fire  and  the  Firefalls,  of  the  Volcanic 
Hills. 

Pyro-demons  arehighly  vol  atilein  nature  and  are 
prone  to  violent  and  destructive  behavior.  These  fierce 
creatures  are  compri  sed  of  sol  i  d  f  I  ame  and  are  someti  mes 
mistaken  for  devils  by  inexpert  observers.  They  are  able 
to  breathe  fire  or  smoke  at  will,  and  they  can  ignite 
combustibles  at  a  touch.  The  presence  of  a  pyro-demon 
is  seldom  difficult  to  discern,  for  the  creatures  radiate  a 
good  deal  of  heat  and  give  off  a  stench  of  burni  ng  sulfur. 
Pyro-demons  possess  an  extreme  aversion  to  water, 
which  can  be  fatal  to  them,  and  to  cold,  which  causes 
them  great  discomfort.  They  are  also  susceptible  to  spells 
of  Aquamancy. 


THE  EASTERN  LANDS 


Size:  6'10"-7'2",  260- 
300+ lbs. 
Attributes: 
INT  +1 
PER+1 
WIL  +7 
CHA-6 
STR+5 
DEX  +2 
CON  +9 
SPD+3 

Ability  Level:  3-10 
Attacks/Damage: 
Claws:  DR  12,Tail:DR  10,  Fiery  breath:  DR  12 
Special  Abilities:  Pyromancy  with  four  M  odes  atAbility 
Level,  ignite  combustibles  by  touch,  breathe  fire  or 
smoke  at  will 
Armor:  Scaly  hide,  PR  2 
HitPoints:  36 
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Raknids  are  a  sorcerous  hybrid  of  demon  and 
scorpion  native  to  the  Volcanic  Hills  and  parts  of  the 
W  astel  ands.  T  here  are  f  our  di  sti  net  types  of  rakni  d,  each 
havi  ng  a  specif  i c  responsi  bi  I  i ty  w i thi  n  the  ri gi  d  conf  i  nes 
of  their  hive- society. 

1.  Warrior  raknids  are  humanoid  in  form,  with  a 
heavily  armored  carapace,  hooked  talons,  and  a  tail 
stinger  capable  of  injecting  a  potent,  paralytic  venom. 
These  creatures  are  employed  in  defense  of  the  hive- 
colony  and  to  gather  food  for  the  hive's  inhabitants. 

2.  Raknid  queens  are  so  huge  and  bloated  that 
they  are  practically  incapable  of  movement  and  require 
the  constant  attention  of  the  hive's  workers  and  drones. 
However,  they  possess  extraordinary  psionic  powers 
and  can  communicate  telepathically  with  raknids  from 
their  own  hive  or  read  the  minds  of  other  sentient 
creatures.  Each  raknid  colony  has  a  single  queen. 

3.  Raknid  drones  are  blind,  multi-legged  insectoids 
whose  soft  bodies  are  protected  by  a  hard,  spiked  shell. 
Driven  by  the  instinctive  urge  to  mate,  they  plot  and 
scheme,  seeking  ways  to  win  the  favor  of  their  queen. 
Drones  will  torture  and  interrogate  captive  creature, 
hoping  to  gain  useful  information  with  which  to  impress 
their  sovereign. 


4.  R  akni  d  W  orkers  are  mi  nd I  ess  gi  ants,  perf  ormi  ng 
their  limited  duties  through  instinct  alone.  These  huge 
creatures  maintain  the  colony's  hive-complex,  which 


they  construct  from  a  pulpy  substance  extruded  from 
their  palpi.  When  dry,  this  material  becomes  tough  and 
fibrous. 

The  evil  hive- mentality  of  a  raknid  colony  fosters 
but  a  single  goal:  to  preserve  and  propagate  their  vile 
species.  All  other  life  forms  are  considered  to  be  either 
enemies  or  a  potential  source  of  nourishment.  More 
precisely,  living  organisms  are  enemies  until  they  have 
been  slain,  whereupon  they  become  food.  Among  their 
greatest  foes  are  land  dragons,  vasps,  and  the  Sauran 
tribes  of  theVolcanic  Hills;  the  latter  burn  raknid  nests 
whenever  possible. 

RAKNID  WARRIOR 

Size:  6'-6'8",  200-300  lbs. 
Attributes: 

INT*  PER +2 

WIL +5  CHAN/A 

STR  44  DEX  +2 

CON  +6  SPD-2 

*  controlled  by  psychic  emanations  from  Queen 

Ability  Level:  3-15 

Attacks/Damage:  Claws:  DR  8,  Tail  stinger:  DR  10 
+paralysis  (CON  roll  to  resist,  duration:  20  rounds) 
Special  Abilities:  Leap  up  to  20  feet,  immunity  to  magical 
influence  and  control 
Armor:  Exoskeleton,  PR  3 
HitPoints:  30 


RAKNIDQUEEN 

Size:  20'-40'in  length,  1,500-3,500  lbs. 
Attributes: 

INT +10  PER +10 

WIL  +10  CHA-6 
STR  -6  DEX  -18 

CON0  SPD-17 
Ability  Level:  20+ 

Attacks/Damage:  Psychic  assault:  cause  pain  or  stun, 
DR  16  +-A  bility  Level  (range:  10  feet  per  level) 
Special  Abilities:  Detect  presences  (range:  1000  feet), 
immunity  to  magical  influence  or  control,  control  hive 
col  ony  by  psych i  c  emanati  ons  ( range:  100  feet  per  I  evel ) 
Armor:  None 
HitPoints:  60 


RAKNIDDRONE 

Size:  8'- 10'  in  length,  500-600+1  bs. 
Attributes: 

INT +2  PER +2 

WIL +5  CHA-5 
STR-1  DEX -4 

CON  +2  SPD  -4 

Level:  1-10 

Attacks/Damage:  Claws:  DR  3 
Special  Abilities:  Can  completely  withdraw  extremities 
into  armored  shell 

Armor:  Shell,  PR  7;  body  unarmored 
HitPoints:  12 


RAKNIDWORKER 

Size:  16'-20'+,  1-2  tons 
Attributes: 
INT* 
PER+1 
WIL  +7 
STR  +8 
DEX -8 
CON  +8 
SPD -8 

^controlled  by  psychic  emanations  from  Queen 
A  bility  Level:  1-3 

Attacks/Damage:  Bite:  DR  18,  entangle  intruders  in 
strands  of  f  i brous  pulp  (STR  rol  I  at  -4  to  resist,  range:  20 
feet) 

S peci  al  A  bi  I  i ti  es:  E  xtrude f  i  brous  pul  p 
Armor:  Exoskeleton,  PR  7 
HitPoints:  33 


The  vasp  is  a  giant,  predatory  insectoid  native  to 
theV  olcanic  H  ills  and  W  ilderlands  regions.  Despite  their 
size,  vasps  are  surprisingly  quick  and  are  capable  of 
leaping  up  to  forty  feet  at  a  bound.  Solitary  by  nature, 
vasps  hunt  alone,  often  after  dark.  Their  favored  prey 
are  raknid  warriors  who  have  wandered  too  far  from 
their  hive.  V  asps  are  not  particular,  however,  and  exhibit 
an  equal  preference  for  Saurans,  land  lizards,  durge, 
Araq,  and  other  humanoids.  Vasps  have  no  known 
natural  enemies. 


THE  EASTERN  LANDS 


A  vasp  will  usually  attack  by  leaping  upon  its 
chosen  prey,  holding  it  down  with  its  pincers,  and 
stinging  its  victim  to  death.  The  creature's  sting  can 
penetrate  even  metal  armor  and  exudes  a  caustic  venom 
which  dissolves  the  victim's  flesh  and  internal  organs. 
While  the  toxin  is  taking  effect,  the  vasp  wraps  its  prey 
i  n  a  si  I  ken  cocoon  and  drags  it  back  to  its  cave  or  tunnel- 
lair,  to  be  consumed  at  its  leisure.  These  insectoids  are 
distinguishable  by  a  characteristic  clicking  of  the 
mandibles,  audible  at  distances  up  to  fifty  feet. 

Size:  9'-10' in  height,  500-600  lbs. 
Attributes: 

INT -12  PER +3 

WIL+7  CHAN/A 
STR  47  DEX  46 

CON  46  SPD44 
Ability  Level:  14-22 

Attacks/Damage:  Pincers:  DR  17, Sting:  DR  11  4-venom 

(DR  4  per  round  for  10  rounds)  or  M  andibles:  DR  13, 

Webbing  (STR  roll  at -5  to  resist) 

Special  Abilities:  Leap  up  to  40  feet,  night  vision, 

webbing 

A  rmor:  M  etal  I  i  c  seal  es,  P  R  6 
HitPoints:  46 

[>ORL 

Denizens  of  the  Valley  of  M  ist,  V  oris  are  insidious 
creatures  whose  bodies  are  composed  entirely  of 
ani  mate  vapors,  I  eadi  ng  some  natural  i  sts  to  surmi  se  that 
these  organisms  are  a  variety  of  quasi-elemental. 
Although  they  are  vaguely  humanoid  in  form,  vorlsare 
able  to  alter  their  shape  as  suits  their  needs.  Their 
features  are  amorphous,  their  mouth  and  eyes 
resembling  little  more  than  pulsating,  dark  holes. 

Vorls  prey  on  living  creatures  of  all  sorts,  whom 
they  seek  to  strangle  in  their  trailing,  misty  forms.  They 
thrive  on  moi  sture  and  feed  on  the  bodi  ly  f  I  ui  ds  of  thei  r 
victims.  Creatures  "devoured"  by  vorls  in  this  manner 
appear  as  dried,  mummified  husks  and  will  crumbleto 
dust  at  a  touch. 

Vorlscannot  be  harmed  by  ordinary  weapons,  and 
even  magical  weapons  do  little  damage  against  their 
vaporous  forms.  Strong  winds  will  disperse  them 
temporarily,  and  spells  that  affect  wind  and  water  can 
be  used  to  dissolve  them  to  nothingness.  Vorls  can  also 
be  evaporated  by  great  surges  of  heat  or  flame,  and  so 


can  befoughtwithfire.Asthey  often  roam  the  V  alley  of 
M  i  st  i  n  n urn bers,  these  i  nsu bstanti  al  bei  ngs  pose  a  g reat 
hazard  to  Aamanian  pilgrims  traveling  to  the  Well  of 
Sai  nts. 

Size:  6'-7',  weightless 
Attributes: 

INT +3  PER0 
WIL+2  CHA-6 
STR*  DEX -2 

CON  -3  SPD  +1 

*  insubstantial 
Ability  Level:  1-8 

Attacks/Damage:  Touch:  DR  8  4-Ability  Level  from 
moisture  drain,  per  round 

Special  Abilities:  Immune  to  non-magical  weapons, 
magical  weapons  inflict  only  half  damage,  harmed  by 
heat  or  flame,  can  be  affected  by  winds  and  magic 
Armor:  None 
HitPoints:  10 


BflTF^ 

Batre  is  a  small,  tropical  isle  located  to  the  south 
of  theDark  Coast.  Itsjunglesabound  with  fruiting  trees, 
crystal  streams,  and  scenic  waterfalls.  Long  a  popular 
stopover  point  for  vessels  seeking  fresh  water  and 
supplies,  the  island  was  conquered  and  occupied  by 
the  I  mri  ans  i  n  the  year  602 .  S  i  nee  that  ti  me  i  ts  i  n  habi  tants, 
the  Batreans,  have  remained  slaves  of  the  I  mri  ans. 

The  Batreans  are  a  primitive  folk  who  dress  in 
rude  garments  of  coarse  cloth  and  dye  their  hair  with 
indelible  blue  pigments.  Members  of  their  respective 
genders  bear  so  little  resemblance  to  each  other  that 
they  seem  to  be  from  separate  species.  Batrean  males 
are  huge,  slope-shouldered,  hairy,  and  remarkably  ugly. 
Batrean  females,  on  the  other  hand,  are  engaging 
creatures,  slender  and  lovely  beyond  compare.  The 
males  dress  in  coarse  hides;  the  females,  in  robes  of 
translucent  linen. 

flrK^TRY 

The  Batreans  are  believed  to  be  descended  from 
survivors  of  T  he  G  reat  D  i saster,  w ho  f I  ed  f  rom  the  L  ost 
Continent  after  it  sank  below  the  waves.  If  true,  then 
Batreans  may  be  related  to  the  sea  nomads  of  Oceanus. 


The  Batreans  are  a  simple  folk  who  live  in  huts 
made  of  woven  thatch  and  subsist  on  a  diet  of  tubers, 
fruit,  fowl,  and  shellfish.  Prior  to  the  island's  occupation, 
males  and  females  traditionally  lived  apart.  Now  the  two 
sexes  are  strictly  segregated  by  their  Imrian  masters, 
who  have  ki  I  led  off  most  of  the  males,  savi  ng  only  a  few 
dozen  for  use  as  breeders. 

Breeding  males  are  kept  in  thornwood  pens  and 
allowed  out  only  to  take  nourishment  and  relieve 
themselves. Thefemales still  livein  huts,  butareclosely 
watched  by  Imrian  guards.  Batrean  males  seem  unmoved 
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'In  his  famed  book,  "Perception  and  Delusion,"  the 
estimable  Kabros,  sorcerer  and  one-time  ruler  of 
ancient  Phaedra,  states  emphatically:  'The  ability 
of  Batrean  females  to  influence  males  of  other 
species  can  be  attributed  to  their  scent,  which 
possesses  aphrodisiac  properties  similar  in  effect 
to  tantalus  vine.  Batrean  males,  who  as  a  group 
suffer  from  chronic  sinus  difficulties,  are  evidently 
unaffected  by  the  potent  pheromones  emitted  by 
their  mates." 


Intrigued  by  Kabros'  writings,!  endeavored  to  find 
some  means  of  putting  his  claims  to  the  test.  An 
opportunity  unexpectedly  presented  itself  in  Zandu, 
where,  as  a  courtesy  to  a  Farad  monger,  I 
vol  unteered  to  chaperone  three  B  atrean  concubi  nes^ 
whom  he  intended  to  sell  in  Arim.  The  Farad  went 
off  to  tend  to  other  business,  leaving  me  to  watch 
over  his  wagon,  in  which  were  safely  secreted  his 
lovely  charges.  Plugging  my  nasal  passages  with 
two  small  wads  of  compacted  silkcloth,  I  entered 
the  wagon,  empl  oyi  ng  a  mi  nor  bi  t  of  I  egerdemai  n  to 
foil  theFarad's  locks. 

The  Batreans  greeted  mewith  obvious  delight,  and 
pressed  their  charms  upon  me  in  a  most  generous 
fashion.  All  went  according  to  my  most  optimistic 
plans,  until  a  sudden  sneeze  caused  my  hastily 
improvised  nasal  filters  to  be  expel  led.  I  came  to  my 
senses  sometime  later,  awakened  by  the  shrieks 
and  curses  of  the  Farad  monger,  who  had  returned 
to  find  the  concubines  missing,  and  with  them,  all 
of  his  gold.  Happily  for  myself,  the  Batreans  had 
been  kind  enough  to  hide  me,  dazed  but  unhurt,  in 
a  clump  of  nearby  bushes.  I  deemed  the  results  of  ( 
my  experiment  to  be  sufficiently  conclusive,  and  ^ 
departed  the  area  post-haste." 


by  the  beauty  of  thei  r females,  whom  they  largely  ignore 
except  during  themales'  brief,  week-long  mating  season. 
Female  infants  are  raised  by  the  women.  Male  children 
arelargely  ignored,  which  may  explain  their  diminished 
learning  capacities. 

The  customs  of  the  Batrean  people  are  also 
divided  along  lines  of  gender.  The  males  are  crude, 
boorish,  and  slovenly,  and  seem  possessed  of  a  limited 


i  ntel  I  ectual  capacity.  B  atrean  f  emal  es,  on  the  other  hand, 
are  exceedingly  clever.  They  possess  the  ability  to  emit 
a  scent  that  beguiles  males  of  almost  all  humanoid 
species,  making  them  susceptible  to  suggestion.  This 
talent  develops  at  the  onset  of  puberty,  and  manifests  a 
sweetsmellingmusk,so  subtlethatitmay  not  be  noticed. 
While  male  Batreans  and  Imrians  are  immune  to  this 
pheromone,  males  of  most  other  humanoid  species  are 
not.  N  asal  pi  ugs  or  fi  Iters  afford  some  protecti on  agai  nst 
this  ability,  though  such  devices  are  not  uniformly 
reliable  (see sidebar). 

Formerly,  dominant  males  served  as  tribal 
chieftai  ns.  N  ow,  the  I  mrians  rule  Batre,  and  any  who  do 
not  obey  their  orders  are  killed  out  of  hand. 

\J)mK  &  Ration 

Batreans  have  no  organized  religion.  Thefemales 
are  said  to  know  something  of  magic,  though  themales 
are  far  too  dense  to  comprehend  such  things.  Batrean 
females  adorn  the  bodies  of  their  dead  with  garlands  of 
flowers  prior  to  burial,  a  custom  that  is  still  tolerated  by 
the  Imrians.  M  ales  had  no  such  customs. 

Thir  Art? 

Even  prior  to  annexation,  Batrean  males  evinced 
little  interest  in  crafts  or  the  arts,  preferring  hunting, 
gambling,  eating,  and  fighting.  Females  practice  many 
decorative  crafts,  including  painting  with  plant  dyes, 
making  jewelry  of  shells  and  painted  beads,  macrame, 
basket-weaving,  and  pottery.  The  Dance  of  the 
D  i  aphanous  V  ei  I  s  remai  ns  a  seducti  ve  tradi  ti  on  practi  ced 
by  thefemales.  During  the  mating  season  it  is  one  of  the 
few  things thatwill  excite theturgid  Batrean  males.The 
dance  is  said  to  be  even  more  effective  on  males  of 
other  species. 

Most  female  Batreans  are  fluent  in  both  Chanan 
and  L  o  w  T  al  i  si  an ,  w  hi  I  e  the  mal  es  are  barel  y  conversant 
in  the  former  of  these  two  tongues.  Common  male  names 
sound  harsh  and  brutish,  such  asThag,  V  rog,  and  Zhug. 
Females  have  mellifluous  sounding  names  like  Saiel, 
Jalea,  and  Shalisa. 

A  heavily  armed  contingent  of  about  a  hundred 
Imrians  is  currently  stationed  on  Batre.  They  built  a 
I  ookout  tower  and  crude  harbor  f  aci  I  i  ti  es,  but  otherw  i  se 
merel  y  too  k  over  th  e  ex  i  sti  n  g  B  atrean  fo  rti  fi  cati  o  n  s  an  d 


218 


THE  SOUTHERN  RIM 


upgraded  them.  Encircling  the  only  remaining  Batrean 
settlement  is  a  living  wall  of  thornwood,  augmented  by 
rows  of  sharpened  stakes  and  hidden  snares. 

Until  the  island  was  annexed  by  the  Imrians,  it 
was  the  custom  among  the  mal  es  to  sel  I  thei  r  womenf  ol  k 
for  gold,  a  practi ce  many  bel i eve  the  f emal es  i  nsti gated 
as  a  means  of  escaping  their  loutish  mates.  Now  the 
Imrians  control  the  sale  of  Batrean  females,  and  Imrian 
brass  rings  are  used  as  currency  on  the  island. 

(Uorlp  RaflTiony 

The  Imrians  breed  Batrean  females  for  sale  as 
si  aves  and  concubi  nes,  transporti  ng  them  via  thei  r  crude 
coracles  to  such  distant  lands  as  Faradun,  the  Kang 
Empire,  Arim,  Hadj,  and  Zandu.  Asidefrom  this,  Batre 
has  no  relations  with  the  outside  world. 

BflTF^flD  y^TTLXromT? 

There  once  were  two  extensive  settlements  on 
the  island  of  Batre:  the  villages  of  Domal  and  Lal-Lat. 
The  Imrians  razed  Lal-Lat  in  602,  and  moved  the 
surviving  inhabitants  to  Domal,  which  isfurtherinland, 
and  easier  to  defend.  This  primitive  settlement  is 
surrounded  by  hedgerows  of  thornwood,  and  accessible 
by  means  of  a  single  path  that  winds  its  way  through 
jungles  inhabited  by  winged  vipers  and  horned  apes. 

Catdracs  are  a  sorcerous  hybrid  of  feline  and 
reptilian  that  can  be  found  in  jungles  and  rain  forests 
throughout  the  Southern  Rim.  In  the 
wild,  these  lithe  predators  travel  in 
prides  of  six  or  more  individuals, 
led  by  a  dominant  male.  The 
females  do  most  of  the  hunting, 
while  the  males  are  employed 
primarily  to  protect  the  pride 
from  attack  by  its  rivals 
and  enemies,  which 
include 
exomorphs, 
omnivrax,  and 
malathropes. 

Highly 
intelligent, 


beasts,  and  hunting  beasts.  If  captured  and  trained  while 
still  very  young,  they  make  loyal  and  steadfast 
companions.  Thrall  warriors  stationed  in  the  Borderlands 
are  especially  fond  of  these  creatures,  whom  they 
sometimes  use  to  help  detect  potential  ambushes  and 
sneak  attacks.  Catdracs  possess  keen  senses  and  are 
al  most  i  mpossi  bl  e  to  take  by  surpri  se. 

Size:  2'-4' in  length,  20-80  lbs. 
Attributes: 

INT  -6  PER  44 

WIL+2  CHAN/A 
STR  -1  DEX  +3 

CON0  SPD+4 
Ability  Level:  4-9 

Attacks/Damage:  Bite:  DR  4,  Claws:  DR  3 

Special  Abilities:  N  ight  vision,  detect  other  I  if  eforms  at 

A  bility  Level  +PER  (range:  100' per  Ability  Level) 

Armor:  Scaled  hide,  PR  3 

Hit  Points:  5 

Giant  mollusks  are  native  to  the  islands,  tidal 
pools,  coastal  waters,  and  swamplands  of  the  Southern 
Rim.  There  are  many  species,  from  benign  types  that 
can  attain  lengths  of  up  to  six  feet  to  "man-eating" 
varieties  that  can  measure  up  to  twelve  feet  across. 
Almost  all  are  edible,  with  one  exception:  the  coral- 
mollusk,  afour-footbivalvethatisfound  on  Batre  and 
Fahn  and  is  normally  fatal  if  ingested.  The  rarest  of  all 
giant  mollusks  is  the  giant  quaga,  a  dangerous  carnivore 
that  is  hunted  for  the  violet  pearls  that  it  produces. 
These  pearls  may  weigh  up  to  ten  pounds  and  are  valued 
at  over  a  thousand  gold  lumens;  understandable,  given 
how  difficultthey  are  to  obtain.  A  much  smaller  variety 
of  quaga  is  common  to  M  og;  its  pearls  are  of  accordi  ngly 
esser  size  and  value. 

Size:  V-IT  in  diameter,  5-500+lbs. 
Attributes:  STR  +1  per2' diameter 
Ability  Level:  1  per 2' diameter 
Attacks/Damage:  Constriction:  DR  3  per 2' diameter 
Special  Abilities:  Crush  prey  between  shells 
Armor:  Shell,  PR  6 

HitPoints:  2 per 2' diameter 


th<;  ^ro^dt  iyL^y 

The  Crescent  Isles  are  a  chain  of  small  islands 
located  in  the  northern  part  of  the  Far  Seas,  a  body  of 
water  that  stretches  from  the  island  of  N  efaratus  to  the 
northern  tip  of  the  Kang  peninsula.  Uncharted  at  its 
southern  and  easternmost  extremes,  the  Far  Seas  are 
often  wracked  by  tropical  storms,  particularly  during 
the  spring  months.  Giant  sea  scorpions,  sea  demons, 
and  other  malefic  entities  are  known  to  infest  these 
waters. 

M  any  of  the  C  rescent  I  si  es  are  smal  I  and  rel  ati  vely 
insignificant  atolls,  appearing  on  no  known  map  or  sea 
chart.  Some,  ages-old  coral  reefs  or  mounds  of  tide- 
worn  stone,  are  barely  visible  above  the  waves,  and  are 
a  hazard  to  all  but  the  most  experienced  or  prescient 
navigators.  Those  islands  of  note,  whether  in  fact  or 
sailors'  legends,  are  delineated  in  the  foil  owing  text: 

raHD 

Fahn  is  a  beautiful  island,  considered  a  veritable 
paradise  by  those  who  have  visited  there.  Beaches  of 
sapphire  blue  sand  ring  theshore,  and  itsforests  exhibit 
an  abundance  of  tropical  flora,  including  hundreds  of 
species  of  flowering  vines  and  dendrons.  Clear  springs 
and  pools  dot  the  interior,  where  flocks  of  many-colored 
avi  r  come  to  nest  among  the  treetops.  T  hi  s  w  el  I  -aspected 
land  is  populated  by  a  tribe  of  primitive  people  known 
as  theSawila. 

TYK  yflOIILfl 

The  Sawila  have  pale  white  skin  and  a  mane  of 
colorful  plumes  running  along  the  head  and  neck. 
Slender  and  comely  to  the  eye,  they  attire  themselves  in 
costumes  of  brightfeathers,  combs  madeof  sea  dragon's 
scales,  and  necklaces  of  seeds  and  shells. 

flnKX5TRY 

Sawi  la  clai  m  to  be  descended  from  a  race  of  avians 
that  migrated  across  the  eastern  seas  to  Talislanta 
someti  me  after  T  he  G  reat  D  i  saster.  I  f  thei  r  tal  es  are  true, 
then  these  f  ol  k  may  be  rel  ated  to  the  A  eri ad  of  V  ardune. 

The  inhabitants  of  Fahn  are  a  peaceful  and  simple 
people  who  live  in  communal  settlements,  typically 
located  at  the  center  of  a  grove  of  fruiting  trees  and 
shrubs.  They  make  their  home  in  graceful  dwellings 
fashioned  of  woven  grasses,  and  suspended  from  the 


boughs  of  towering  deodars;  the  resemblance  to  the 
nests  of  certain  avian  species  has  been  noted  by  more 
than  one  Talislantan  naturalist.  Wind  chimes  of  many 
fanciful  shapes  hang  from  the  branches  of  these  trees, 
filling  the  air  with  their  gentle  and  melodious  sounds. 

Sawila  subsist  upon  fruits,  seeds,  and  blossom 
nectar,  making  such  garments  and  implements  as  they 
require  from  rattan,  woven  grasses,  and  feathers.  They 
mate  for  I  if  e,  general  ly  produci  ng  one  or  two  off  spri  ng. 
Children  are  raised  with  great  affection  and  taught  the 
lore  of  their  ancestors  by  the  elders. 

Saw  i  la  revere  al  I  feathered  avi  an  speci  es  as  avatars 
of  their  god,  Ariel,  and  will  never  do  harm  to  another 
avian  creature.  Thousands  upon  thousands  of  avir 
migrate  to  Fahn  each  year.  These  migrations  coincide 
w  i  th  certai  n  of  the  Saw  i  I  a' s  spel  I  -  weavi  ng  ri  tual  s,  I  eadi  ng 
someTalislantan  scholars  to  speculate  that  the  lifestyle 
and  customs  of  the  Sawila  may  well  be  holdovers  of 
their  ancient  avian  ancestry. 

Qoi^RDIMDT 

TheSawilahaveno formal  government,  butfollow 
whatever  pursuits  they  desire  without  doing  harm  to 
others.  Though  disputes  are  rare,  a  council  of  seven 
tri  bal  el  ders  i  s  avai  I  abl e  to  advi se  members  of  the  group 
as  needed.  Among  these  gentlefolk  crime  is  unknown. 
It  is  ironic,  then,  that  so  many  Tali  si  antans  refer  to  such 
folk  as  "primitive",  when  in  many  ways  they  are  far 
more  advanced  than  so-called  "civilized"  peoples. 

U)mK  &  Ration 

TheSawila  practice  aform  of  natural  magic  called 
spell-weaving,  which  consists  entirely  of  verbal  and 
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somatic  elements.They  worshipA  ri al ,  an  el emental  spi ri t 
of  the  wind  whom  they  envision  as  a  winged  Sawila  of 
great  beauty,  and  her  consort,  M  akk,  spirit  of  the  sea. 
They  claim  to  have  derived  their  spell-weaving  abilities 
from  A  rial  and  her  avatars  -  the  winged  creatures  known 
asavir.  It  is  said  that  the  Sawila  are  able  to  employ  their 
subtle  magics  to  speak  to  all  creatures  of  the  air  and 
water,  and  even  to  effect  changes  in  the  weather.  Sawila 
cover  the  bodies  of  their  dead  with  fragrant  blossoms 
and  sea  shells,  then  cast  them  out  to  sea  on  bowers  of 
woven  branches. 

Th^  Art? 

Sawila  songs  are  part  oral  history,  and  part  magic. 
Their  music  is  composed  of  multiple  layers  of  vocal 
harmonies,  accompanied  by  wind  chimes  of  varying  pitch 
and  ti  mbre.  T he  D  ance  of  the  R ai  nbow  P I  umes  i  s  sai  d  to 
represent  the  f  I  i  ght  of  the  S  aw  i  I  a' s  ancestors  f  rom  thei  r 
doomed  ancestral  homeland  to  the  island  of  Fahn.  The 
Sawila  also  practice  many  decorative  crafts,  such  as 
weaving,  macrame,  making  wind  chimes,  fashioning 
beads  and  implements  from  sea  shells,  making  decorative 
headdresses  and  garments  from  feathers,  pottery,  and 
painting  with  clay  pigments.  Everything  that  the  Sawila 
make  is  beautifully  decorated,  from  their  garments  to 
their  homes. 

T  he  S  aw  i  I  a  are  f  I  uent  i  n  C  hanan,  and  al  so  converse 
via  an  expressive  and  graceful  version  of  Sign.  Their 
language  is  sung  rather  than  spoken,  the  melodic 
patterns  conveying  emotional  content  and  even  more 
subtle  shades  of  meaning.  Some  say  that  the  Sawila 
dialect  sounds  likethe  warbling  of  songbirds.  M  aleand 
female  names  have  four  syllables,  and  a  "sing-song" 
qual  i  ty,  such  as  I  akel  a,  E I adi a,  A  kati a,  Sel  anea,  an  so  on . 

V^ny^y 

Sawila  are  gentle  creatures  who  abhor  violence. 
Still,  if  threatened  they  will  use  their  spell-weaving 
abilities  in  defense  of  their  settlements.  Their  people 
have  long  been  victimized  by  the  Imrians  and  M  angar, 
who  covet  the  exotic-looking  Sawila  females  as  slaves 
and  consorts,  respectively. 

A mong  themselves,  Sawila  use  necklacesof  shells 
as  currency,  or  for  barter.  They  do  not  trade  with  other 
peoples,  and  so  have  no  use  for  gold  or  currencies. 


Excerpted  from  a  short  monologue  attri  buted  to  the 
famed  Talislantan  naturalist,  Thystram;  who,  though 
widely  known  as  an  astute  observer  of  the  world 
around  him,  was  prone  to  occasional  excesses  of 
style  with  regard  to  his  writings,  as  can  be  seen  in 
the  following: 

I  "Nothing  could  be  more  beautiful  or  inspiring  than 
'  the  spel  I -songs  of  the  Sawi  I  a  tri  bes,  who  dwell  upon 
the  Isle  of  Fahn,  in  the  Far  Seas.  To  hear  the  music 
of  the  Sawila  spell-singers  is  to  know  the  voice  of , 
magic  as  itsounded  long,  long  ago.  Their  melodies, 
sung  in  pure  and  simple  tones  yet  woven  into 
harmoni  c  tapestri  es  of  dazzl  i  ng  compl  exi  ty,  are  aki  n 
to  the  ancient  cal  I  s  of  the  elemental  spi  rits  of  wind, 
*  water,  earth,  and  fire. 


W  hen  the  Saw  i  I  a  si  ng  thei  r  w  i  nd  spi  rit  songs,  clouds 
chase  across  the  sky  to  gather  or  disperse;  thunder, 
lightning,  and  rain  come  or  go,  all  at  their  behest. 
W  hen  they  sing  to  the  spirits  of  the  water,  streams 
and  rivers  heed  their  commands.The  seas  around 
their  island  home  grow  calm,  or  roil  in  anger;  they 
yield  up  sunken  treasures,  or  convey  to  the  Sawila 
such  denizens  of  the  deep  as  they  wish  to  summon. 
When  the  earth  songs  are  sung,  the  ground  shakes 
Vand  trembles  beneath  their  feet,  to  open  or  close  as 
f  they  desire;  rock  turns  to  earth,  and  earth  to  dust. 
And  when  the  fire  spirits  are  called  they  bring 
warmth,  awaken  volcanoes  from  their  sleep,  or  do 
)  as  they  are  beckoned. 

Should  you  ever  hear  the  songs  of  the  Sawila,  you 
will  know  the  true  meani  ng  of  wonder.  F  or  these  are 
the  ancient  songs  that  once  were  heard  throughout 
Talislanta,  before  the  coming  of  the  so-called 
civilized  peoples,  and  the  havoc  that  they  have 
wrought  upon  the  world." 


(LlVRLVVKUi 

The  Sawila  tribes  lived  in  isolation  for  untold 
centuries  until  the  Imrians,  Na-Ku,  and  M  angar  began 
to  prey  upon  them.  Since  then  they  have  grown 
suspi  ci  ous  of  outsi  ders,  and  they  now  take  more  greater 
pai  ns  to  protect  themselves  from  attack.  T  he  Saw  i  I  a  have 
no  formal  rel  ati  ons  w  i  th  any  other  nati  on  or  government. 


) 

The  M  angars  are  a  cluster  of  four  small  islands 
located  in  close  proximity  to  one  another.  Covered  in 
jungle,  the  hidden  lagoons  and  grottos  on  these  islands 
are  home  to  numerous  small  pirate  bands,  known 
collectively  as  the  M  angar  Corsairs. 

M  angar  are  of  average  stature,  with  dark  brown 
skin  and  narrow  eyes.  It  is  the  custom  of  the  males  to 
shave  their  heads,  wear  long  mustaches,  and  decorate 
their  chest  with  intricate  and  colorful  tattoos  depicting 
sea  dragons.  M  angar  females  shave  their  heads  as  well, 
but  retain  a  long  scalp-lock,  typically  confined  by  a  ring 
of  copper,  brass,  or  gold.  They  also  wear  tattoos,  though 
usually  on  thei  r  backs  or  arms.  B  oth  sexes  dress  in  high 
boots,  loose  pantaloons,  brass  armbands,  and  earrings, 
with  curved  daggers  tucked  into  their  belt-sashes. 

0r)<^5TRY 

M  angar  claim  descent  from  the  Baratus,  a  race  of 
f  i  erce,  sky-rovi  ng  pi  rates  extant  duri  ng  the  A  rchaen  Age. 
Their  claims  may  or  may  not  be  true,  though  it  has  been 
noted  that  M  angar  also  bear  some  resemblance  to  the 
Oceanians. 

M  angar  live  in  fortified  port  settlements 
surrounded  by  walls  of  rough-hewn  stone.  Individual 
dwellings  are  made  of  stone  or  mud  brick,  with  thatch 
roofs.  The  M  angar  diet  consists  of  shellfish,  nar-eel, 
and  other  sea  creatures;  typically,  served  raw  with  sliced 
roots  and  tubers.  A  strong  grog  is  made  from  local  grains 
and  tubers;  a  few  erd  are  kept  on  hand  for  milk  and 
cheese. 

M  angar  relationships  tend  to  be  unstable,  and 
rarely  last  long.  Instead,  the  main  "family  unit"  is  the 
corsair  crew;  captain,  first  mate,  second  mate,  and  so 
on.  Children  are  left  to  fend  for  themselves  most  of  the 
time,  and  are  often  dirty  and  underfed.  Able  males  and 
females  frequently  sail  forth  from  the  settlements  on 
raids  and  are  absentfor  long  periods,  leaving  the  children 
i  n  the  hands  of  those  w  ho  are  too  el  derly  or  i  nf  i  rm  to  go 
to  sea. 

Justly  renowned  as  murderers  and  cut-throats, 
the  M  angar  Corsairs  are  the  bane  of  ships  that  traverse 
the  waters  of  the  Far  Seas.  They  are  regarded  with  hatred 


and  fear  by  sailors  from  many  lands.  The  M  angar  range 
far  and  wide  in  their  swift-moving  carracks,  preying  on 
other  vessels,  torturing  victims,  and  robbing  them  of 
their  valuables.  There  are  a  number  of  different  pirate 
bands,  all  rivals  of  one  another.  In  lean  times  they  prey 
on  each  other,  sometimes  fighting  over  potential  plunder. 
The  make-up  of  these  bands  is  frequently  quite  diverse: 
Captives  freed  from  Imrian  vessels,  shanghaied  sailors, 
exiles  from  foreign  lands,  and  even  Chana  Witchmen 
have  been  found  amongst  M  angar  crews. 

M  angar  are  superstitious,  and  often  read  the  skies 
and  seas  for  omens.  0  n  a  day  j  udged  to  be  governed  by 
ill  omens  a  M  angar  crew  will  not  set  sail  except  under 
threat  of  bodily  harm.  They  will  then  obey,  but  with 
much  reluctance.  There  is  a  powerful  taboo  against 
mutiny,  which  is  believed  to  bring  a  terrible  curse  upon 
the  mutineers.  Despite  this  M  angar  are  occasionally 
willing  to  risk  the  effects  of  a  curse  rather  than  endure 
thetormentof  an  especially  cruel  or  avaricious  captain. 
One  thing  no  M  angar  will  do  is  to  cross  the  wake  of  a 
Black  Savant  vessel,  which  they  believe  is  will  invite 
the  most  evil  sort  of  misfortune. 

Corsair  captains  rule  their  crews  with  an  iron  hand, 
dividing  booty  and  maintaining  a  semblance  of  order 
whether  on  board  ship  or  at  home.  In  large  settlements 
where  there  are  several  captai  ns  the  one  w  ho  i  s  strongest 
or  has  the  biggest  and  best-armed  crew  will  claim  the 
role  of  leader.  M  angar  steal  from  and  fight  with  each 
other  often.  As  long  as  no  transgression  in  rank  occurs, 
the  offenders  are  left  to  sort  thi  ngs  out  for  themselves. 
C  aptai  ns  pass  j  udgement  on  al  I  cases  of  i  nsubordi  nati  on 
and  attempted  mutiny.  Punishments  range  from  a  few 
strokes  of  the  I  ash  to  torture,  muti  I  ati  on,  or  an  i  nvi  tati  on 
to  "dance  the  mangarello"  (see  The  Arts). 

\T)mK  &  Ration 

The  M  angar  bow  before  no  god,  but  have  a 
superstitious  fear  of  sea  and  air  elemental s.  To  placate 
these  entities  they  sometimes  burn  offerings  of  incense 
from  brass  censers  hung  from  the  bowsprits  of  their 
carracks.  Aside  from  this,  there  are  no  other  rituals  or 
observances.  M  angar  sometimes  cozen  a  few  spells  and 
charms  from  captive  Chana,  though  it  is  a  rare  corsair 
who  exhibits  any  great  talent  for  magic.  M  angar  bury 
their  dead  at  sea,  tossing  the  bodies  overboard  without 
ceremony. 
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T\k  Art? 

Mangar  practice  ship  building  and  sail  making, 
talents  at  which  they  exhibit  considerable  ability.  They 
have  I  i  mi  ted  metal  I  urgi  cal  ski  1 1  s,  however,  and  so  prefer 
to  steal  quality  tools  and  weapons  rather  than  make 
their  own.  When  drunk  on  grog  M  angar  sometimes  sing 
sea  chants  that  gl  orif y  the  deeds  of  past  corsai  r  captai  ns 
and  bands.  If  very  drunk  they  may  attempt  a  few  rounds 
of  the  mangarel  I  o,  a  foot-stamping  dance  of  considerable 
activity  but  little  grace.  Or,  better  yet  in  the  eyes  of  the 
Mangar,  they  will  prod  captives  with  spears  and  force 
them  to  "dance  the  mangarel  lo"  for  their  entertainment 
-  usually  off  a  plank,  and  preferably  into  sea  demon- 
infested  waters.  When  not  on  the  hunt,  M  angar  favor 
ska-wae,  a  dangerous  game  played  with  curved  daggers 
and  dice.  M  angar  with  less  than  the  customary  number 
of  fingers  are  not  uncommon,  a  direct  consequence  of 
poor  ska-wae  play. 

Mangar  speak  the  Sea  Nomad  tongue,  and  also 
converse  in  a  form  of  sign.  Common  names  generally 
utilize theprefix,  "M  ang",  in  them  Common  malenames 
include  Mangido,  Mangaza,  and  Mangoro.  Female 
names  end  in  "el",  as  in  M  angidel,  M  angazel,  M  angorel. 

U^ny^y 

The  Mangar's  main  defenses  are  speed  — 
running  from  pursuers  in  their  swift  carracks  —  and 
concealment.  M  angar  settlements  are  always  located  in 
seel uded,  hi dden  I agoons  chosen  for  thei r  def ensi  bi I  i ty . 
For  additional  security  settlements  are  enclosed  by 
stonewalls;  catapults  and  ball  ista  are  mounted  atop  the 
battlements,  which  can  also  be  manned  by  archers  and 
crossbow  men.  M  angar  sometimes  set  traps  to  poison 
or  incapacitate  giant  sea  scorpions  and  other  aquatic 
predators  who  live  too  close  to  their  settlements. 

^OIDPXR^ 

Thieves  by  trade,  M  angar  traffic  in  currencies  from 
many  I  ands  and  cultures.  Gold  I  umens  are  preferred,  but 
no  currency  is  refused.  Slaves  are  used  as  barter, 
consorts,  hostages,  or  for  cruel  sport. 

(UORLPUIOjJ 

The  M  angar  have  ties  with  no  other  nation  or 
peoples.  Like  most  sensible  seafarers,  the  Corsairs  steer 
clear  of  N  ef  aratus  and  give  the  Black  Savants' vessels  a 
wide  berth.  They  mark  the  cannibals  of  Pana-Ku  as 
enemies,  and  regard  the  Sea  Rogues  of  G  ao-D  i  n  as  hated 
rivals. 


Thr  Vm  Art  or  Bfl^K-?TflBBir><3 


'The  M  angar  possess  a  talent  for  treachery  that  is 
ingrained  upon  them  from  an  early  age.  Mangar 
children  are  taught  that  in  order  to  survive  and 
prosper,  they  should  never  trust  the  word  of  others. 
Instead,  they  are  told  to  trust  only  their  own 
instincts,  and  to  do  whatever  is  needed  to  achieve 
^  that  which  they  desire.  This  behavior  is  evident  in 
all  aspects  of  clan  life,  and  is  typified  by  the  M  angar 
game  of  ska-wae,  where  it  is  acceptable  to  cheat,  so 
long  as  one  does  not  get  caught. 


Mangar  will  do  anything  to  obtain  an  advantage 
„  over  their  rivals.  When  courting  a  prospective  mate, 
males  will  bribe,  cajole,  threaten,  and  sometimes j 
even  kill  in  order  to  w  i  n  a  f  emal  e' s  af  f  ecti  on .  T  o  ri  se  ' 
to  the  rank  of  shi  p's  captai  n,  a  M  angar  corsai  r  may 
have  to  eliminate  a  half-dozen  rivals,  using  guile, 
duplicity,  or  the  simple  expediency  of  a  knife  in  the 
back.  C  ompeti  ti  on  for  the  posi  ti  on  of  cl  an  chi  ef  tai  n 
is  even  more  fierce,  and  may  entail  the  use  of 
blackmail,  sabotage,  slow  poisons,  or  outright 
warfare. 


> 


The  G  ao  say  that  to  meet  a  M  angar  i  n  combat  is  to 
understand  the  true  nature  of  the  M  angar  soul. 
Where  Gao  rely  on  swordsmanship  and  daring, 
Mangar  prefer  ambushes,  dirty  tricks,  and  sneak 
attacks.  A  Gao  is  gracious  both  in  victory  and  defeat. 
Win  or  lose,  a  M  angar  will  put  a  knife  in  you  the 
minute  your  back  is  turned.  To  put  it  simply,  the 
Mangar  trust  no  one,  and  are  in  turn  trusted  by 
none. 


flQUflTK  vaw 

Larger  relative  of  the  land  dwelling  vasp,  the 
aquatic  vasp  is  a  giant,  predatory  insectoid  that  haunts 
coastal  regions  and  deep  swamps  all  along  the  Southern 
Rim.  Like  their  landborne  relatives,  aquatic  vasps  are 
noctu  rn  al  c  reatu  res.  T  h  ey  emerg  e  f  ro  m  th  ei  r  w  atery  I  ai  rs 
to  prowl  the  shallows,  hunting  for  water  raknids  and 
other  aquatic  prey.  If  provided  with  the  opportunity, 
they  will  also  take  humanoid  victims.  It  is  the  nature  of 
these  creatures  to  leave  fine  lines  of  webbing  in  their 
wake,  demarcating  their  territories.  When  another 
creature  touches  the  sensitive  web  line,  the  vasp  is 
alerted  to  its  presence  and  leaps  to  the  attack.  Once  the 
victim  has  been  subdued,  the  vasp  will  drag  it  below  the 
water,  where  it  can  feed  upon  its  prey  undisturbed. 
Aquatic  vasps  compete  for  prey  with  giant  river  kra  and 
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skalanx  and  sometimes  engage  in  fierce  battles  with  these 
savage  predators. 

Size:  ir-121  in  height,  600-800  lbs. 
Attributes: 

INT -12  PER +3 

WIL+7  CHAN/A 
STR  46  DEX  44 

CON  46  SPD  4-3 

Level:  12-20 

Attacks/Damage:  Pincers:  DR  20, Sting:  DR  12  4-venom 

(DR  3  per  round  for  10  rounds),  or  M  andibles:  DR  16, 

W  ebbi  ng  (ST  R  rol  I  at  -5  to  resi  st) 

Special  Abilities:  Aquatic,  nightvision,  webbing 

A  rmor:  M  etal  I  i  c  seal  es,  P  R  6 

H  itPoints:  50 

P0D0-KU 

Pana-Kuisavolcanic  isle,  wreathed  injungleand 
ringed  by  a  dozen  or  more  reefs  and  lesser  atolls.  Some 
of  these  atolls  are  volcanic  in  nature,  and  alternate 
between  periods  of  activity  and  dormancy.  The  large 
volcano  that  gave  birth  to  the  main  island  of  Pana-Ku 
has  been  dormant  for  centuries,  though  itstill  smolders 
ominously,  occasionally  releasing  clouds  of  noxious 
vapor.  This  hostile  isle  is  home  to  the  Na-K  u,  a  folk  of 
horrific  appearance  and  habits. 


N  a-K  u  are  hunched  and  misshapen  creatures  who 
have  oily  indigo  blue  skin,  yellow  eyes,  skull-like 
visages,  and  a  serpentine  tail.  They  dress  in  crude 
loincloths  of  animal  hide,  and  wear  necklaces  of 
humanoid  teeth  and  bones. 

flrX^TRY 

SomeTalislantan  scholars  believe  that  the  entire 
Na-Ku  race  may  have  been  spawned  (some  say  voided) 
by  the  Na-Ku's  King,  a  horrible  half-demon  known  as 
Narug.  Others  think  the  race  may  be  a  mutated  species 
of  D  arkl  i  ng,  or  a  cross  between  D  arkl  i  ng  and  some  I  ower 
planar  species. 

The  Na-Ku  are  cannibals  who  prey  on  other 
humanoids.  Like  termites  in  a  hive,  the  Na-Ku  exist  solely 
to  sati sf y  the  desi  res  and  urges  of  thei  r  rul  er  -  the  horri dly 
obese  Na-Ku  King.  At  his  behest  they  go  forth  in  their 
canoes  to  hunt  for  food,  slaves,  and  consorts,  whom 
they  feed  to  their  king.  Despite  frequent  hunting  and 
raiding  expeditions,  the  Na-Ku  are  barely  able  to  keep 
up  with  the  King's  prodigious  appetite.  Asa  result,  most 
Na-Ku  must  make  do  with  such  scraps  and  leavings  as 
they  can  scavenge,  hide,  or  steal.  Only  their  part-demonic 
constitutions  prevent  the  miserable  creatures  from 
starving  to  death. 

N  a-K  u  live  in  crude,  domed  huts  made  of  thatch. 
They  prefer  to  eat  man-flesh,  but  are  unparticular  with 
regard  to  type  and  quality:  humanoids,  wild  animals, 
carrion,  dead  aquatic  creatures  that  have  washed-up  on 
the  shore,  and  even  fellow  Na-Ku  are  all  considered 
equally  edible.  M  ales  and  females  mate  indiscriminately, 
thefemale  giving  birth  to  a  "litter"  of  uptoeightyoung. 
Fully  half  of  the  offspring  are  still-born,  and  two  thirds 
of  the  surviving  litter  either  die  of  neglect  or  are  eaten. 

Na-Ku  exhibit  many  of  the  attributes  of  their 
demonic  forbears.  They  are  greedy,  voracious,  and  cruel, 
and  pick  on  those  who  are  weaker  than  themselves. 
Talislantan  sailors  speak  of  Na-Ku  who,  being  held  in 
captivity,  have  devoured  their  young,  their  mates,  and 
even  themselves  (the  latter  claim  may  perhaps  be  an 
exaggeration). 
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The  King  is  the  undisputed  ruler  of  the  Na-Ku; 
his  word,  conveyed  through  the  witchdoctors,  is  the 
law.  AstheKing  is demoni c  and  even  mani acal  by  nature, 
his  commands  are  not  necessarily  governed  by  logic. 
Nonetheless,  his  subjects  must  obey  or  face  the 
consequences.  Individuals  accused  of  failing  to  obey 
the  King's  dictates  in  any  way,  or  of  slacking,  hoarding 
food,  or  any  of  a  hundred  other  offenses,  are  taken  to 
the  King  for  punishment.  In  most  cases  the  defender  is 
simply  devoured  by  the  King  without  trial  or  ceremony. 

WmK  &  Ration 

Superstitious  and  ignorant  by  nature,  the  Na-Ku 
are  i  n  awe  of  magi c.  T hey  revere  thei  r  horri  bl e  K  i  ng  as  a 
god,  and  obey  his  decrees  and  the  commands  of  his 
witchdoctors  without  question.  Na-Ku  witchdoctors  act 
as  seers  and  spiritual  advisors,  but  rarely  possess  actual 
spell-casting  abilities.  Dead  Na-Ku  are  viewed  as  food 
by  all  liveNa-Ku. 

Tyk  Art? 

The  Na-Ku  make  dugout  canoes  and  crude 
weapons  of  flint  and  bone,  but  otherwise  exhibit  no 
tal  ent  for  or  i  nterest  i  n  most  arts  or  crafts.  C  ertai  n  of  the 
Na-Ku  ceremonies  are  accompanied  by  screaming, 
howling,  and  the  beating  of  skulls  with  leg  bones,  though 
to  refer  to  such  a  mindless  cacophony  as  "music"  might 
be  stretching  things. 

The  Na-Ku  speak  Chanan,  though  their  version 
of  the  language  has  been  mangled  and  garbled  over  the 
course  of  time  so  that  it  bears  little  resemblance  to  the 
tongue  spoken  by  other  natives  of  the  Far  Seas.  C  ommon 
names  end  in  the  suffix,  "Ku",  as  in  Kyo-Ku,  Dja-Ku, 
M  o-Ku,  etc. 

The  Na-Ku  have  no  fortifications,  though  all  able 
members  of  the  tribes  are  expected  to  bear  arms  and 
defend  the  isle  in  the  event  of  intrusion  by  outsiders. 
Astheislandli  teral  I  y  c  raw  I  s  w  i  th  N  a-  K  u  an  d  i  s  reg  ard  ed 
as  something  of  a  hellhole,  it  has  never  been  invaded. 

F ood  ( al i as  meat)  is  theonly  thing  of  truevalueto 
the  Na-Ku,  who,  due  to  the  gross  appetites  of  their 
King,  are  always  hungry.  They  trade  with  no  other 
peoples. 


Followingawreckatsea,  the  Farad  procurer,  Famai 
of  the  H  ouse  of  C  oros,  w as  taken  capti  ve  by  a  grou p 
j?of  Na-Ku  cannibals.  Here  is  an  excerpt  from  his 
account  of  that  incident: 


"After  being  pulled  from  the  water  by  a  group  of 
Na-Ku,  I  was  brought  by  dugoutcanoe  to  theisl  and 
and  thrown  into  a  crude  bamboo  cage  supported 
by  two  pairs  of  wooden  wheels.  With  me  in  the  cell 
was  a  six-legged  creature  thatl  tookforatardisite, 
and  two  sailors  from  our  ship,  both  of  whom  were 
quitedead.  Ignoring  my  pleas  theNa-Kutook  hold 
of  a  pair  of  ropes  affixed  to  the  wheeled  cage  and 
dragged  the  rude  conveyance  inland.  After  a  time 
we  passed  through  a  ri  ng  of  thornwood  and  entered  , 
a  vi  1 1  age  of  thatched  hovel  s.  A  t  thi  s  poi  nt  we  j  oi  ned 
a  number  of  other  wheeled  cages,  each  pulled  by  a 
team  of  Na-Ku.  The  eerie  procession  continued 
inland  for  a  mi  leor  more,  finally  coming  to  a  halt  at 
the  base  of  a  great  volcano. 


Herel  saw  a  sight  that  will  haunt  me  to  the  end  of, 
my  days:  the  horned  demon-king  of  the  Na-Ku, 
seated  upon  a  throne  decorated  with  humanoid 
skulls.  The  monster  was  over  twenty  feet  i  n  height, 
and  perhaps  half  again  as  wide;  never  have  I  seen 
a  thing  so  grotesquely  obese.  A  longside  the  king's 
awful  throne  his  servants  had  built  a  crude  wooden 
ramp  that  extended  upwards,  terminating  in  a 
platform  that  was  level  with  thedemon-king's  head. 
Now  I  saw  the  purpose  of  the  wheeled  cages,  for 
this  was  how  the  Na-Ku  conveyed  food  to  their 
ruler. 

\  Shaking  with  fear  I  watched  as  a  cage  containing  a 
(  dead  nar-eel  and  an  urthrax  was  rolled  up  the  ramp, 
and  its  contents  thrown  into  the  gaping  mouth  of 
the  demon-ki  ng,  who  chewed-up  the  meat  and  spat 
out  the  bones.  Another  cage,  this  one  filled  with 
the  bodies  of  other  sailors  who  had  drowned  in  the 
shipwreck,  was  brought  up;  then  another,  and 
another. 

When  the  time  came  for  my  cage  to  be  brought  I 
uttered  a  prayer  to  the  G  ol  den  G  od  A  var,  promi  si  ng 
to  donate  the  sum  of  my  wealth  if  only  he  would 
spare  me.  Slowly,  the  N  a-K  u  began  to  roll  my  cage 
up  the  ramp.  Then,  a  miracle!  One  of  the  wheels  of 
the  shabbily-built  contraption  fell  off;  the  wheeled 


-cage  tottered  once,  twice,  then  toppled  off  the  ramp" 
and  came  crashing  to  the  ground.  The  bars  of  the 
cage  gave  way;  I  squirmed  free  of  the  debris  and 
ran  for  all  I  wasworth  intothejungle. 

After  many  days  and  numerous  brushes  with  death 
I  made  my  way  to  the  western  coast,  where  a  week, 
later  I  was  spotted  and  rescued  by  a  Farad  merchant 
vessel.  Upon  arriving  safely  in  Tarun  I  went 
forthwith  to  the  church  of  Avar  and  donated  the 
-sumof  twenty  gold  lumens-  admittedly,  somewhat 
less  than  I  had  promised,  though  in  truth  I  had 
signed  no  contract  and  in  any  event  the  pact  was 
made  under  extreme  duress  and  therefore  not 


The  N  a-K  u  have  no  relations  with  any  other  race 
or  nation,  and  are  shunned  by  all  decentfolk.  In  recent 
years  it  is  said  that  the  Na-K  u  have  declined  in  number, 
a  si  tuati  on  that  may  be  attri  buted  to  the  M  angar  C  orsai  rs, 
who  make  it  a  regular  practice  to  kill  these  demonoids 
on  sight. 

The  venomwood  tree  is  a  rare  variety  of  tropical 
plant  found  on  the  island  of  Pana-K  u  and  other  parts  of 
the  Southern  Rim.  Its  wood  exudes  a  virulent  poison 
that  is  thought  to  protect  the  tree  from  boring  insects 
and  root  grubs.  The  cannibalistic  Na-Ku  tribes  make 
"poison  arrows"  (as  they  are  most  aptly  called)  from  the 
branches  of  the  venomwood.  Victims  hit  by  a  poison 
arrow  first  experience  searing  pain  in  the  area 
surrounding  thewound,  followed  swiftly  by  a  noticeable 
loss  of  strength.  Unless  an  antidote  can  be  obtained, 
even  the  slightest  wound  from  a  poison  arrow  will  result 
in  death  within  two  to  eight  hours.  Illegal  in  most  civilized 
lands,  venomwood  arrows  are  greatly  favored  by 
assassins  and  are  sometimes  available  through  black 
market  connections. 

For  many  years,  these  four  small  atolls,  situated 
near  the  perilous  M  angar  Islands,  were  thought  by  most 
experts  to  be  inhabited  only  by  a  few  exotic  species  of 
wild  beasts  —  such  as  the  rare  silver  draconid,  prized 
by  natural  i  sts  and  col  I  ectors.  T  he  M  angar  C  orsai  rs  i  nsi  st 
otherwise,  stating  that  one  of  these  isles  serves  as  a 
hidden  base  for  an  ancient  race  of  sea  dragon  hunters 
known  by  their  ancestral  name:  the  Sun-Ra-San. 


tyk  y<jn-R<q-y<qn 


The  Sun-Ra-San  are  a  semi-aquatic  race.  They 
have  silvery  skin,  covered  with  fine  scales,  and  deep 
blue  eyes.  The  Sun-Ra-San  resemble  their  "civilized" 
brothers,  theSunraof  theKang  Empire,  but  in  general 
are  larger  and  more  muscular  of  build.  They  wear  armor 
of  sea  dragon  scales  and  boots  of  rainbow  kra's  hide, 
and  carry  spears  and  daggers  made  from  the  bones  of 
sea  dragons. 

TheSun-Ra-San  are  the  descendants  of  an  ancient 
race  of  seafarers  who  once  spanned  the  waters  of  the 
Far  Seas.  They  may  also  be  related  to  the  Batrachians,  a 
raceof  amphibiouscreaturesnow  thought  to  be  extinct. 
The  tribes  escaped  from  the  Eastern  Lands  in  time  to 
avoid  subjugation  by  theQuan,  and  fled  to  the  Scimitar 
Isles,  where  they  now  live  much  as  their  ancient 
ancestors  did  before  the  ti  me  of  The  G  reat  D  isaster. 

Sun-Ra-San  live  in  castles  carved  from  giant 
mounds  of  coral  .The  primary  unit  is  theextended  fami  ly, 
or  cl  an.  S  unra  coupl  es  mate  for  I  if  e  and  beyond,  sweari  ng 
eternal  faithfulness  even  in  the  afterlife;  the  marriage 
ceremony  is  called  a  "merging  of  souls".  Children  are 
raised  by  both  their  parents  and  grandparents;  training 
in  the  art  of  hunting  and  in  Sun-Ra-San  culture  begins 
at  age  two. 

The  Sun-Ra-San  are  hunters  of  sea  dragons  and 
other  large  aquatic  carnivores,  whom  they  kill  for  meat, 
hide,  scales,  and  bone;  nothing  is  ever  wasted  (see 
sidebar).  Sea  dragons  provide  food  and  the  raw  materials 
required  to  make  all  that  they  need.  Their  ship's  hulls 
are  made  of  dragon  rib  bones,  with  the  hide  being 
stretched  across  the  framework  to  form  the  hull.  Sea 
dragon  scales  are  used  to  make  armor,  weapons,  tools, 
boots,  and  garments. 

Sun-Ra-San  culture  is  rich  in  legend  and  lore.  Of 
special  importance  is  the  legend  of  Sur-San  the  Fire- 
Giver,  a  bold  hunter  who  led  his  tribe  safely  from  the 
grasp  of  the  Quan.  His  name  means  "First  One"  - 
appropriate,  as  he  was  the  first  elected  ruler  of  the  Sun- 
Ra-San  after  they  fled  their  homeland.  Sur-San  is  revered 
as  a  great  warrior  and  hunter,  but  also  as  a  great  schol  ar. 
He  used  his  great  knowledge  of  the  seas  and  tides  to 
escape  and  outwit  the  Quan.  Written  accounts  of  this 
legend  can  be  found  in  most  Sun-Ra-San  dwellings. 


Like  the  Sunra,  the  Dragon  H  unters  have  a  great 
love  of  learning.  The  young  must  learn  to  write  the 
ancient  Sun-Ra-San  script,  and  to  read  the  ancient  sea 
charts  and  scrolls  (inscribed  on  specially  cured  dragon 
hides)  that  contain  the  history  and  culture  of  their 
people.  Dragon  Hunters  value  freedom  above  all  things, 
and  would  sooner  die  than  serve  under  a  master.  One 
day  they  hope  to  return  to  free  the  rest  of  their  people. 

WmK  &  Ration 

The  Sun-Ra-San  worship  an  elemental  sea  deity 
named  Aqus.  They  have  a  great  love  of  the  sea,  and 
revere  the  M  oonf  i  sh  as  an  avatar  of  thei  r  el  emental  deity. 
Priests  of  the  sect  are  practitioners  of  aquamancy.  Like 
the  Sunra,  the  Sun-Ra-San  bury  their  dead  at  sea, 
believing  that  the  spirits  of  the  dead  will  be  reborn  as 
moonfish. 

Th^  Art? 

Sun-Ra-San  practice  many  crafts  involving  the 
use  of  sea  dragons  scales,  bone,  and  hide.  They  sculpt 
large  dragon  bones,  carving  them  into  smooth  and 
intricate  shapes  that  are  pleasing  to  the  eye.  The  music 
of  the  Sun-Ra-San  is  haunting  and  often  sad.  Their 
"singers"  produce  a  wordless  vocal  sound  across  a 
range  of  six  octaves;  the  tones  carry  for  great  distances 
through  both  air  and  water.  It  is  said  that  to  fully  enjoy 
the  music  of  the  Sun-Ra-San  one  must  hear  it 
underwater. 

Sun-R  a-San  speak  the  anci  ent  tongue  of  thei  r  race, 
called  Sun-Ra-Sa,  and  are  also  fluent  in  sign;  the  latter 
is  useful  when  attempting  to  communicate  underwater. 
Common  names  are  hyphenated;  male  names  begin  with 
"Su",  while  female  names  begin  with  "Sa".  The  second 
syllable  always  starts  with  an  "R",  as  in  Sur-Rin,  Sun- 
Ran,  Sun-Ra  (male);  Sar-Rin,  San-Ran,  S an- R a  (female). 

The  Sun-Ra-San  elect  their  leaders  by  popular 
vote.  The  ruler  of  each  settlement,  whether  male  or 
female,  is  accorded  the  title,  "Eminence".  A  panel  of 
eleven  elected  advisors,  called  the  Council,  assists  the 
Eminence  in  all  decisions,  and  may  even  overrule  him  or 
her  by  majority  vote.  The  Council  also  acts  as  the  Sun- 
Ra-San'sjudicial  system. 


Like  their  ancestors,  the  Sun-Ra-San  rely  upon  the 
sea  dragon  for  their  survival.  They  hunt  the  great  ( 
beasts  in  their  dragon  barques,  tracking  their  prey 
by  its  wake  and  through  the  use  of  certain  age-old 
aquamantic  divinations.  Upon  sighting  a  dragon 
th e  S  u  n-  R  a- S  an  g i  ve  pu  rsu  i  t,  u  n ti  I  at  I  ast  th ey  d raw 
within  range  of  their  harpoons.  This  is  the  moment 
of  truth,  for  the  hunters'  aim  and  skill  are  all  that  < 
stands  between  them  and  certain  death.  Should 
the  first  shots  fail  to  strike  a  vital  area,  the  dragon 
:«,  will  dive  deep,  dragging  the  hunters  and  their  ship 
down  in  a  deadly  maelstrom.  If  the  attack  is** 
successful  the  wounded  sea  dragon  will  not  dive, 
but  will  instead  attack  the  ship,  thrashing  wildly 
and  snapping  at  the  hunters  with  its  great  jaws. 

When  the  creature  has  been  defeated  the  Sun-Ra- 
San  offer  a  prayer  of  thanks  to  their  elemental  god 
and  ask  forgiveness  of  the  sea  dragon,  whose  death 
the  hunters  have  caused  so  that  their  people  might 
continue  to  live.  This  done,  the  body  of  the  dragon 
i  s  to w  ed  bac k  to  th e  S  u n -  R  a- S  an '  s  settl  ement.  H  ere, 
thecreaturewill  be  brought  ashore  and  stripped  of 
its  meat,  bones,  and  scales;  nothing  is  wasted. 
Afterwards  there  is  a  great  feast,  during  which  the 
hunters  will  regale  their  people  with  the  story  of 
their  exploits,  and  the  bravery  of  the  sea  dragon. 


The  Sun-Ra-San  maintain  a  fleet  of  well-armed 
dragon  barques,  which  are  used  for  dragon-hunting  and 
for  the  defense  of  their  people.  Their  port  settlements 
are  well  hidden,  and  have  never  been  found  despite 
numerous  attempts  by  the  M  angar  and  others.  It  is  said 
that  the  Sun-Ra-San  castle  defenses  include  heavy 
catapults  and  harpoon-throwers. 

The  various  Sun-Ra-San  tribes  trade  among  each 
other,  using  the  scales  of  the  rainbow  kra  as  currency. 
They  may  also  trade  with  the  Sawi  la  of  Fahn,  and  perhaps 
others  in  the  region.  Sun-Ra-San  ships  may  sometimes 
be  encountered  far  from  shore,  laden  with  sea  dragon 
ivory,  scales,  and  sunken  treasure. 
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The  Sun-Ra-San  have  ancestral  ties  to  the  Sunra 
of  Quan,  but  have  no  diplomatic  relations  with  any  other 
nation.  For  security  reasons  the  existence  and  location 
of  their  colony  remains  a  secret.  The  Dragon  Hunters 
havegrown  in  number  over  the  past  few  decades,  to  the 
point  where  they  may  soon  be  sufficiently  strong  to 
chal  I  enge  the  M  angar  C  orsai  rs  f  or  domi  nance  of  the  F  ar 
Seas.  The  Kang,  current  rulers  of  theKang  Empire,  are 
said  to  fear  these  folk  and  what  they  represent  to  their 
people. 


The  sea  dragons  of  Talislanta  are  great  serpentine 
creatures  covered  with  iridescentgreen  scales  that  dwell 
in  deep  waters  across  the  Southern  Rim.  The  bane  of 
ocean-going  vessels,  they  are  capable  of  crushing  the 
hulls  of  even  the  largest  ships  in  their  coils,  and  they 
are  attracted  by  disturbances  in  the  water,  which  they 
can  sense  from  miles  away. 

Sea  dragons  are  not  particular  with  regard  to  thei  r 
eating  habits,  exhibiting  an  equal  fondness  for  ocean 
kra,  giant  sea  scorpions,  and  humanoid  beings.  They 
have  an  abiding  fear  of  zaratan  (particularly  in  herds), 
and  tend  to  avoid  areas  where  these  creatures  are  found 
in  numbers.  A  remarkable  attribute  of  sea  dragons  is 
their  ability  to  ingest  materials  of  all  sorts  without 
suffering  apparent  harm;  Sun-Ra-San  dragon-hunters 
claim  to  have  found  ancient  metal  artifacts,  weapons, 
and  implements  in  the  stomachs  of  slain  sea  dragons. 
Stories  of  this  sort  may  be  responsible  for  the  accounts 
of  sea  dragons  keeping  stores  of  sunken  treasure,  a 
belief  that  is  without  basis  in  fact. 


Size:  50'-60',  6-10  tons 
Attributes: 
INT +2  PER +3 

WIL+1  CHA-3 
STR  49  DEX  -3 

CON  46  SPD  4-2 

A  bility  Level:  8-16+ 

Attacks/Damage:  Bite:  DR  25, Constrict:  DR  19per round 
Special  Abilities:  Swallow  man-sized  prey  whole  (on 
critical  success),  conversein  ancient  tongue,  immunity 
to  poisons 
Armor: Scales,  PR  5 
HitPoints:  86 

Pm^y  or  Dott 

Rune  Island 

A  barren  and  precipitous  mound  of  volcanic  stone, 
R  une  I  si  and  i  s  notabl  e  pri  mari  I  y  f  or  the  countl  ess  runes 
and  hieroglyphs  etched  across  the  entire  surface  of  the 
rocky  isle.  Talislantan  scholars  have  long  argued  over 
the  meaning  of  these  cryptic  runes,  who  or  what  created 
them,  and  to  what  end.  A  thorough  study  of  Rune  Island 
has  never  been  completed,  owing  to  such  factors  as 
time,  the  requisite  cost  in  labor  and  materials,  and  a 
natural  aversion  to  the  isle's  less-than-hospitable 
inhabitants:  giant  sea  scorpions  and  nar-eels. 

Fetish  Island 

Scholars  of  many  lands  are  likewise  intrigued  by 
Fetish  Island,  named  for  the  hundreds  of  stone  images 
and  totems  that  can  purportedly  befound  in  thejungles 
of  its  interior  region.  M  ost  of  these  artifacts  are  one  or 
two  feet  in  height,  and  weigh  up  to  thirty  pounds.  The 
Na-Ku  of  Pana-Ku  claim  that  these  stone  fetishes  have 
magical  properties;  specifically,  that  the  totems  are  alive, 
and  speak  in  tongues.  Unfortunately  for  the  future  of 
academic  research,  the  isle  is  infested  with  several 
virulent  predatory  and  parasitic  species,  including  grey 
ikshada,  urthrax  and  alatus. 

j[K  park  Koayj 

To  the  south  of  the  wilderness  of  Zaran  lies  the 
region  known  as  the  Dark  Coast.  Hemmed  in  to  the  north 
by  the  low-lying  Topaz  M  ountains,  the  terrain  here  is 
predominantly  thick  and  tangled  jungle,  interspersed 
with  sections  of  marshland  and  tropical  forest.  This 
region  is  home  to  many  unusual  species  of  plants  and 
animals.  Green  and  scarlet  varieties  of  lotus  grow 
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throughout  the  regi  on,  bei  ng  most  common  i  n  the  central 
swamplands.  Amber  wasps  also  proliferate  in  this 
portion  of  the  coast,  an  indicator  that  the  swamps  may 
well  be  rich  in  amber. 

TheBoru  and  Kiru  Rivers  effectively  divide  the 
Dark  Coast  into  three  territories:  thewestern  rainforests, 
home  of  the  G  reen  M  en;  the  central  swamplands,  home 
of  the  M  ud  People;  and  the  eastern  junglelands,  home 
of  thefierceAhazu. 

aoTTRn  ranroR^yTy 

The  rainforests  of  the  Dark  Coast  are  draped  in  a 
dense  canopy  of  tropical  greenery  supported  atop  the 
spreading  branches  of  giant  deodars,  some  over  a 
hundred  and  forty  feet  in  height.  Drenched  by  torrential 
rains  from  the  Gulf  of  M  og,  the  forests  are  a  riot  of 
flowering  vines,  massive  ferns,  and  barrel-shaped 
baobab  trees.  The  hot  and  humid  weather  is  ideal  for 
plant  I  if  e  of  all  types,  and  also  for  theregion'shumanoid 
i  nhabi  tants,  a  race  of  senti  ent  pi  ant  f  ol  k  cal  I  ed  the  G  reen 
M  en. 

TYK  QR^D  [WD 

Green  M  en  are  small  in  stature,  with  mossy  green 
skin  and  hair,  and  bright  yellow  eyes.  Imp-like  in 
appearance,  they  dress  in  abbreviated  garments  made 
of  soft,  woven  mosses. 


T  he  ori  gi  ns  of  the  G  reen  M  en  are  u ncertai  n .  S ome 
believe  that  the  species  evolved  naturally.  Othersclaim 
that  the  Green  Men  were  created  by  the  Archaen 
sorcerer,  V  iridian.  Green  M  en  themselves  do  not  appear 
to  know  the  answer  to  thisquestion,  nordoesitseem  to 
concern  them. 


Green  M  en  are  the  gentlest  and  kindest  of  all 
Talislantan  races.  They  possess  the  ability  to  influence 
all  things  that  grow  in  the  earth,  and  enjoy  a  symbiotic 
relationship  with  their  environment.  Green  M  en  derive 
all  that  they  need  to  survive  in  the  rain-forests:  shelter, 
clothing,  and  sustenance.  They  reproduce  by  budding, 
the  young  sprouts  reaching  adulthood  in  about  six 
months'  ti  me.  G  reen  M  en  make  thei  r  homes  i  n  the  bol es 
of  great,  living  plants  which  they  call  D'Oko.  They  live 
in  communal  groups  of  up  to  eighty  individuals, 
reproducing  by  means  of  a  process  similar  to  cross- 
pollenization.  Here,  they  tend  the  great  d'oko  plants 
that  serve  as  their  homes  with  great  care  and  affection. 

Green  M  en  view  all  thingsin  nature  as  connected: 
part  of  the  same  living,  breathing  organism.  They  co- 
exist with  many  species  of  plants  and  animal  that  are 
regarded  as  dangerous  or  hostile  by  other  Tali  si  antans, 
including  the  giant  mantrap  plant,  stranglevine, 
exomorphs,  alatus,  and  others.  The  uncommonly  mild 
and  sensitive  disposition  of  these  benign  forest 
creatures  is  such  that,  if  removed  from  their  homeland, 
many  Green  M  en  gradually  wither  and  die  of  sadness. 

The  Green  M  en  have  no  ruler  or  governing  body, 
but  live  according  to  the  Laws  of  Nature.  There  is  no 
cri  me  among  the  G  reen  M  en,  anymore  than  there  i  s  cri  me 
among  any  members  of  the  plant  kingdom. 

\T)mK  &  Ration 

Green  Men  have  an  affinity  with  the  elemental 
spirits  of  plants,  earth,  water,  and  air,  but  practice  no 
formal  religion.  Their  reverence  for  the  rain  forest  is 
derived  from  a  love  of  all  things  in  nature.  Some 
Talislantan  naturalists  claim  that  Green  Men  observe 
the  changing  of  the  seasons;  in  particular,  the  coming 
of  spring.  They  claim  that  the  Green  M  en  have  certain 
secret  rituals  and  celebrations  which  no  outsider  has 
ever  seen,  involving  organized  chanting,  singing  and 
perhaps  dancing.  More  research  into  the  subject  is 
required. 

To  the  Green  M  en,  nature  is  art;  they  see  beauty 
in  the  natural  arrangement  of  flowers,  grasses, 
vegetation,  hills,  valleys,  trees,  streams.  Such  crafts  as 
they  practi  ce  are  I  i  mi  ted  to  the  weavi  ng  of  si  mpl  e  fabrics, 
baskets,  and  rope. 


THE  SOUTHERN  RIM 


Jvzawm  tkk  Lad^ga^  or  PLflrrm 

Excerpt  from  the  logbook  of  the  Green  Aeriad 
.  B  otanomancer,  K '  Y  a  C  ha. 

"The  weeks  that  I  have  spent  among  the  Green 
Men  have  finally  begun  to  yield  results.  They  have 
come  to  trust  me,  and  to  understand  that  I  mean 
them  no  harm.  One  of  their  number,  a  creature  named 
Lahsa,  today  agreed  to  act  as  an  interpreter, 
allowing  metocommunicatewithsomeof  the  local 
\  forms  of  pi  ant  life.  Fromourdiscussionsl  was  able 
to  acquire  a  fund  of  valuable  knowledge,  both  in 
the  practical  and  theoretical  realms.  For  instance,  I 
learned  that  the  primary  difference  between  plants 
and  humanoids  is  their  perception  of  time.  To 
plants,  humanoids  are  mercurial,  chaotic,  and 
unpredictable.  By  contrast,  plants  are  steady, 
patient,  and  respectful  of  the  natural  order. 

All  plants  and  trees  are  members  of  the  plant 
kingdom,  a  hierarchy  that  ranges  from  the  humblest^ 
lichens  to  the  greatest  and  most  ancient  mangs.  As 
a  general  rule,  the  great  trees  tend  to  speak  more 
eloquently  than  shrubs  and  plants.  Having  lived 
longer,  they  are  wiser  than  their  younger  brethren. 
Stretching  their  limbs  above  the  top  of  the  forest 
they  can  sense  scents  and  sounds  carried  by  the 
winds;  through  their  network  of  roots  they  can 
detect  the  presence  of  other  creatures  by  vi  bration. 
According  to  Lahsa,  trees  have  a  sense  of  history, 
afield  of  knowledge  that  they  hold  in  high  regard. 

\  Plants  and  shrubs,  on  the  other  hand,  are  more 

( concerned  with  the  here  and  now. 

Of  all  the  plants  we  spoke  with,  the  least  sociable 
by  far  was  the  spitting  crocus,  which  hissed  at  me 
as  I  approached  and  ordered  me  to  go  away  (Lahsa 
apologized  for  the  plant's  rude  behavior,  which  he 
said  was  typical  of  the  species).  A  spiny-stemmed 
repente  likewise  affected  a  stand-offish  demeanor, 
but  under  the  gentle  prodding  of  Lahsa  it  finally 
allowed  me  to  touch  it  without  stinging.  A  great 
span-oak  proved  to  be  most  cooperative.  It  talked  I 
with  us  about  its  history  and  lineage  for  hours,  I 
unti  I  the  twi  n  suns  set  i n  the  west  and  the  great  oak 
fell  fast  sleep." 

 K.  


G  reen  M  en  speak  the  secret  language  of  the  plant 
world,  a  lilting  cant  that  is  said  to  be  quite  pleasing  to 
the  ear,  and  is  reminiscent  of  the  music  of  wooden  flutes 


(see  sidebar).  Common  names  are  "soft"  sounding,  with 
no  hard  consonants:  Laomo,  Lahsa,  Eloa,  and  Alaho. 
Gender  distinctions  are  not  apparent. 

Green  M  en  are  incapable  of  doing  harm  to  other 
living  things,  regardless  of  the  provocation.  Their  only 
defenses  consist  of  a  variety  of  ingenious  snares  and 
pitfalls,  which  they  excel  at  making.  Many  of  these 
devices  employ  living  plants  —  such  as  yellow  stickler, 
stranglevine  and  violet  creeper  —  none  of  which  ever 
molest  the  Green  Men.  When  threatened,  the  natives 
usually  flee  deeper  into  the  forest  in  order  to  entice 
pursuers  into  their  cleverly  laid  traps.  If  trapped  or 
cornered,  G reen  M  en  will  surrenderwithoutastruggle. 

Green  M  en  are  symbiotes  who  live  in  harmony 
with  nature,  and  share  freely  of  all  they  have.  They  do 
not  trade  with  other  peoples,  but  will  share  what  they 
have  with  those  in  need. 

(LlVRLVVKUl 

Shy  by  nature,  Green  Men  avoid  contact  with 
most  of  the  so-cal  I  ed  ci  vi  I  ized  races,  though  some  exhi  bi  t 
a  fondness  A riane,  M  uses,  Green  Aeriad,  Gnomekin, 
and  Mogroth.  Green  Men  are  often  preyed  upon  by 
slavers  from  Imria,  who  sell  the  docile  creatures  as 
servants  and  gardeners.  Imrians  invade  the  Dark  Coast 
in  numbers  during  the  rainy  season,  when  the  Green 
Men's  young  are  just  beginning  to  mature. 
Unscrupulous  buyers  in  Faradun,  Rajanistan,  and  the 
Citystate  of  H  adj  are  known  to  covet  G  reen  M  en  slaves. 
Curiously,  the  M  ud  People  and  Ahazu  never  harm  the 
Green  M  en,  believing  that  doing  so  would  arouse  the 
wrath  of  thejungle. 

The  d'oko  is  a  species  of  giant  lotus  found  only 
i  n  the  rai  n  forests  of  the  D  ark  C  oast.  E  mpl  oyed  as  I  i vi  ng 
plant-houses  by  the  Green  Men,  d'oko  are  hardy 
perennials,  growing  new  blossoms  during  the  spring  of 
each  year.  Having  been  tended  by  Green  Men  for  so 
many  generations,  these  great  flowering  plants  no 
longer  possess  the  ability  to  reproduce  by  themselves. 
Rather,  it  is  the  interaction  of  Green  M  en  moving  from 
plant  to  plant  that  is  said  to  perform  the  function  of 
pollination  for  the  d'oko.  In  return,  the  Green  M  en  obtain 
nourishment  from  the  d'oko's  pollen  and  nectar  and 
shelter,  constituting  a  symbiotic  relationship  that  is 
beneficial  to  both  species. 
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This  region  is  essentially  one  vast  and  nearly 
impassable  bog.  Sodden  marshlands  ring  the  coastal 
areas,  where  untold  numbers  of  avians  come  to  nest 
and  raise  their  young.Water  raknids  also  favor  these 
places.  Inland,  the  gnarled  branches  of  hag-trees  hang 
heavy  with  trailing  mosses  and  vines.  Here  the  air  reeks 
of  the  stench  of  rotting  vegetation  and  brackish  waters, 
and  metal  tools  and  implements  seem  to  rust  overnight 
in  the  sweltering  humidity.  Green  and  scarlet  varieties 
of  lotus  grow  throughout  the  Central  Swamplands, 
though  harvesting  these  rare  plants  is  no  simple  matter. 
For  these  swamps  are  home  to  a  race  of  amphibious 
humanoids  called  the  M  oorg-Wan  —  the  "M  ud- 
People". 

The  M  oorg-Wan  are  squat,  four-legged 
humanoids  of  massive  size.  Their  ponderous  frames  are 
covered  with  thick  folds  of  loose  brown  skin.  They  wear 
no  garments  of  any  kind,  but  make  crude  tools  and 
weapons  of  wood  and  bone. 

It  is  possible  that  the  M  oorg-W  an  are  a  degenerate 
or  mutated  speciesof  Imrian;  an  even  earlier  connection 
may  be  made  with  the  now-extinct  Batrachians.  The 
M  oorg-W  an  claim  that  they  are  a  distinct  people, 
spawned  from  the  primordial  ooze  at  the  beginning  of 
time.  Curiously,  this  account  does  not  differ 
substantially  from  the  Imrians'  version  of  their  own 
genesis. 

The  M  oorg-W  an  live  along  the  banks  of  the  B  oru 
River,  and  in  the  sodden  territories  between  the  two 
rivers  are  their  ancestral  breeding  grounds.  Their  mud- 
palace  dwellings  resemble  great,  oozing  piles  of  muck 
and  silt  connected  by  networks  of  above-ground 
tunnels.  Clans  range  from  small  villages  of  twenty-to- 
thirty  individualsto  great  mud  "cities"  with  populations 
of  up  to  five  hundred. 

M  al  e  M  oorg-W  an  engage  i  n  vi  ol  ent  mati  ng  ritual  - 
combats  in  order  to  win  the  right  to  mate  with  females; 
dominant  males  may  have  a  "harem"  of  a  dozen  or  more 
females.  Their  young  hatch  from  eggs,  then  spend  the 
first  seventeen  years  of  life  as  legless,  mud-dwelling 
newts.  The  customary  six  appendages  develop  soon 
thereafter,  along  with  rudimentary  lungs. 


M  oorg-W  an  eat  plants,  mollusks,  the  eggs  of 
other  creatures,  and  -  on  occasion  -  their  own  young. 
They  consider  the  lotus  plant  a  delicacy,  and  jealously 
guard  thei  r  suppl  ies.  T hei  r  tri  bes  dredge  the  ri verbanks 
for  amber  and  mine  the  mud  for  sapphires  and  other 
semi-precious  stones,  which  are  found  here  in 
abundance. 

M  oorg-W  an  customs  and  culture  are  largely 
unknown,  due  in  great  part  to  the  unsociable  attitude  of 
these  folk.  Several  naturalistic  studies  have  been 
undertaken,  with  mixed  results. 

Qoi^RDID^DT 

The  dominant  male  in  any  group  of  M  oorg-Wan 
will  be  its  chieftain.  The  chieftain  is  aided  by  his 
shamans,  who  intimidate  their  superstitious  followers 
with  the  threat  of  curses  and  evil  omens.  There  is  no 
organized  system  of  laws  among  these  folk,  though 
there  are  numerous  taboos.  Most  revolve  around 
obedience  to  the  tribal  shamans,  who  decide  what  is 
and  i  s  not  taboo  i  n  the  f  i  rst  pi  ace.  Offenders  are  j  udged 
by  the  shamans,  killed,  and  fed  to  wild  animals  -  no 
M  oorg-Wan  would  ever  eat  such  taboo-ridden 
off enders  f or  f ear  of  acquiring  a  taint. 

WmK  &  Ration 

M  ud  People  Shamans  are  the  spiritual  advisors 
of  their  race.  They  possess  no  actual  magical  abilities, 
but  are  obeyed  because  their  people  believe  that  they 
speak  for  Moorg,  the  Mud  God.  Purportedly,  the 
worship  of  Moorg  involves  many  strange  mating  and 
fertility  rituals,  the  nature  of  which  is  perhaps  best  left 
to  the  imagination.  M  oorg-Wan  dead  are  buried  far  from 
the  village  without  delay,  as  the  corpses  decompose 
rapidly  and  emit  a  terrible  stench. 

Th^  Art? 

M  oorg-Wan  practice  a  unique  art  form  that  they 
call  "mud  scul  ptu  re" ,  and  i  s  essenti  al  I  y  sel  f  -  expl  anatory . 
T  hei  r  crafts  are  I  i  mi  ted  to  the  maki  ng  of  crude  tool  s  and 
weapons.  The  M  ud  People  have  a  weird  form  of  music 
involving  the  beating  of  hollow  logs  with  clubs, 
accompanied  by  the  eerie  wailing  of  newts.  The  music 
is  considered  an  acquired  taste  at  best. 

T  he  M  ud  Peopl  e  have  thei  r  ow  n  I  anguage,  a  crude 
tongue  punctuated  by  much  slurping,  gurgling,  and 
frothing  at  the  gills,  which  is  said  to  be  almost  impossible 
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for  non-aquatic  beings  to  replicate.  They  also 
communicate  by  a  version  of  sign  that  is  somewhat 
different  from  standard  sign  language,  as  it  makes  use 
of  an  extra  set  of  appendages  and  a  tai  I .  C  ommon  names 
start  with  a  "moor"  or  "mur"  sound,  as  in  Moorok, 
M  uurg,  M  oorug,  M  uurek,  M  ugwan. 

Moorg-Wan  are  a  belligerent  and  aggressive 
people  who  guard  their  territories  with  considerable 
fervor.  Their  favorite  weapons  are  the  bwan  —  a  heavy 
thornwood  club  —  and  daggers  made  from  foot-long 
thorns.  At  close  range,  the  powerful  creatures 
sometimes  drop  their  weapons  and  attempt  to  rend 
opponents  with  their  webbed  claws,  or  to  butt  them  to 
the  ground  and  trample  them  underfoot.  Moorg-Wan 
settlements  are  "mud-fortresses"  surrounded  by 
thornwood  barricades  and  mud  walls  up  to  ten  feet  in 
height.AII  able-bodied  males  are  all  considered  warriors, 
and  are  required  to  defend  the  settlement  if  needed. 
M  oorg-Wan  war  parties  regularly  patrol  the  territories 
that  border  A  hazu  lands,  searching  for  intruders. 

Despite  the  fact  that  they  have  no  organized 
economy  or  mercantile  tradition  to  speak  of,  the  M  oorg- 
Wan  value  amber,  sapphires  and  various  types  of  semi- 
precious stone.  They  sometimes  trade  with  other  tribes 
in  their  territories,  exchanging  such  goods  as  amber, 
food,  wooden  clubs  and  tools,  and  young  female 
"consorts". 

The  M  oorg  W  an  are  the  sworn  foes  of  the  A  hazu, 
a  race  of  four-armed  humanoids  who  live  in  the 
Junglelands  that  lie  to  the  east.  The  two  races  have 
fought  over  the  territories  that  lay  between  their  two 
lands  for  centuries.  The  M  ud  People  fear  the  Imrians, 
who  sometimes  hunt  them  with  nets  and  capture- poles, 
employing  captives  as  slave- laborers  in  their  Lagoon 
City  of  Kragan. 

Swamplurkersaresolitaryc  reatu  res  th  at  d  w  el  I  i  n 
bogs,  marshes,  and  swamplands  along  the  Southern 
Rim.  A  full-grown  lurker  may  measure  over  seven  feet 
tall,  though  their  size  is  often  difficult  to  determine  due 
to  theirhabitof  lying  in  shallow  water  or  mud,  with  only 
the  tops  of  their  heads  and  eyes  exposed  to  view.  W  hen 
lurking  (hence  the  name)  in  this  fashion,  the  creature's 


head  can  easily 
be  mistaken  for  a 
partially  submerged 
stone,  often  with 
tragic     results.  Swamp  lurkers 

normally     prey  upon  giant  mollusks, 

fanged  eels,  and  marsh  striders,  but  they  are 
known  to  attack  humanoid  beings  as  well.  The  grasp  of 
their  suckered  tentacles  is  said  to  be  nearly  impossible 
to  escape. 

Size:  6'8"-7'6",300-500+lbs. 
Attributes: 

INT-7  PER+3 
WIL+4  CHAN/A 
STR  46  DEX  4-3 

CON  4-3  SPD4-3* 
*  in  water;  -3  on  land 
Ability  Level:  9-19 

Attacks/Damage:  Tentacles:  DR  10  each  (three  attacks 

possible  per  round),  Grasp:  STR  roll  at -6  to  resist 

Special  A  bilities:  A  mphibious 

Armor:  Scaly  hide,  PR  2 

Hit  Points:  60;  Tentacles:  8  points  each 

The  Eastern  J  ungl  elands  cover  a  region  of  rugged 
hills,  mountains,  and  cliffs.  Hanging  vines  and  heavy 
vegetation  make  passage  through  the  region  a  slow 
and  difficult  endeavor.  Poisonous  serpents  and 
predatory  beasts  abound  in  this  place,  where  few 
civilized  folk  care  to  venture.  Better  suited  to  this 
dangerous  environment  are  the  local  tribes  known  as 
the  A  hazu. 
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An  Ahazu  Warrior  and  M  oorg  Wan  do  battle  as  G  reen  M  en  watch  from  hiding. 
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These  fierce,  four-armed  folk  may  exceed  seven 
feet  in  height,  and  are  quite  imposing  to  behold.  They 
have  bright-yellow  skin,  with  fiery  red  markings  lining 
the  face  and  neck  and  running  down  the  back  of  the 
arms,  I egs  and  spi  ne.  T hei  r  features  are  al  most  demoni c: 
sloping  forehead,  forked  tongue,  thin  nostrils,  and  dark- 
green,  pupil-less  eyes  vacant  of  mercy  or  compassion. 
Long  and  lean  of  build,  Ahazu  dress  in  reptile- hide 
loincloths,  with  numerous  thongs  tied  below  the 
shoulder  and  at  the  elbows,  wrists,  knees  and  ankles. 

flrx^TRY 

The  Ahazu  are  a  savage  and  warlike  people  of 
unknown  ancestry.  Some  scholars  believe  that  the  race 
may  be  a  mutated  variety  of  A  raq,  though  the  A  hazu  are 
not  entirely  reptilian  in  appearance.  Certain  cultural 
similarities  also  suggest  a  common  bond  with  theKang, 
possibly  through  some  unknown  "missing  link". 
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Ahazu  are  nomadic  predators  who  subsist  on 
fresh  game,  from  small  creatures  like  avir  and  winged 
serpents  to  large  beasts  such  as  land  lizards  and  even 
exomorphs.  B  ecause  they  eat  raw  meat  only  and  use  no 
preserving  techniques,  Ahazu  require  plentiful  supplies 
of  fresh  game  in  order  to  thrive.  Their  tribes  make  no 
permanent  dwellings,  preferring  instead  to  sleep  in  the 
treetops.  The  typical  Ahazu  tribe  is  constantly  on  the 
move;  once  they  cl  ai  m  a  territory  as  thei  r  hunti  ng  ground 
they  guard  it  aggressively,  hunt  until  the  area  is  played- 
out,  then  move  on  to  the  next  area. 

M  ales  and  females  mate  for  life.  Both  take  turns 
transporting  their  young  in  backpacks  made  of  woven 
vines.  Ahazu  young  are  carried  everywhere,  even  into 
battle,  until  they  are  strong  enough  to  run  with  the 
adults.  Ahazu  who  are  too  old  or  infirm  to  keep  up  with 
the  tribe  generally  commit  suicide  by  jumping  off 
L  eaper' s  R  i  dge  (see  C  ustoms) . 


I: 
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The  Thrall  warrior,  Cesta,  once  worked  as  a^ 
mercenary  guard  on  an  expedition  into  the 
J  unglelands.  H  er  account  of  an  attack  by  a  band  of 
A  hazu  follows.  \ 

"Far  in  the  distance  I  heard  the  fierce  howls  of  an 
Ahazu  band  on  the  warpath.  There  was  little  time 
to  take  defensive  action.  We  herded  the  mounts 
\  into  a  grove  of  parasol  trees  and  took  cover  behind 
a  stand  of  thornwood.  A  moment  later  the  Ahazu 
war  party  came  into  view,  running  towards  us 
through  the  dense  undergrowth.  Now  I  understood 
the  reason  for  the  Ahazu's  striated  skin:  it  helps 
them  blend  into  the  jungle  shadows,  and  makes 
them  difficultto  seeclearly.  Wefired  ourcrossbows 
as  the  first  line  of  warriors  came  into  range.  The 
A  hazu  took  several  casual  ti  es,  but  kept  on  comi  ng. 
The  magician,  Balmundos,  prepared  to  send  a  spells 
of  f  i  re  i  nto  thei  r  mi  dst.  T  he  A  hazu  unl  eashed  a  hai  I 
of  three-bladed  throwing  knives.  That  was  the  end 
of  Balmundos. 


Another  second  and  the  Ahazu  were  upon  us, 
leaping  and  scrambling  over  the  thornwood 
barricade.  In  close  combat,  the  four-armed  warriors 
had  a  decided  advantage.  I  countered  with  wide 
strokes  of  my  greatsword,  using  the  long  blade  to 
t  keep  the  attackers  at  arm's  length  -  an  excellent 
f  strategy,  but  an  inadequate  response,  fortheAhazu 
were  too  many.  They  overran  our  position,  and  soon 
I  was  the  only  one  of  my  group  still  standing. 
Surrounded  and  outnumbered,  I  could  think  of  no 
response  but  to  fight  until  the  end.  Suddenly  one 
of  the  Ahazu  let  out  a  blood-curdling  scream. 
Frothing  at  the  mouth,  he  set  upon  his  own 
companions  like  one  possessed,  wielding  a  three- 
bladed  knife  in  each  of  his  four  hands.  From  the 
other  Ahazu  I  heard  the  cry,  "Shan-Ya!",  repeated  ) 
several  times.  While  they  were  occupied  with  the ^ 
.  mad  one  I  made  a  strategic  withdrawal  into  the 
jungle." 


Ahazu  have  two  basic  modes:  hunting  and 
fighting.  When  hunting  for  food,  the  Ahazu  never 
venture  beyond  their  own  borders.  The  appearance  of  a 
group  of  the  yellow  and  red-striped  warriors  anywhere 
outside  of  their  junglelands  is  a  certain  indicator  that 
the  Ahazu  are  on  the  warpath,  launching  a  raid,  or 
tracking  a  fleeing  opponent.  Flight  is  advisable,  for 
Ahazu  in  such  a  state  are  liable  to  attack  anyone  they 
encounter. 


Ahazu  are  beset  by  dark  moods  and  governed  by 
strange  passions  that  other  races  do  not  comprehend. 
They  are  prone  to  fits  of  shan-ya;  literally,  "battle 
madness".  When  "the  rage"  is  upon  them,  Ahazu  will 
attack  any  living  creature  in  their  path,  even  their  own 
comrades.  In  such  a  condition  Ahazu  are  completely 
devoid  of  fear,  feel  no  pain,  and  attack  with  incredible 
ferocity  -  it  is  said  that  a  single  Ahazu  in  shan-ya  can 
someti  mes  ki  1 1  a  dozen  or  more  foes  i  n  the  span  of  j  ust  a 
few  moments.  To  die  during  a  fit  of  shan-ya,  slaying 
enemies  by  the  score,  is  considered  the  greatest  possible 
death  for  an  A  hazu  warrior. 

Ahazu  adhere  to  a  secret  warrior  code  that 
prohibits  them  from  attempting  to  escape  if  captured  in 
battle,  which  is  considered  a  grave  humiliation.  If  taken 
in  such  a  manner  an  Ahazu  becomes  the  captor's  slave 
f  or  I  i  f  e.  T  he  pact  can  be  broken  on  I  y  i  f  the  captor  assau  I  ts 
the  slave,  at  which  point  the  A  hazu  will  be  free  to  do  as 
it  pleases.  This  arrangement  can  be  deceptive,  however, 
as  an  angry  A  hazu  may  regard  even  an  accidental  bump 
or  touch  as  an  "attack". 

Ahazu  aspire  to  certain  ideals:  to  hunt  with  skill, 
show  courage  in  battle,  "moveswiftly  and  strike  likethe 
wind",  and  neither  ask  nor  grant  any  quarter  in  battle. 
They  are  both  extremely  demanding  and  unforgiving  of 
themselves.  Ahazu  warriors  who  feel  that  they  have 
fared  poorly  in  battle  may  become  despondent  and  hurl 
themselves  over  the  cliff  known  as  Leaper's  Ridge,  to 
their  deaths.  The  area  below  this  cliff  is  said  to  be  littered 
with  the  bones  of  thousands  of  Ahazu,  some  dating 
back  over  a  thousands  years. 

When  on  the  hunt,  an  Ahazu  tribe  will  be  led  by 
the  g  ro  u  p '  s  best  trac  ker,  w  h  o  i  s  cal  I  ed  th  e  H  u  n  ter-  C  h  i  ef . 
The  best  warrior,  called  the  War-Chief,  leads  the  tribe 
when  itisintenton  battle.  Eitherchieftain  may  beamale 
or  female.  While  Ahazu  may  fight  each  other  to  settle 
disputes,  violence  of  this  sort  is  accepted  as  part  of  the 
warrior  life.  No  punishment  need  ever  be  meted  out 
among  these  folk,  for  A  hazu  who  have  failed  in  any  way 
to  live  up  to  the  tribe's  standards  generally  commit 
suicide. 

WmK  &  Ration 

The  A  hazu  have  no  spell -casters,  and  consider 
magic  the  domain  of  cowards  and  weaklings.  They  are 
said  to  revere  a  secret  warrior-deity,  whom  they  believe 
determines  the  outcome  of  all  battles.  Ahazu  observe 
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no  formal  rituals  or  hoi  i  days  as  regards  thei  r  secret  deity 
or  any  other  occasion.  To  die  anywhere  but  in  battle  is 
considered  dishonorable. 

Thir  Art? 

Ahazu  create  objects  and  implements  of  wood, 
woven  reeds  and  grasses,  stone,  and  hammered  metal. 
Crafts  are  limited  to  the  making  of  useful  implements 
such  as  weapons,  tools,  waterskins,  small  clay  pots, 
and  so  forth.  Each  Ahazu  makes  his  or  her  own 
implements.  When  charging  into  battle  Ahazu  let  out  a 
series  of  sharp,  high-pitched  cries.  Originally  thought 
to  be  nothing  more  than  warlike  screaming  and 
posturing,  the  Ahazu  "war-songs"  are  actually  complex 
musical  compositions  that  convey  battle  tactics  to  the 
Ahazu. 

These  folk  have  their  own  language,  called  A  hazu, 
which  is  typified  by  harsh  shrieks  and  yells,  frequently 
punctuated  by  violent  gestures  and  the  brandishing  of 
weapons.  A  hazu  also  communicate  in  a  peculiar  version 
of  Sign,  using  four  hands  to  convey  meaning  with  great 
rapidity.  Common  namesincludeY'azu,K'yaz,l'zu,S'azu, 
Y  'ozu,  A  'zu,  and  so  on.  A  hazu  haveno  written  language. 

Ahazu  excel  at  jungle  warfare,  their  striated 
coloration  enabling  them  to  blend  into  the  surrounding 
vegetation.  Their  warriors  wield  heavy  three-bladed 
throwing  knives  in  combat,  and  are  absolutely  fearless; 
there  are  few  more  terrifying  experiences  than  an  all-out 
charge  by  a  band  of  screaming,  blood-crazed  Ahazu 
(see  sidebar). 

Among  their  own  people,  Ahazu  use  barter  to 
exchange  goods  such  as  hides,  horn,  herbs,  clay  pots 
of  healing  salve,  and  food.  They  will  sometimes  trade 
with  outsiders  who  offer  them  metal  weapons  or 
intoxicants,  but  such  dealings  are  dangerous  affairs; 
A  hazu  someti  mes  f  i  nd  i  t  si  mpl  er  to  ki  1 1  a  f  orei  gn  merchant 
than  to  haggle  for  long  periods. 
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M  ost  Tal  islantans  who  are  aware  of  the  existence 
of  the  Ahazu  regard  them  as  fierce,  blood-thirsty 
savages.  Such  impressions  are  not  far  from  the  mark. 
The  A  hazu  haveno  known  ties  to  any  other  tribe,  race, 
or  nation.  They  mark  the  M  oorg-Wan  as  their  ancient 
enemies  and  territorial  rivals,  and  often  engage  in  vicious 


battles  with  the  swamp  people.  Ahazu  will  never  do 
harm  to  a  G  reen  M  an,  believing  that  such  actions  anger 
the  ancient  Forest  Gods,  and  may  yield  terrible 
consequences. 

Pm^y  or  Dott 

Leaper's  Ridge 

T he  waveri  ng  cl i f f s  of  L  eaper' s  R  i dge  stand  ami dst 
the  jungles  of  the  Dark  Coast,  in  the  territories  of  the 
Ahazu  tribes.  There  is  a  narrow  stream  here  that  drops 
over  the  cliff  in  a  four  hundred  foot  long  ribbon  of  water, 
terminating  in  a  rainbow-hued  cloud  of  mist  and  vapor. 
The  waterf  al  I  i  s  not  the  regi  on' s  mai  n  attracti  on,  how  ever, 
at  least  as  far  as  the  local  indigenes  are  concerned.  For 
Leaper's  Ridge  is  a  place  where  old  A  hazu  tribesmen,  or 
those  despondent  over  having  fared  poorly  in  battle, 
someti  mes  come  to  hurl  themselves  to  thei  r  death .  T  hei  r 
remai  ns  litter  the  jungle  floor  beneath  L  eaper' s  R  i  dge, 
attracting  scavengers  such  as  urthrax  and  aramatus. 


The  alatus  is  a  variety  of  winged  leech  found  in 
swamps  and  jungle  regions  such  as  M  og,  the  Dark  Coast, 
and  certain  islands  of  theSouthern  Rim. They  normally 
nest  in  the  hollows  of  rotten  trees,  flying  forth  to  feed 
after  sundown.  Alatus  hatch  from  eggs,  which  thefemale 
lays  in  dead  or  rotting  wood,  emerging  as  wingless 
larvae.  At  this  stage  of  the  creature's  development,  the 
alatus  feeds  mainly  upon  small  insects  and  vermin,  and 
it  is  practically  indistinguishablefrom  the  most  common 
species  of  swamp  leeches. 


THESOUTHERN  RIM 
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After  one  or  two  weeks,  the  larval  alatus  burrows 
into  the  ground,  encases  itself  within  a  fibrous  sac,  and 
goes  into  hibernation.  It  may  remain  in  such  a  state  for 
months  or  even  years;  the  naturalist  Thystram  claimed 
to  have  found  hibernating  alatus  in  sealed  crypts  and 
catacombs  that  had  lain  undisturbed  for  over  a  century. 
W  hen  at  I ast  the  al atus  comes  forth  from  its  sac,  it  is  as 
a  full-grown,  winged  adult  up  to  six  feet  in  length.  An 
alatus  of  this  size  will  attack  creatures  as  large  as 
Mogroth,  strangling  prey  with  its  sinuous  tail  while 
sucking  the  victim's  blood.  Alatus  are  believed  to  be 
carriers  of  a  rare  disease  called  "blood  fever,"  the 
symptoms  of  which  include  gradual  loss  of  strength, 
nausea,  and  eventual  paralysis.  Nagra  spirit  trackers 
eat  alatus,  which  they  regard  as  a  rare  and  succulent 
delicacy. 

Size:  6' in  length,  120  lbs. 
Attributes: 

INT  -9  PER+1 
WIL+2  CHAN/A 
STR  +2  DEX  +1 

CON-1  SPD+1 
Ability  Level:  3-6 

Attacks/Damage:  Bite:  DR  3  per  round  from  blood  drain, 

Tai  I :  D  R  5  per  round  from  constri ction 

Special  Abilities:  Flight,  bite  may  cause  blood-fever 

(CON  roll  to  resist) 

Armor:  None 

HitPoints:  19 

LOTCiy  WK 

The  Talislantan  lotus  is  a  variety  of  water  lily 
common  to  certain  swamplands  and  jungle  regions. 
There  are  several  known  species,  all  of  which  possess 
unusual  properties.  The  poll  en  (or  powder,  as  it  is  cal  led) 
of  the  green  lotus,  prepared  in  a  potion,  allows  the  drinker 
to  communicate  empathically  with  all  manner  of  plants 
and  trees.  Scarlet  lotus  powder  renders  those  who  take 
it  susceptible  to  the  commands  of  others.  The  powder 
of  the  black  lotus  possesses  powerful  narcotic  and  mind- 
expanding  properties,  and  it  bestows  upon  the  user  the 
powers  of  clairvoyance  and  clairaudience;  however, 
repeated  use  of  black  lotus  runs  a  cumulative  risk  of 
addiction.  A  rare  multi-hued  variety,  known  as  rainbow 
lotus,  is  also  found  in  some  regions.  Its  properties  are 
unpredictable,  and  the  flower  is  prized  mainly  for  its 
beauty. 
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G  ao-  D  i  n  i  s  a  smal  I  and  rocky  i  si  e  I  ocated  some  ten 
miles  off  the  western  coast  of  M  og.  It  is  a  dismal  place, 
with  treacherous  swamplands  and  jungles  lining  its 
coastal  regions.  Inland,  limestone  cliffs  riseupfromthe 
murky  vegetation,  culminating  in  a  great,  central  mound 
of  stone.  Here,  looking  out  across  the  Azure  Ocean, 
stands  the  Rogue  City  of  Gao-Din:  home  to  a  motley 
folk  known  astheGao,  ortheSea  Rogues. 

ThK  y^a  RQQG^y  or 

The  Gao  are  a  people  of  mixed  blood  originally 
descended  from  the  ancient  Phaedrans.  Gao  have  inter- 
married with  many  different  peoples  over  the  course  of 
time,  and  so  exhibit  no  single  set  of  characteristics.  The 
local  style  of  dress  is  both  diverse  and  flamboyant,  and 
features  a  wide  array  of  cloaks,  sashes,  tunics, 
pantaloons,  bandanas,  ear  baubles,  eye-patches,  and 
high  boots. 

fln^TRY 

Formerly  a  penal  colony  of  the  old  Phaedran 
Empire,  Gao  was  abandoned  by  its  makers  during  the 
Cult  Wars  of  the  early  New  Age.  The  prisoners 
incarcerated  in  this  heavily  fortified  installation  were 
simply  left  behind  to  fend  for  themselves.  Showing  a 
degree  of  ingenuity  born  of  desperation,  they  salvaged 
an  abandoned  Phaedran  vessel  and  embarked  upon  a 
career  as  sea-roving  pirates.  Soon  thereafter,  Gao-Din 
was  declared  an  independent  city  state,  and  the  Rogue 
City  of  Gao  was  made  its  capital.  Since  that  time  theSea- 
Rogues  of  Gao  have  prospered,  and  their  small 
settlement  has  become  a  haven  for  thieves  and  outcasts 
of  many  races  and  nationalities. 

The  formal  penal  colony  of  Gao  has  grown  into  a 
city  of  sorts,  its  old  fortifications  expanded  upon  and 
modified  for  purposes  of  defense.  Gao  buildings  are 
made  of  stone,  brick,  driftwood,  or  anything  that's 
available.  A  rchitectural  styles  reflect  the  preferences  of 
dozens  of  races  and  ethnic  groups. 

The  city's  current  population,  comprised  mostly 
of  thieves,  outcasts  and  freed  slaves,  is  a  remarkable 
admixture  of  racial  and  cultural  types.  Rivals  and  even 
deadly  enemies  under  normal  circumstances,  the 
inhabitants  of  the  Rogue  City  generally  co-exist  with  a 


minimum  of  difficulty  on  Gao-D in.  While  polygamy  is 
permitted  by  maleand  femalecitizens,  adultery  isfrowned 
upon.  Individuals  accused  of  such  an  indiscretion  often 
simply  get  married,  thereby  avoiding  possible  scandal. 
As  a  result  of  the  city's  liberal  policies  concerning 
marriage,  individualsborn  in  Gao  may  haveany  number 
of  legal  "fathers"  and  "mothers,"  and  countless  relatives 
of  various  races  and  nationalities.  Gao  food  issimilarly 
diverse,  and  traditional  cuisines  from  many  lands  are 
available  in  the  taverns  and  inns. 

I  n  popul ar f ol  klore,  the  G  ao  are  perceived  by  many 
Tal  i si antans  as  gl amorous  adventurers,  a  percepti on  that 
the  Gao  work  hard  to  encourage.  Crude,  crass,  or  abusive 
behavior  is  not  tolerated  among  the  Gao,  who  value 
good  manners.  Though  the  Sea-Rogues'  swashbuckling 
antics  and  charming  manners  set  them  apart  from  the 
murderous  tactics  employed  by  the  Mangar  Corsairs, 
there  is  no  escaping  the  fact  that  the  Gao  are  pirates 
who  rob  and  plunderfor  a  living. 

The  Rogue  City  of  Gao  is  ruled  by  an  individual 
known  as  the  "King  of  Thieves,"  elected  by  popular 
vote  once  each  year.  The  King's  primary  duties  are  to 
arbitrate  disputes,  set  fair  prices  for  black  market  and 
contraband  goods,  and  enforce  the  three  basic  tenets 


of  the  "thieves'  codeof  honor."  These  are:  1)  itisillegal 
to  kill  afellow  thief  (i.e.,  citizen  of  Gao)  whilein  thecity 
proper;  2)  itisillegal  to  reveal  the  seven  secret  passwords 
to  any  non-citizen;  3)  it  is  illegal  to  steal  any  item  worth 
more  than  twenty  gold  lumensfrom  afellow  thief  while 
in  thecity  proper. 

The  punishment  for  failure  to  comply  with  the 
code's  tenets  is  determined  by  the  King's  appraisal  of 
the  circumstances.  In  most  cases,  individuals  found 
guilty  of  breaking  either  the  first  or  second  tenets  are 
bound,  gagged,  and  fed  to  the  aqua  demons.  Those 
found  guilty  of  breaking  the  third  tenet  are  given  two 
weeks  to  reimburse  the  victim  of  the  theft  three  times 
over.  Failure  or  inability  to  comply  with  this  edict  once 
again  brings  the  aqua  demons  alternative  to  bear. 

Gao  citizenship  is  not  easily  obtained,  though  it 
istechnically  availableto  any  thief,  outcast,  or  scoundrel 
who  seeks  it.  In  order  to  reduce  the  chance  of  spies  or 
informants  infiltrating  Gao's  close-knit  society,  all 
individuals  applying  for  citizenship  must  allow 
themselves  to  be  subjected  to  scrutiny  by  the  King's 
personal  advisors,  a  group  traditionally  comprised  of 
fellow  thieves,  wizards,  and  the  like.  Those  who  pass 
their  rigorous  tests  are  granted  citizenship  and  taught 
the  seven  secret  passwords  required  to  gain  access  to 
the  city.  Those  who  fail  are  seldom  heard  from  again 
except  as  regards  the  aqua  demons. 


^-If  it  is  true  that  there  is  no  honor  amongst  thieves, 
then  the  relationship  that  exists  between  theM  angar 
and  the  Sea  Rogues  of  Gao-Din  must  be  regarded 
as  peculiar,  to  say  the  least.  Both  are  pirates  by 
trade,  though  thei  r  methods  are  as  different  as  night 
and  day.  TheM  angar  are  cutthroats  who  are  known 
to  subject  their  victims  to  torture,  humiliation,  and 
cruel  sport.  The  Gao  are  swashbucklers  whose 
gallant  treatment  of  their  victims  -  females  in 
particular  -  isthestuff  of  popular  folk  legends.  The 
M  angar  are  despised;  the  Gao  are  romanticized. 
F  urther,  there  is  no  love  lost  between  the  two,  who 
regard  each  other  with  considerable  animosity. 

'"Yet  despite  such  differences  an  unwritten 
agreement  exists  between  the  M  angar  and  Gao,^ 
which,  with  few  exceptions,  has  remained  unbroken 
for  centuries.  In  short,  the  two  have  divided  the 
seas  and  oceans  of  Talislanta  between  them.  The 
waters  from  the  western  shore  of  the  Bay  of  Cicz 
east  to  the  Far  Seas  and  north  to  the  Sea  of  M  adness 
are  considered  the  territories  of  the  M  angar.  F  rom 
the  eastern  shore  of  Baratus  Bay  west  through  the 
A  zure  Ocean  belongs  to  the  G  ao.  T he  southern  ti  p 
of  Faradun  marks  a  line  of  demarcation  between 
the  two  territories  that  is  observed  by  both  peoples. 
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Cynicshavesugg  ested  th  at  the  d  i  v  i  si  on  of  terri  to  ry 
between  these  two  peoples  is  one  of  geographical 
convenience  only.  However,  this  does  not  explain 
why  theM  angar  will  seldom  pursue  even  the  richest 
merchant  ships  west  beyond  the  horn  of  Faradun, 
or  why  the  Gao  will  abandon  pursuit  of  vessels  ( 
that  pass  beyond  this  point  to  the  east.  Rather  than  J 
convenience,  it  appears  that  relationship  between  { 
the  M  angar  and  the  Gao  is  primarily  one  of 
professional  courtesy. 


WmK  &  Ration 

A 1 1  G  ao  are  f  ree  to  w  o  rsh  i  p  o  r  n  ot,  as  th  ey  p  I  ease. 
A  ccordi  ngly ,  many  diverse  cults  and  rel  i  gi  ons  prol  if  erate 
in  the  Rogue  City,  though  most  have  only  a  handful  of 
followers.  Magicians  of  many  sorts  can  be  found 
throughout  the  city.  Thei  r  talents  are  considered  useful 
by  the  Gao,  who  sometimes  use  magic  to  disguise 
themselves,  their  booty,  and  their  ships.  Gao  bury  their 
dead  at  sea  in  a  formal  ceremony  that  entails  the  laying 
of  wreaths  upon  the  water. 


Th^  Art? 

Gao  is  a  melting  pot  of  different  cultures,  their 
arts,  and  crafts.  The  Sea  Rogues  have  a  great 
appreciation  of  the  arts;  so  much  so  that  artisans, 
craftsmen,  and  performers  found  aboard  ships  plundered 
by  the  G  ao  are  often  i  nvited  to  I  i ve  i  n  G  ao-D  i  n. 

Sea  Nomad  and  Low  Talislan  are  spoken 
throughout  G  ao-  D  i  n,  w  i  th  embel  I  i  shments  suf  f  i  ci  ent  to 
archive  the  desired  effect  of  charm  and  manners.  M  ost 
Sea  Rogues  know  at  least  one  of  these  two  languages, 
along  with  their  native  tongues.  Common  names  vary 
wildly  according  to  background;  there  are  no  ethnic 
Gao  names  per  se. 

V^ny^y 

In  the  event  of  attack  all  Gao  band  together  to 
repulse  the  would-be  invaders.  Access  to  the  harbor  is 
impeded  by  dangerous  rocks,  traps,  and  the  local 
"fauna".  While  the  well-fed  aqua  demons  who  live  in 
the  waters  around  Gao-Din  generally  refrain  from 
molesting  Gao  vessels,  they  have  no  qualms  about 
attacking  other  ships. 

The  busi  ness  of  G  ao-D  i  n  i  s  pi  racy,  and  the  f  enci  ng 
of  stolen  booty  is  a  primary  concern.  These  dealings 
are  handled  by  means  of  secret  contacts  with  agents  in 
many  countries  on  the  mainland.  Ransoming  wealthy 
captives  is  another  profitable  endeavor.  The  King  of 
T h i  eves  i  s  al  I  ow ed  a  ten  percent  cut  of  al  I  booty  captured 
by  ships  which  utilize  the  city's  walled-in  harbor 
facilities,  but  does  not  otherwise  burden  the  population 
with  taxes  ortariffs. 

(UORLLWOl 

Officially,  the citystate  of  Gao-Din  has  no  formal 
relations  with  any  other  government,  religious  group, 
or  secret  society.  Neither  does  Gao  rule  out  the 
possibility  of  association  with  almost  any  government, 
group,  or  individual,  providing  there  is  a  profit  to  be 
made  by  entering  into  such  a  relationship.  Only  the 
Imrians,  Rajans  and  Aamanians  seem  exempt  from  this 
policy,  the  Sea-Rogues  having  a  definite  aversion  to 
slavers  and  religious  fanatics.  The  Sea-Rogues  steer 
clear  of  the  mysterious  Black  Savants,  whose  dark 
vessel  s  occasi  onal  I y  pi  y  the  w aters  of  the  A  zu re  0  cean . 
C  uriously,  G  ao-D  i  n  has  an  agreement  of  sorts  with  thei  r 
rivals,  the  M  angar  Corsairs  (see  sidebar). 
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Aqua  demons  (or  sea  demons,  as  they  are 
sometimes  known)  are  denizens  of  the  Demonrealms 
whose  presence  in  the  seas  and  oceans  of  the  Southern 
Rim  can  be  attributed  to  ancient  portals  and  witchgates 
that  sank  below  the  waves  during  the  ti  me  of  The  G  reat 
Disaster.  The  curse  of  ocean-going  vessels,  aqua 
demons  are  sometimes  known  to  infest  tropical  isles, 
coral  reefs,  and  sunken  ruins.  They  are  practically 
i  nvi si  bl  e  i  n  water,  and  they  possess  the  abi  I  i ty  to  change 
into  liquid  form  or  create  whirlpools  and  dangerous 
undercurrents.  A  qua  demons  are  uncomfortable  out  of 
the  water  and  are  pained  by  heat  and  fire. 

Size:  7l-7'8",300-450+lbs. 
Attributes: 

INT +2  PER +2 

WIL+6  CHA-6 
STR  +7  DEX  +1 

CON  +10  SPD  +4* 

*  in  water;  -4  on  land 
Ability  Level:  4-11+ 

Attacks/Damage:  Claws:  DR  13,  two  attacks 

Special  Abilities:  A quamancy  with fourM  odesatA  bility 

L  evel ,  al  most  i  nvi  si  bl  e  i  n  water  (-8  to  detect) ,  adopt  I  i  qu  i  d 

form,  create  whirlpools  and  undercurrents 

Armor:  Elemental  water,  PR  3 

H  itPoints:  22 


lIDRIfl 


Imria  is  a  large  island  located  off  the  southern 
coast  of  M  og,  in  the  Azure  Ocean.  Its  dense  jungles, 
twisting  inlets,  and  underwater  grottoes  teem  with  such 
dangerous  creatures  as  aramatus,  crag  spiders,  and  the 
giant,  sightless  cave  eels  called  kra.  Mt.  Talus,  a  large 
and  intermittently  active  volcano,  rises  above  the 
southwestern  jungle,  and  sea  demons  prowl  the  coastal 
waters  in  force.  Perhaps  the  most  dangerous  inhabitants 
of  the  isle,  however,  are  the  amphibious  humanoids 
known  as  the  Imrians. 

Imrians,  are  tall  and  muscular,  with  sloping 
shoulders,  and  dark,  deep-set  eyes.  Their  scaly  yellow- 
green  ski  n  i  s  covered  wi  th  a  coati  ng  of  transl  ucent  si  i  me, 
which  serves  to  keep  moisture  in  when  they  are  on  dry 
land.  Thei  r  hands  and  feet  are  webbed,  and  thei  r  powerful 
j  aw  s  are  I  i  n ed  w  i  th  a  d o u b I  e  ro w  of  sh arp  teeth .  B  oth  the 
males  and  females  dress  in  crude  loincloths  of  kra  hide 
and  wear  necklaces  of  brass  rings. 

Talislantan  scholars  believe  that  the  Imrians  are 
probably  descended  from  the  Batrachians,  a  race  that  is 
believed  to  have  been  extinct  for  centuries.  The  Imrians 
disagree,  claiming  that  they  are  the  fabled  First  Folk  of 
legend  (see Magic  &  Religion). 

The  Imrians  have  a  single  large  settlement  called 
Kragan.  Located  in  a  great  lagoon  situated  in  the  center 
of  the  island,  this  place  consists  of  hundreds  of  reed 
and  thatch  hovels,  each  plastered  with  mud  and 
supported  on  stilt-like  poles.  The  tallest  of  these 
structures  tower  forty  feet  or  more  above  the  lagoon, 
and  are  occupied  by  the  wealthiest  Imrians  —  the  King 
of  I  mria  dwel  Is  within  the  highest.  The  least  prosperous 
Imrians  own  hovels  which  stand  just  above  the  water  or 
are  partially  submerged,  depending  upon  the  tide.  Slave 
laborers  and  those  awaiting  sale  are  housed  in  floating 
pens,  moored  by  heavy  lines  to  the  lagoon  bottom. 

Imrians  mate  indiscriminately,  though  dominant 
males  often  keep  the  "choicest"  femalesfor  themselves; 
those  in  positions  of  power  may  have  a  "harem"  of 
consorts  from  which  to  choose.  The  concept  of  family 
is  unknown  to  the  Imrians.  Y  oung  Imrians  hatch  from 
eggs,  and  spend  theiryouth  as  water- breathing  "newts." 
Lungs  capable  of  breathing  out  of  water  develop  by  the 
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end  of  the  eighth  year,  after  which  the  Imrian  is 
considered  an  adult.  From  this  point  on  the  creature 
must  fend  for  itself,  or  risk  being  eaten  by  the  adult 
mal  es,  who  are  extremely  bel  I  i  gerent. 

Imrian  habits  are  generally  unappreciated  by  the 
other  intelligent  races  of  Talislanta  (see  sidebar).  M  ost 
consider  the  amphibians'  taste  for  slugs,  worms,  and 
I eeches  to  be  di sgusti ng,  and  f i nd  i t  i  mpossi  bl e  to  enj oy 
a  decent  meal  i n  thei r  presence.  The  I  mrians  themselves 
find  most  common  types  of  food  and  drink  revolting, 
but  regard  ten  year-old  brine  and  giant  water  bugs  as 
great  delicacies.  The  light  coating  of  slime  that  covers 
the  body  of  a  healthy  Imrian  is  likewise  unappealing  to 
some  —  especially  clothiers  and  launderers,  who  dread 
the  appearance  of  an  Imrian  in  their  establishments. 

I  mrians  are  si  avers,  a  profession  that  enlightened 
Talislantan  peoples  regard  as  repulsive.  Even  among 
those  who  use  slaves  I  mrians  are  regarded  as  a  backward 
race.  The  I  mrians,  aware  that  this  is  how  they  are 
perceived,  exhibit  considerable  defensiveness,  hostility, 
and  insecurity  regarding  the  issue  of  their  nobility  and 
lineage. 

Imrians  are  among  the  few  Talislantans  who  do 
not  fear  to  sail  into  the  open  sea.  They  range  far  and 
wide  in  their  massive,  barge-like  coracles,  which  are 
constructed  from  the  bones  and  hide  of  kra.  Smaller 
vessels  of  woven  reeds  are  used  for  shore  raids  and  to 
transport  captured  slaves  back  to  the  larger  ships. 


The  I  mrians  are  ruled  by  a  King,  who  lives  in  the 
city  of  Kragan.  His  primary  responsibility  is  to  oversee 
the  slave  and  narcotics  trades,  though  the  K  ing  is  also 
commander  in  chief  of  the  Imrian  military.  The  Imrian 
hierarchy  is  based  on  a  military  command  structure:  the 
King  commands  his  Captains,  who  give  orders  to  their 
I i eutenants,  on  dow n  to  the  I ow I y " mud  soldiers" .  I  mri a 
has  no  legal  system  to  speak  of.  Individuals  accused  of 
crimes  are  usually  assumed  to  be  guilty  and  executed 
by  whoever  is  in  command. 

WmK  &  Ration 

The  I  mrians  worship  no  god,  and  mock  those  who 
do  as  ignorant  savages.  They  have  no  ritual 
observances  as  regards  the  dead,  and  merely  feed  their 
bodies  to  the  kra.  Considering  themselves  to  be  superior 
to  the  other  races  of  Talislanta,  they  are  incapable  of 
comprehending  any  position  bearing  greater  esteem 
than  King  of  Imria. 

The  I  mrians  clai  m  to  be  the  F  i  rst  Race,  from  whom 
the  "lesser  species"  supposedly  descended.  They  say 
their  people  rose  from  the  primordial  seas  that  gave 
bi  rth  to  al  1 1  if e  on  A  rchaeus.  T  he  I  mri  ans  cite  as  evi  dence 
certain  ancient  coral  tablets,  held  in  their  possession 
for  many  generations.  Retrieved  from  a  sunken  crypt  by 
their  early  ancestors,  the  tablets  purportedly  contain 
the  secret  history  of  the  Imrian  race,  dating  back  over 
20,000  years. 

ThoseTalislantan  scholars  who  acknowledge  the 
existence  of  the  Imrian  tablets  believe  that  they  do 
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indeed  contain  priceless  historical  information  —  not 
relating  to  the  Imrians,  but  of  an  ancient  and  advanced 
civilization  that  sank  beneath  the  waves  untold  ages 
ago.  There  are  thought  to  be  several  thousand  of  the 
coral  slabs  in  the  city  of  Kragan,  many  of  which  may 
contain  priceless  secrets  from  the  Forgotten  Age. 

T\k  Art? 

Imrians  have  no  tradition  of  music,  art,  or  dance. 
In  an  attempt  to  appear  civilized  they  will  sometimes 
acquire  works  of  art  created  by  foreigners  and  hang 
them  in  their  rude  dwellings;  the  results  are  usually 
dismal. 

Although  most  Imrians  areableto  speak  a  crude 
version  of  the  Low  Talislan  tongue,  their  slurred  and 
gurgling  manner  of  speech  can  bedifficultfor  outsiders 
to  comprehend.  When  among  their  own  kind  Imrians 
prefer  instead  to  converse  in  Piscine,  the  language  of 
other  aquatic  creatures.  Imrians  use  a  crude  written 
symbology  and  numerology  that  they  claim  was 
developed  by  their  ancient  ancestors.  Actually,  it  was 
created  from  bits  and  pieces  pi  rated  from  other  pri  miti  ve 
writing  and  number  systems,  and  patched  together  in 
haste  with  little  sense  of  logic  or  organization. 
Deciphering  such  writings  is  difficult  for  non-lmrians, 
not  because  of  thei  r  i  ntri  cacy  but  because  of  thei  r  hodge- 
podge nature. 

The  Imrians  have  a  naval  force  of  several  hundred 
coracles,  but  their  ships  are  flimsy  in  comparison  with 
the  wooden-hulled  craft  of  other  Talislantans.  Imrian 
military  capabilities  are  considered  mediocre  at  best.  In 
fact,  the  settlement  of  Kragan  is  more  formidably 
protected  by  its  hostile  environs  than  by  the  Imrians 
themselves. 

^OIDRXR^ 

Slavers  by  trade,  Imrians  prey  upon  the  primitive 
tribes  that  dwell  along  the  southern  coasts  and  isles  of 
the  Talislantan  continent:  theWitchmen  of  Chana;  the 
M  ud  People,  A  hazu,  and  G  reen  M  en  of  the  Dark  Coast; 
the  Batreans  and  Sawila  from  their  respective  isles;  and 
to  a  lesser  extent,  the  M  ogroth  of  M  og.  They  also  traffic 
in  narcotic  herbs,  exotic  beasts,  and  various  forms  of 
contraband,  selling  mainly  to  the  Farad.  Brass  rings  are 
employed  as  currency  among  these  folk. 


Among  th^  ?LflLKRy 

The  Farad  Procurer,  Falalas  of  the  House  of  Nazi  r? 
was  required  by  his  superiors  to  handle  certain 
transactions  with  the  Imrians.  These  are  his 
thoughts,  as  recorded  in  his  ledger: 


"This  evening  I  was  required  by  my  superiors  to 
entertain  an  Imrian  captain  and  his  chief  slaver  in 
)  my  quarters,  in  order  to  finalize  a  lucrative 
'  transaction  involving  the  acquisition  of  eightdozen 
slaves.  I  did  not  relish  thejob,  as  the  Imrians  area 
repulsive  lot  who  reek  of  mud  flats  and  rotten  , 
shellfish.  N  everthel ess,  obligation  to  my  H  ousewas 
the  prime  consideration.  From  the  start,  the  affair 
went  badly.  In  response  to  my  offer  of  dinner  the 
Imrians  requested  aramatus,  a  variety  of  giant 
*  armored  leech,  boiled  alive  in  brine  and  served  in 
its  shell,  with  a  ragout  of  sand  crawlers  and  sea^ 
slimes.  When  this  request  was  brought  to  the 
kitchen  my  cook  tendered  his  resignation  at  once. 
In  apanic  I  sentapairof  assistant  Procurers  to  the 
marketpl  ace  to  f  i  nd  foodstuffs  suitablefor  my  Imrian 
clients. 


In  the  interim  I  sought  to  entertain  my  guests  as 
best  I  could.  Two  hours  passed,  during  which  time 
the  Imrians  drank  a  cask  of  fermented  brine,  all  the 
while  growing  louder  and  more  obstreperous  with 
each  passing  minute.  The  transaction  seemed  in 
dire  jeopardy  when  finally  my  two  assistants 
returned,  carrying  with  them  a  steaming,  eight-foot 
long  aramatus  coiled- up  in  a  great  iron  tureen.  The 
meal  was  served  and  the  Imrians  ate  with  relish, 
cutting  the  aramatus  into  sections  and  cracking 
open  its  shell  with  iron  tongs  and  knives.  After 
dinner  they  toasted  me  with  mugs  of  brine,  affixed 
their  marks  to  a  contract,  and  departed.  My 
chambers  were  a  mess  and  my  furnishings  covered 


(UORLLWOl 

Before  the  founding  of  the  Seven  Kingdoms,  the 
Imrians  ruled  a  large  stretch  of  M  og  andTaz,  but  when 
the  Thrall  tribes  united  they  cast  the  intruders  back  into 
the  sea  —  to  this  day,  the  two  races  hate  one  another. 
Several  bloody  defeats  inflicted  by  the  armies  of  the 
Seven  Kingdoms  have  also  persuaded  the  Imrians  that 
slave  raids  into  Astar  to  capture  M  uses  are  no  longer 
profitable.  Despite  such  setbacks,  the  Imrians  continue 
to  foster  dreams  of  conquest.  They  succeeded  in 
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subjugating  the  Isle  of  Batre  in  the  year  602,  and  now 
use  it  as  a  breeding  ground  for  slaves,  who  are  sold  to 
Rajanistan  and  Faradun. 

llDRIflf)  y^TTlXIWDTT 
TheCityof  Kragan 

The  I  mrians  have  but  a  single  settlement,  the  City 
of  Kragan.  It  is  accessible  from  the  sea  by  several 
hidden,  winding  inlets,  each  heavily  guarded  by  slave 
warriors,  wild  beasts  and  Imrian  guards. 

wm 


Kra  are  giant,  sightless  eels  native  to  undersea 
caves  and  grottos  around  the  i si e  of  I  mri a  and  the  waters 
of  the  Far  Seas.  In  their  dark  domains,  kra  feed  on  all 
sorts  of  marine  creatures,  including  skalanx,  water 
raknids,  and  even  other  kra.  They  are  fierce  and 
aggressive  predators  who  sense  prey  by  sound  and 
vibration.  The  most  ancient  kra  may  grow  to  immense 
size,  rivaling  even  sea  dragons  in  stature.  A  smaller, 
sighted  species,  known  as  rainbow  kra,  is  commonly 
found  in  open  waters. 

N  ormal  ly  viol  ent,  kra  become  stuporous  for  short 
periods  immediately  following  the  mating  season.  It  is 
at  this  time  that  Imrians  slavers  capture  them  with 
harpoons  and  nets,  thereafter  keeping  the  kra  sedated 
with  certain  narcotic  plants  and  herbs.  Imrians  employ 
teams  of  up  to  six  kra  as  a  means  of  propelling  their 
barge-like  slave  coracles.  Unpleasant  accidents  are 
generally  kept  to  a  minimum  by  the  regular  infusion  of 
potent  sedati ves  i n  the  kra' s  food,  w hi ch  i s  customari I y 
administered  to  the  beasts  by  slaves  and  similarly 
expendable  personnel. 


Size:  20'-25',  2,000-4,000  lbs. 
Attributes: 

INT  -9  PER+1 
WIL  +5 

STR  +7  DEX  -1 

CON  +7  SPD  +5 

Level:  6-18 

Attacks/Damage:  Bite:  DR  15  -+-A  bility  Level,  Tail:  DR  13 
Special  Abilities:  Aquatic 
Armor:  Scaly  hide,  PR  2 
H  itPoints:  53 

TflFWITT 

Tardi sites  are  amphibious  creatures  that  inhabit 
the  swamps,  marshes,  and  jungles  of  the  Southern  Rim; 
a  related  species  is  found  along  the  coasts  of  the 
Western  and  Eastern  Lands.  Tardisites  are  notoriously 
slow-moving,  often  remaining  perched  atop  a  stone  or 
tree  stump  for  days  at  a  time.  Fairly  intelligent,  they  are 
capable  of  speech  but  care  little  for  the  concerns  of 
humanoid  beings.  Tardisites  possess  the  somewhat 
disconcerting  ability  to  swivel  their  head  a  full  360 
degrees,  and  they  can  rotate  each  of  their  eyes 
independently.  If  threatened,  a  tardi  site  will  puff  up  like 
ablowfish,  becoming  a  ten-foot  ball  covered  with  needle- 
sharp  spines.  Tardisites  normally  subsist  on  insects, 
which  they  catch  with  their  tongue. 


Size:  3',  30+lbs. 
Attributes: 
INT-5         PER  44 
WIL +3  CHA-3 
STR  -4         DEX  +2 
CON0         SPD -12* 
*  except  as  pertains  to  special 
ability 

Ability  Level:  3-5 
Attacks/Damage:  Spines:  DR 
8  (when  inflated) 
Special  Abilities:  Inflate  at 
SPD +2 

Armor:  Spines,  PR  5 
H  itPoints:  10 
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B  ordered  to  the  east  and  west  by  tw i  n  forks  of  the 
Axis  RiverJ  hangara  is  a  hot  and  humid  land  traveled  by 
few  civilized  people.  Its  terrain  consists  in  large  part  of 
jungle,  murky  swamp,  and  bog,  becoming  progressively 
more  dense  and  inhospitable  towards  the  southern 
coastal  regions.  Here,  untamed  marshlands  predominate, 
populated  by  numerous  unfriendly  species  of  animals 
and  plants  such  as  malathropes,  stranglevine,  and  the 
horrid  insectoid  predators  known  as  water  raknids.  The 
humanoid  denizens  of  this  land  are  an  ignorant  and 
backward  folk  known  as  the  J  hangarans. 

J  hangarans 
are  odd  and 
ungainly  in 
appearance.  They 
have  marbled 
brown  and  sepia- 
colored  skin, 
elongated  limbs, 
elliptical  craniums 
and  pinched, 
angular  features. 
Both  the  males  and 
females  are 
hairless,  and  may 
attain  heights  in 
excess  of  six  and  a 
half  feet.  They  go 
about  barefoot, 

and  wear  only  loincloths  and  bands  of  coarse  cloth 
wrapped  about  their  arms  and  legs. 

The  J  hangarans  are  thought  to  be  descended  from 
a  mixture  of  several  wild  humanoid  peoples.  Their 
striated  skin  suggests  a  possible  connection  with  the 
A  hazu  tri  bes  of  the  D  ark  C  oast. 

J  hangarans  are  a  sullen  and  superstitious  people, 
prone  to  displays  of  hostile  or  even  violent  behavior. 
They  live  in  tribal  groups,  typically  comprised  of 
individuals  of  the  same  occupation.  W  ithin  these  tribal 
groups  are  subdivisions  representing  clans  -  loosely- 
knit  family  units  comprised  of  individuals  related  by 
birth,  "marriage",  or  even  more  specious  connections. 
There  is  littlesense of  unity,  and  less  cooperation,  among 


these  folk.  J  hangaran  "marriage"  is  in  large  part  a  farce. 
I  f  a  f  emal  e  i  s  i  mpregnated ,  she  cl  ai  ms  a  mal  e  as  the  father 
of  her  child,  and  the  two  are  "married".  There  is  no 
ceremony,  and  the  union  has  little  meaning  save  that 
the  female  may  now  hound  the  father  for  money  or 
goods;  more  often  than  not,  the  male  tries  to  shirk  his 
responsibilities. 

Conditions  in  a  typical  J  hangaran  settlement  are 
abysmal.  Open  ditches  serve  as  sewage  lines,  and  the 
air  is  heavy  with  the  stench  of  filth  and  decay.  The  huts 
are  alive  with  insects  and  vermin,  and  ragged  bands  of 
filthy  children  run  around  unattended.  An  outer  wall 
constructed  of  rude  axe-hewn  timbers  affords  their 
settlements  some  protection  from  against  attack  by 
bandits,  wild  beasts,  and  murderous  hordes  of  water 

raknids.  The  tribes 
subsist  on  sea- 
slugs  and  raw 
meat,  do  not  use 
fire,  and  have  no 
knowledge  of 
metal-working  or 
magic.  J  hangarans 
have  a  great 
weakness  for 
alcohol,  and 
consume  as  much 
cheap  ale  and  grog 
as  they  can  afford. 
U  nfortunately, 
alcohol  makes 
them  mad  and 
unpredictable. 

The  J  hangaran  people  are  divided  into  four 
different  tribes,  who  differentiate  themselves  by  the 
color  of  thearm  and  leg-wrappingsthat  they  wear.  M  ud- 
M  iners  wear  grey,  M  arsh-H  unters  wear  green,  black  is 
forM  ercenaries,  and  red  for  Outcasts.  Rivalries  between 
the  four  tribes  are  common,  the  effects  of  which  may 
range  f  rom  prej  udi  ci  al  behavi  or  to  al  I  -out  warfare. 

The  strangest  of  the  tribes  are  the  Outcasts,  who 
wander  the  swamps  and  jungles  of  J  hangara  in  groups 
rangi  ng  i  n  sizef  rom  a  half  dozen  to  as  many  as  a  hundred 
individuals  (see  sidebar).  The  other  tribes  regard  them 
w i th  su persti ti ou s d read ,  and  will  do  almostanything  to 
keep  a  group  of  Outcasts  from  approaching  their  own 
camps  and  settlements.  It  is  the  belief  of  thej  hangarans 
that  all  Outcasts  bear  with  them  the  "stigma  of  doom." 
A  J  hangaran  who  is  so  much  as  touched  by  one  of  "the 


I 


"I  was  approaching  the  settlement  of  Tabal  by, 
,canoe,  in  the  company  of  a  pair  of  surly  J  hangaran 
^guides,  when  both  were  distracted  by  a  disturbance 
that  emanated  from  the  dense  vegetati  on  I  i  ni  ng  the 
near  shore  -  a  sound  perhaps  best  described  as  a 
droning  chant  of  some  sort,  accompanied  by  a 
rhythmic,  metallic  clanging. 

My  J  hangaran  guides  panicked  and  jumped 
overboard,  leaving  me  alone  in  the  boat.  Arms 
flailing  wildly,  they  struggled  to  shore  and  ran 
screaming  into  the  settlement.  A  minute  later  the 
heavy  wooden  gates  slammed  shut  and  were  barred 
from  within.  A  few  of  the  braverj  hangarans  peeked 
nervously  over  the  top  of  the  walls;  the  rest  hid  j 
themselves  from  view. 

As  I  satin  the  slowly  drifting  canoe  trying  to  make 
sense  of  what  had  transpired  a  ragged  band  of 
several  dozen  J  hangaran  Outcasts  emerged  from 
the  j  ungl  e  and  headed  towards  the  settl  ement.  T  hey 
seemed  a  motley  group,  dressed  in  rags,  banging 
crude  iron  gongs  and  pots,  and  dragging  their  feet^ 
or  limping  as  they  went.  All  looked  glassy-eyed, 
and  in  ill  health;  some  few  gibbered  and  drooled, 
apparently  without  control,  as  if  perhaps  they  were 
deranged. 

A  spokesperson  for  the  0  utcasts  cal  led  out  to  those 
who  huddled  inside  the  settlement.  "Hear!",  said 
he.  "We,  who  have  nothing,  come  to  you  for  alms." 
The  J  hangarans  inside  Tabal  let  out  a  moaning, 
wailing  sound,  as  if  faced  with  a  fate  worse  than 
death.  One  among  them  cried  out:  "Anything!  Only 
\come  no  closer  to  the  settlement,  and  do  not  visit 
your  accursed  stigma  upon  us!" 

A  moment  later  two  heavy  sacks  were  thrown  over 
the  wall  in  the  direction  of  the  Outcasts.  The 
Outcasts  made  no  response,  but  stood  completely 
still.  From  within  the  settlement  I  heard  more 
groaning  and  cursing.  Then  a  third  sack  was  thrown 
over.  Apparently  this  appeased  the  Outcasts,  for 
they  comeforth  to  claim  theofferings,  which  I  now 
saw  consisted  of  leftover  food,  some  sagging 
wineskins,  bundles  of  old  rags,  used  utensils,  and 
the  like.  The  ragged  group  then  headed  back  into 
the  jungle.  Perhaps  it  was  my  imagination,  but  it 
seemed  to  me  that  the  Outcasts  did  not  appear  so 
sickly  or  downcast  now  as  they  did  before;  in  fact, 


cursed  ones"  is  immediately  branded  an  Outcast.  He  or 
she  then  has  two  choices:  commit  suicide,  or  join  the 
Outcasts.  To  kill  an  Outcast,  the  J  hangarans  believe, 
brings  a  terrible  curse  upon  the  murderer  and  his  or  her 
family. 

J  hangarans  are  anarchists  who  observe  no  laws 
and  argue  constantly  among  themselves.  The  loudest 
and  most  obnoxious  individuals  usually  prevail  in  a 
given  situation,  and  may  temporarily  be  regarded  as  a 
"leader"  of  sorts.  A  single  settlement  can  have  as  many 
as  eight  or  ten  such  figures,  each  striving  to  be  heard 
over  the  others.  Accordingly,  projects  requiring  group 
cooperation  are  usually  doomed  to  failure  from  their 
inception,  explaining  the  dismal  living  conditions  that 
are  typical  of  J  hangaran  settlements.  There  is  no 
organized  legal  system  in  J  hangara,  and  no  laws  other 
than  superstition  and  taboo.  J  hangarans  who  are 
accused  of  breaking  a  taboo  are  usually  banished  from 
the  tribe,  to  become  Outcasts. 

WmK  &  Ration 

J  hangarans  have  no  religion,  and  know  nothing 
about  magic.  They  observe  only  two  ritual  days  of  note: 
Jha,  a  holiday  viewed  by  the  populace  mainly  as  a  good 
excuse  to  get  as  intoxicated  as  possible;  and  The 
Septenarial  Concordance,  a  fourteen-day  period  in  which 
the  seven  T al  i  si  antan  moons  remai  n  i  n  al  i  gnment.  D  u ri  ng 
this  time  no  citizen  of  J  hangara  will  dare  to  venture  forth 
into  the  swamps  at  night.  TheJ  hangarans  claim  that  the 
Horag,  a  monster  of  immense  proportions,  stalks  the 
swamplands  during  the  Septenarial  Concordance, 
searching  for  victims.  J  hangarans  accidentally  caught 
i  n  the  swamps  after  sunset  duri  ng  such  ti  mes  have  been 
known  to  si  it  their  own  throats  rather  than  face  the  terror 
of  thi  s  fearsome  monster.  J  hangarans  do  not  cremate  or 
bury  their  dead,  but  merely  discard  them  in  the  nearest 
swamp,  bog,  or  ditch. 

Th<;  Art? 

J  hangarans  care  nothing  for  art;  the  concept  may 
be  beyond  their  comprehension.  W  hen  drunk  they  shout 
curses  and  rude  remarks  in  unison,  pushing  and  shoving 
each  other  until  they  pass  out.  In  J  hangara,  this  passes 
for  music  and  dance.  Crafts  are  limited  to  basic 
necessities.  Even  then,  J  hangarans  produce  no  articles 
of  any  intrinsic  value,  never  mind  aesthetic  value. 


THE  SOUTHERN  RIM 


Thejhangaran  tongue  is  a  mangled  dialect 
derived  from  Low  Talislan.  J  hangarans  generally  begin 
all  conversation  by  the  use  of  a  single  imperative, 
delivered  in  a  gruff  orforceful  manner,  as  in  " ! H old! ", 
"IHear!",  and  the  popular  J hangaran  insult,  "!Die!". 
Common  names  are  harsh-sounding,  with  hard 
consonants,  as  in  Yazk,  J  hank,  Kozk,  and  Kyuk. 

J  hangarans  will  band  together  to  defend  their 
clans,  tribe,  or  settlements,  but  lack  organization  and 
discipline.  Settlements  are  fortified,  but  defenses  are 
crude  at  best.  J  hangaran  mercenary  warriors  are 
considered  highly  unreliable,  and  are  employed  only 
because  they  work  so  cheaply. 

M  ostj  hangaran  tribes  own  crude  river  craft,  which 
they  use  to  ply  their  various  trades  along  the  length  of 
themightyAxisRiver.TheM  ud-M  i  ners  of  Karansk  trade 
with  the  A  eriad  of  Vardune,  receiving  goods  from  the 
Seven  Kingdoms  in  exchange  for  bits  of  amber, 
sapphires,  and  semi-precious  stones.  Marsh-Hunters 
tradecaptured  beasts,  hides,  feathers  and  horntoZandir 
freetraders,  who  travel  to  Tabal  in  their  coast-hugging 
merchant  vessels.  However,  J  hangara's  most  valuable 
product  is  scintilla  —  the  luminous  eggs  of  carnivorous 
water  raknids,  which  infestthemarshlandsaroundTabal 
in  numbers.  Foreign  traders  often  purchase  sci  nti I  la  and 
other  goods  from  J  hangarans  for  a  fraction  of  what  they 
are  worth,  then  sell  them  to  wealthy  customers  in  other 
lands  at  considerable  profit. 

The  Aeriad  and  Zandir  tolerate  J  hangaran 
excesses  in  order  to  obtain  valuable  trade  goods,  but 
most  other  Talislantans  consider  J  hangarans  to  be 
untrustworthy.  The  unscrupulous  Farad  make  no  such 
distinctions,  and  employj  hangarans  to  harvest  k'tallah. 
In  recent  years  the  Aamanians  have  sent  missionaries 
to  Jhangara  in  the  hope  of  converting  the  tribes  to 
Orthodoxy.  The  missions  have  met  with  some  success, 
mainly  because  J  hanagarans  are  eager  to  embrace  any 
phi  I  osophy  that  promi  ses  them  a  way  out  of  the  swamps. 

JrlflrXMRflD  y^TTLXID^DTy 
Karansk 

The  inhabitants  of  Karansk  areM  ud  M  iners,  who 
make  their  living  by  dredging  the  riverbanks  and 


swamplands  for  sapphires,  amber  and  gold.  The  mud- 
mines  of  Karansk  are  dangerous  places  —  virtual 
quagmires,  teeming  with  aramatus,  urthrax  and  other 
vermin. 
Tabal 

The  denizens  of  Tabal  are  M arsh  Hunters,  who 
scour  the  marshes  al  ong  the  shores  for  caches  of  sci  nti  1 1  a 
and  trap  wild  beasts  in  order  to  earn  their  sustenance. 
These  commodities  are  traded  to  Zandirfreetraders,  who 
travel  to  this  southeastern  harbor  in  their  swift  vessels. 

J  hangkin 

Situated  on  the  banks  of  the  western  fork  of  the 
Axis  R  i  ver,  Jhangkinisacrudemili  tary  i  nstal  I  ati  on  w  here 
J  hangaran  M  ercenaries  gather  while  awaiting  their  next 
assignments.  The  swamps  around  J  hangkin  abound 
with  water  raknids,  marsh  striders,  batranc,  and  bog 
devils. 
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A  somewhat  smaller  relative  of  the  common  strider, 
the  marsh  strider  is  native  to  the  swamplands  of 
J  hangara,  M  og,  and  the  Dark  Coast.  They  subsist  on  a 
diet  of  crustaceans,  newts,  and  other  small  creatures 
that  live  along  the  shoreline.  The  creatures  especially 
crave  scintilla,  the  luminous  eggs  of  the  water  raknid, 


but  find  humanoids  palatable  when  easier  prey  is  not 
avai  I  abl  e.  F  emal  e  marsh  stri  ders  make  thei  r  nests  i  n  smal  I 
gullies  and  depressions,  lining  their  lairs  with  brambles 
and  twigs.  Young  hatchlings  emerge  from  the  egg 
hungry  and  mean-spirited;  though  barely  a  foot  tall,  the 
pestiferous  creatures  will  bite  anything  within  reach, 
and  as  such,  are  quickly  kicked  out  of  the  nest  by  their 
mothers. 

The  Jhangarans  train  marsh  striders  for  use  as 
steeds,  but  the  beasts  must  be  kept  muzzled  at  all  times 
due  to  their  irritable  nature.  This  is  especially  true  if 
marsh  striders  are  being  used  to  hunt  scintilla,  which 
they  will  attempt  to  devour  if  not  adequately  restrained. 

Size:  7'-7'6",600-750+lbs. 
Attributes: 

INT  -6  PER+2 
WIL+3  CHAN/A 
STR  44  DEX  44 

CON  4-2  SPD  4-7 

Ability  Level:  5-9 

Attacks/Damage:  Bite:  DR  6,Talons:  DR  10,Tail:  DR  6 
or  used  to  grasp  prey 

Special  Abilities:  Webbed  talons  allow  swift  movement 
in  swampy  terrain 
Armor:  Scaly  hide,  PR  2 
HitPoints:  30 

Water  raknids  are  an  aquatic  species  of  the 
common  land  raknidthatmaketheirhivesinthe shallows 
of  the  coastal  waters,  lagoons,  and  grottoes  of  the 
Southern  Rim.  Like  their  land-dwelling  relatives,  they 
are  ruled  by  a  queen,  who  is  served  by  water  raknid 
drones,  warriors,  and  workers.  Water  raknids  have  both 
rudimentary  gills  and  lungs  and  are  able  to  survive  in  or 
out  of  the  water.  The  same  cannot  be  said  for  water 
raknid  spawn,  which  do  not  develop  gills  until  they  are 
several  days  old.  Because  their  spawn  must  begin  life 
on  land,  the  colony's  drones  must  convey  their  queen's 
eggs  in  protective  sacs,  distributing  them  along  the 
shoreline  -  typically,  among  the  dense  patches  of 
marshweed  that  grow  just  beyond  the  tidal  line. 

Whilethe  eggs  are  maturing,  water  raknid  warriors 
patrol  the  shallows  to  protect  them  from  harm.  Even  so, 
many  egg  sacs  are  stolen  by  opportunistic  predators 
andjhangaran  marsh  hunters.  Also  known  as  scintilla, 
the  eggs  emit  a  wan  luminescence  and  are  valued  at  up 
to  one  hundred  gold  lumens  apiece.  The  surviving 
spawn  head  instinctively  for  their  nest  as  soon  as  their 


gills  have  developed,  to  become  part  of  the  colony. 

Size  and  statistics  for  water  raknids  are  the  same 
as  for  their  land-dwelling  kin. 

FLIT 

Flits  are  small,  winged  insectoids  that  infest  the 
coasts  and  swamps  of  the  Southern  R  i  m  i  n  great  numbers. 
They  feed  on  the  blood  of  birds  and  mammals  and  are  a 
great  nui  sance  to  travel  ers  and  thei  r  mounts.  U  si  ng  thei  r 
barbed  legs,  flits  latch  onto  their  victims  and  begin  to 
feed  (Blood  drain:  DR  1  per  hour,  maximum  of  3  points 
per  insect,  per  day).  While  the  bite  of  a  flit  exudes  an 
anesthetizing  fluid  and  is  not  painful,  the  real  danger 
posed  by  these  pests  is  that  they  are  carriers  of  swamp 


fever,  a  disease  that  can  cause  madness.  Flits  are  repel  led 
by  whispbane  and  by  the  bitter  juice  of  the  mung-berry. 
Smoke  causes  them  to  release  their  barbs  and  drop 
harmlessly  to  the  ground. 

Serpentvineisan  unusual  species  of  carnivorous 
plant  found  growing  amongst  the  branches  of  swamp 
trees  in  such  locales  as  Mog,  Jhangara,  and  the  Dark 
Coast.  The  plant  is  aptly  named,  for  its  vines  terminate 
in  fibrous  pods  which  very  much  resemble  the  heads  of 
small  serpents.  Normally  subsisting  on  a  diet  of  small 
birds,  lizards,  and  insects,  serpentvine poses  littlethreat 
to  larger  creatures.  Its  pods,  which  may  number  as  many 
as  a  dozen  on  a  large  plant,  are  nonetheless  capable  of 
delivering  a  nasty  bite  (DR  1  per  tendril)  to  those  who 
fail  to  exercise  an  appropriate  degree  of  caution.  As 
serpentvine  is  a  proven  deterrent  against  woodwhisps, 
flits,  and  other  diminutive  pests,  it  is  in  demand  in  some 
places. 
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M  og  is  a  vast  swampland  cut  by  countless  small 
tri  butari  es  of  the  A  xi  s  River.  T  ravel  on  foot  through  thi  s 
region  is  quite  impractical,  and  recommended  only  to 
thosewho  possess  an  unreasoning  fondness  for  wading 
in  knee-deep,  murky  waters.  Explorerswhoventureinto 
this  realm  generally  do  so  in  flat- bottomed  boats,  the 
gnarled  roots  of  giant  bombo  trees  serving  as  suitable 
anchorage  for  this  type  of  craft.  The  swamps  of  M  og 
teem  with  a  variety  of  unusual  pi  ant  and  animal  species. 
Morphius,  a  parasitic  plant  whose  blossoms  emit  a 
sleep-inducing  fragrance,  grows  among  the  branches 
of  certain  trees,  as  does  serpentvine.  Deadman,  a  plant 
whose  pale,  white  leaves  exude  a  deadly  contact  poison, 
is  of  use  in  deterring  woodwhisps  and  flits,  both  of 
which  are  a  great  nuisance  to  travelers.  K' tall  ah  and 
black  lotus,  two  herbs  which  possess  extreme 
hallucinogenic  and  mind-altering  properties,  are  highly 
sought  after  by  dealers  of  contraband  goods. 

The  region's  primary  resource  is  amber,  a 
substance  that  has  long  provided  a  livelihood  for  the 
inhabitants  of  the  region,  the  M  ogroth. 

TYK  [DQQRQTH 

The  M  ogroth  are  a  race  of  tree-dwellers  who  bear 
some  resemblance  to  giant,  humanoid  sloths.  They 
stand  up  to  eight  feet  in  height  and  are  covered  with  a 


thick  coat  of  fur  that  confers  protection  from  biting 
insects  and  parasites.  As  such,  Mogroth  require  little  in 
the  way  of  clothing,  and  rarely  wear  anything  more  than 
a  simple  loincloth  and  a  necklace  of  woven  grasses. 
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The  ancestors  of  the  M  ogroth  were  probably  tree- 
dwell  ers  similar  in  some  respects  to  the  creatures  known 
as  Sapients.  Both  species  are  probably  descended  from 
the  Wild  Races  who  ruled  anc  i  ent  T  al  i  si  anta  i  n  the  time 
before  the  dawn  of  theArchaen  Age. 

M  ogroth  make  thei  r  home  i  n  si  mpl e  huts  of  woven 
leaves  and  grasses,  erected  in  the  branches  of  large 
mung-berry  trees.  They  live  in  communal  groups 
composed  of  thei  r  I  arge  extended  f  ami  I  ies:  si  I  ver-  backed 
elders,  mature  adults  with  brown-  or  buff-colored  fur, 
and  tawny-hued  offspring.  The  young  cling  to  their 
mothers  until  age  two,  after  which  they  are  too  large  to 
carry.  Each  family  has  its  own  tree-hut,  and  gathers  its 
own  food.  When  too  many  families  congregate  in  a 
single  area,  several  wander  off  to  establish  a  new 
settlement. 

M  ogroth  subsist  on  the  bitter  leaves  and  fruit  of 
giant  mung-berry  trees,  which  are  shunned  by  other 
creatures.  B  iased  towards  their  own  views  on  the  subject, 
the  M  ogroth  maintain  that  only  those  of  refined  tastes 
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The  largest  swampland  in  all  of  Talislanta,  Mog  is 
known  for  its  dangerous  and  difficult  terrain.  The 
country  is  a  virtual  morass  of  sodden  marshes,  bogs, 
sinkholes,  and  deadly  quickmires.  Though  stagnant 
ponds,  muddy  pools,  and  brackish  streams  abound, 
1  potable  water  is  often  scarce.  The  swamps  are 
overgrown  with  hanging  vines,  the  tangled  roots 
of  giant  bombo  trees,  and  dense  undergrowth. 
These  regions  act  as  natural  breeding  grounds  for 
insect  pests  such  as  amber  wasps,  flits,  and  Tazian 
flies,  which  at  times  are  known  to  swarm  in  numbers 
'» sufficient  to  blot  out  the  light  of  the  twin  suns. 

Having  dwelt  in  M  og  for  many  thousands  of  years, 
the  M  ogroth  have  adapted  to  the  challenges  posed 
by  their  environment.  Because  traveling  through 
the  trees  is  easier  and  faster  than  slogging  through 
the  muck,  M  ogroth  have  developed  long  arms  and 
powerful,  grasping  claws  that  enablethem  to  swing 
easily  from  branch  to  branch.  When  navigating  the 
Vswamps  on  foot,  the  slow-moving  and  deliberate 
gait  of  the  M  ogroth  enables  them  to  sense  and 
avoid  sinkholes,  unsafe  ground,  and  other 
obstructions.  Their  keen  sense  of  smell  is  also  an 
advantage,  enabling  M  ogroth  to  determine  by  scent 
whether  a  given  source  of  water  is  safe  for  drinking 
or  not.  Perhaps  the  greatest  advantage  possessed 
by  these  creatures  is  their  dense  fur,  which  repels 
water  and  also  protects  them  from  biting  or  stinging 
insects. 


are  capable  of  appreciating  the  mung  tree's  distinctive 
savor.  M  ogroth  are  especially  long-lived,  a  condition 
attributed  to  the  slow  metabolism  of  these  creatures. 

M  ogroth  are  slow-moving  creatures  of  placid 
temperament.  They  never  argue  among  themselves,  and 
are  patient  to  a  fault  -  M  ogroth  have  been  known  to  sit 
for  days  waiting  for  a  single  cluster  of  green  mung- 
berries  to  ripen  rather  than  search  for  other  provender. 
They  have  a  great  appreciation  of  natural  beauty,  and 
may  stop  to  admire  a  particularly  fascinating  flower  or 
crystal  moth  for  hours  at  a  time.  M  ogroth  tend  to  be 
trusting,  and  even  naive.  While  they  generally  abhor 
violence,  these  powerful  creatures  can  become  extremely 
dangerous  if  driven  to  anger. 


Qoi^RDPXDT 

Inhabitants  of  the  same  settlement  show 
considerable  cooperation,  but  none  seems  to  take  on 
the  rol  e  of  I  eader.  A  mong  these  si  ow  -  movi  ng  and  pati  ent 
folk  arguments  are  very  rare,  and  crime  is  virtually 
unknown. 

WmK  &  Ration 

M  ogroth  practice  no  formal  religion,  butexhibita 
reverence  for  the  natural  world.  They  have  no  capacity 
for  magic  of  any  kind.  M  ogroth  bury  their  dead  in  the 
swamps  in  a  quiet  ceremony  attended  by  all  members  of 
the  village. 

Th^  Art? 

It  has  long  been  believed  that  M  ogroth  crafts 
were  strictly  functional  in  nature,  and  were  limited  to 
the  maki ng  of  si mpl e  baskets,  I oi  ncl oths,  and  d wel I  i ngs. 
However,  it  was  recently  discovered  that  M  ogroth 
weaving  is  actually  a  form  of  "writing";  the  various 
configurations  (knots,  patterns,  textures)  are  said  to 
represent  ideograms  rather  than  letters  or  words.  The 
inner  wallsof  M  ogroth  tree-dwellings  are  covered  with 
these  "M  ogroth  tapestries",  which  are  actually  pictorial 
records  of  ancient  history,  events  of  note,  family  lineage, 
and  other  subjects. 

M  ogroth  communicate  in  Low  Talislan,  speaking 
in  slow,  measured  tones.  Common  names  tend  to  be 
long  (five  syllables  is  about  average)  and  mellifluous, 
with  numerous  "soft"  consonants.  Female  names  end 
in  an  "a",  as  in  Malamanala  and  Malonamola.  Male 
names  end  in  an  "o",  as  in  Molomolano  and 
Mamonamolo 

M  ogroth  erect  simple  defenses  against  predatory 
beasts  around  their  settlements,  but  otherwise  have  no 
organized  military  of  defense.  They  will  band  together  if 
their  settlements  are  threatened,  particularly  if  Imrians 
are  involved. 

^OIDPXR^ 

M  ogroth  barter  for  goods,  and  have  little 
appreci  ation  for  the  val  ue  of  coi  nage.  Though  M  ogroth 
generally  shun  the  ways  of  civilized  peoples,  some  have 
taken  to  dredging  the  swamps  for  bits  of  gold  and  amber, 
which  they  trade  for  casks  of  grog.  The  most  ambitious 
of  these  creatures  sometimes  travel  to  J  hangara  or  the 


Seven  Kingdoms,  bearing  sacks  of  gold  and  amber.  Slow 
and  somewhat  dull-witted  by  nature,  M  ogroth  seldom 
stri  ke  a  hard  bargai  n  for  thei  r  wares,  a  fact  whi ch  draws 
unscrupul  ous  merchants  to  them  I  i  ke  whi  sps  to  bl  ossom- 
nectar.  They  are  sometimes  taken  advantage  of  by  crafty 
entrepreneurs  from  Faradun  and  Kasmir. 

(UORLPUIOjJ 

M  ogroth  do  not  regard  themselves  as  a 
consol  i dated  race  or  nation,  and  have  no  formal  relations 
with  other  peoples  or  nations.  Individual  M ogroth 
sometimes  trade  with  merchants  or  traders  from  other 
lands,  such  as  the  Green  Aeriad,  M  uses,  Djaffir,  and 
Jhangarans.  M  ogroth  have  great  animosity  only  for  the 
race  of  Imrians. 

IDOQROTH  y^TTLXID^DTy 
Mogran 

The  largest  of  the  M  ogroth  settlements  is  located 
here,  since  the  Boglands  are  rich  in  amber,  rare  herbs, 
and  gold  washed  down  from  the  mountains. 
Consequently,  the  site  is  also  coveted  by  the  Imrians 
and  the  Farad;  to  protect  themselves,  the  M  ogroth  have 
dredged  a  moat  around  the  village  of  M  ogran,  and  have 
lined  the  riverbanks  with  triple  rows  of  sharp  wooden 
stakes. 

The  aramatus,  or  "armored  leech,"  is  a  denizen  of 
swamps,  bogs,  cesspools,  and  quagmires  across  the 
Talislantan  continent.  A  distant  relative  of  the  alatus 
("flying  leech"),  aramatus  are  aquatic  creatures  that  are 
rarely  encountered  out  of  water.  They  make  their  lairs  in 
underwater  recesses  and  enclosures,  such  as  small 
caves,  crevices,  piles  of  refuse,  and  sewage  pipes.  Here 
they  remain  in  hiding,  waiting  to  ambush  unsuspecting 
vi  cti  ms.  A  ramatus  prey  upon  al  I  sorts  of  smal  I  -  to  medi  um- 
sized  creatures,  including  humanoids.  They  are  in  turn 
preyed  upon  by  skalanx,  giant  river  kra,  and  aquatic 
vasps. 

Aramatus  attack  by  latching  onto  victims  with 
theirpowerful  jaws,  which  arelined  with  rows  of  inward- 
curving  fangs.  The  bite  of  an  aramatus  is  almost 
impossible  to  escape;  even  in  death,  the  creature's  jaws 
remain  locked  upon  its  prey.  The  removal  of  an  aramatus' 
fanged  jaws  can  be  a  grisly  process  in  and  of  itself;  only 
a  ski  1 1  ed  heal  er  or  hunter  w  i  1 1  be  abl  e  to  accompl  i  sh  thi  s 
without  causing  the  victim  additional  wounds.  As  is 
true  with  alatus,  the  bite  of  an  aramatus  may  cause  a 
disease  known  as  blood-fever. 


Size:  20'+in  length,  200+lbs 
Attributes: 


PER +2 
CHA  N/A 
DEX-2 
SPD+2 


INT  -8 
WIL  +4 
STR  +5* 
CON  +2 

*  bite  is  STR +8 
Ability  Level:  4-10 

Attacks/Damage:  Bite:  DR  14  +blood  drain  (DR  4  per 
round;  successful  DEX  or  Healing  roll  needed  to  remove 
jaws,  or  victim  suffers  additional  2  HP  damage  from 
blood  loss),  Constriction:  DR  10  per  round 
Special  Abilities:  M  ay  cause  blood-fever  (CON  roll  to 
resist) 

Armor:  A rmored  plates,  PR  6 
HitPoints:  32 

The  mung-berry  is  a  large  variety  of  fruiting  tree 
found  only  in  the  swamplands  of  M  og.  The  leaves  and 
berries  of  this  tree  form  a  substantial  part  of  the 
M  ogroth's  diet  and  have  certain  practical  uses  as  well. 
Thejuiceof  themung-berriesisso  incredibly  bitter  that 
it  serves  to  repel  biting  insects  and  certain  other  pests, 
including  the  noxious  insectoids  known  as  flits.  W  hen 
boiled,  the  leaves  of  the  mung-berry  also  yield  a  waxy 
glue  with  excellent  adhesive  properties.  As  M  ogroth  do 
not  take  kindly  to  the  stripping  of  their  precious  mung- 
berry  trees,  the  I  eaves  and  berri  es  are  someti  mes  dif  f  i  cul  t 
to  obtain. 


The  amber 
wasp  is  a  denizen  of 
the  swamps  of  M  og 
and  a  relative  of  the 
fabled  gold  beetle.  In  a 
fashion  similar  to  its 
scintillant  cousin,  the 
amber  wasp  derives  its 
uniquecolorationfromthe 
tiny  bits  of  amber  upon  which 
it  feeds.  Unlike  the  gold  beetle, 
however,  the  amber  wasp  is  an  aggressive  defender  of 
its  territories.  The  sting  of  this  inch-long  insect  is 
incredibly  painful,  producing  the  wildest  and  most 
unseemly  gesticulations,  thrashings,  contortions  and 
howling  in  its  victims.  Fortunately,  the  effects  of  the 
amber  wasp's  sting  wear  off  after  only  ten  minutes  or 
so.  The  light,  fibrous  nests  made  by  these  insects  are 
made  of  spun  amber  and  are  valued  at  up  to  thirty  gold 
lumens  each. 

QOLP  B^TLX 

This  fabulous  and  rare  insect  is  a  denizen  of  the 
deep  swamplands  of  M  og.  M  easuring  up  to  four  inches 
i  n  length,  the  beetl  e's  wi  ngs  and  carapace  are  comprised 
of  pure  gold  -  a  condition  attributed  to  the  bug's  diet, 
w  hi  ch  consi sts  al  most  enti  rel y  of  ti  ny  bi ts  of  gol  d .  F  i  ne 
specimens  may  bring  up  to  two  thousand  gold  lumens 
apiece  in  some  lands,  but  only  if  still  alive  and  unharmed; 
collectors  have  little  interest  in  dead  or  damaged  gold 
beetles.  Gold  beetles  are  solitary  in  nature  and  tend  to 
nest  amidst  the  branches  of  poisonousor  noxious  plants, 
which  apparentl y  tol erate  the  beetl  e' s  presence  w i thout 
ill  effects. 


Rising  ominously  above  the  waters  of  the  Far  Seas 
is  the  Isle  of  Nefaratus,  a  shadowy  mound  of  stone 
rimmed  with  jungle.  A  row  of  onyx  towers  dot  the  isle, 
each  a  hundred  feet  in  height  and  decorated  with  the 
graven  images  of  leering  devils.  Within,  the  inhabitants 
of  Nefaratus  gaze  into  mirrors  of  polished  obsidian  and 
work  thei  r  strange  enchantments  and  di  vi  nati  ons.  T  hese 
are  the  Black  Savants,  members  of  a  secret  magical  order 
that  dates  back  to  the  Forgotten  Age. 

The  Black  Savants  stand  nearly  seven  feet  in 
height,  and  are  stoop-shouldered  and  gaunt  in 
appearance.  Their  traditional  costume  includes  boots, 
gloves,  cloak  and  robes  of  satiny  black  cloth,  hooded 
and  veiled  so  as  to  obscure  their  features.  Only  their 
eyes  are  normally  visible;  cold,  unfeeling  orbs  liketwin 
shards  of  onyx.  The  morbid  appearance  of  these  folk 
becomes  understandable  when  one  realizes  that  they 
are  not  truly  alive,  but  are  the  reanimated  forms  of  a 
people  who  lived  long,  long  ago. 

The  Black  Savants  are  the  descendants  of  the 
Thane,  a  reclusive  people  whose  black  hulled  vessels 
once  plied  the  waters  of  the  M  idnight  Sea  and  beyond. 
L  earni  ng  i  n  advance  ofthecomingofTheG  reat  D  i  saster, 
the  Thane  made  preparations  to  ensure  the  survival  of 
their  race.  They  constructed  a  vast  necropolis  in 
northern  Khazad,  in  which  the  entire  population  of 
Thanatus  was  interred  in  stasis,  awaiting  the  day  when 
the  effects  of  The  Great  Disaster  had  passed. 
Unfortunately,  something  went  wrong:  most  of  the 
Thane  souls  were  lost  among  the  lower  planes,  and 
only  a  handful  of  thei  r  people  awakened  from  their  long 
slumber.  These  folk  are  today  known  as  the  Black 
Savants. 

After  leaving  Khazad,  The  Black  Savants 
established  a  sanctuary  on  the  island  of  Nefaratus.  They 
have  remained  here  ever  since,  seeking  some  way  to 
bring  their  people  back  from  the  dead.  On  the  island  of 
Nefaratus,  the  Savants  live  in  onyx  towers,  each  edifice 
housi  ng  a  si  ngl e  "cabal "  (an  ol d  A  rchaen  term,  meani  ng 
a  group  of  magicians  working  together  in  concert  to 
achieve  a  single  goal).  Each  cabal  is  charged  with  a 
specific  task:  the  exploration  of  a  particular  region  of 
the  lower  planes,  the  interrogation  of  certain  lower- 


planar  entities,  the  search  for  some  obscure  magical 
tome  or  artifact  that  might  contain  a  clue  about  the 
location  of  a  lost  soul.  Some  use  obsidian  mirrors  as 
view  ports  —  or  perhaps  gates  —  to  other  dimensions. 
Others  perform  strange  experiments  involving  the 
concoction  of  volatile  essences  and  reagents.  Their 
efforts  are  said  to  have  but  single  goal:  to  bring  their 
people  back  to  life. 

The  Black  Savants  rarely  associate  with  other 
peoples,  a  situation  which  most  decent  folk  find  quite 
acceptable.  Some  few  have  been  known  to  serve  as 
advisors  to  kings  and  tyrants,  though  seldom  for  any 
great  length  of  time,  and  usually  only  to  suit  their  own 
purposes. 

Black  Savants  never  eat,  sleep,  or  rest.  Neither  do 
they  perform  physical  labor  of  any  sort,  leaving  such 
tasks  to  demons,  whom  the  Savants  capture  and  bind 
to  their  service.  In  fact,  it  is  said  that  Nefaratus  was 
constructed  by  demon  laborers  in  a  single  night. 

\T)mK  &  Ration 

Though  they  are  often  thought  of  as  diabolists, 
the  Black  Savants  do  not  revere  devils.  However,  they 
occasionally  consult  with  arch-devils  and  other  powerful 
entitiesof  the  lower  planes  when  in  need  of  information. 
L  i  ke  thei  r  ancestors,  theThane,  the  Savants  are  occultists 
in  the  truest  sense  of  the  word:  they  are  seekers  of 
secret,  lost,  and  forgotten  lore. 

Th^  Art? 

The  ancient  Thane  crypts,  mausoleums,  and 
cenotaphs  of  Khazad  are  notable  for  their  intricate 
symbology,  as  well  as  the  bas-relief  demons  and  devils 
that  adorn  the  surfaces  of  these  structures.  The  ancient 
Thane  also  made  gold,  silver,  and  copper  funerary 
masks,  brass  funerary  urns,  and  countless  other  types 
of  relics,  all  of  exceptional  craftsmanship. 

Nefaratan  structures  exhibit  similar 
ornamentation,  which  some  say  is  the  work  of  diabolical 
archi  tects.  T he  B I ack  S avants  are  al so  sai d  to  use  capti  ve 
pyro-demons  to  forge  black  adamant,  a  type  of  metal 
that  is  used  in  the  making  of  enchanted  blades  and 
other  useful  items. 

B  lack  Savants  are  mute,  a  side-effect  of  the  process 
that  was  used  to  preserve  their  physical  forms.  They 


L 


Th^  Javairn 

Kabros,  self- prod  aimed  scion  of  the  great  sorcerer, 
Koraq,  claimed  to  have  had  first-hand  knowledge 
of  the  mysterious  folk  known  as  the  B  lack  Savants. 
He  wrote  a  brief  monograph  on  the  subject,  an 
excerpt  from  which  appears  below: 

"The  assumption  that  the  Black  Savants  are 
necessarily  evil,  simply  because  they  dress  in  a 
forbidding  manner  and  avoid  contact  with  other 
peopl  es  i  s,  I  bel  i  eve,  erroneous.  T  hi  s  i  s  not  to  i  mpl  y 
that  the  Savants  should  be  embraced  as  our  f  riends.-" 
In  fact,  I  would  recommend  against  it.  A  policy  of 
objectivity,  on  the  other  hand,  might  be  of  use  when 
attempting  to  understand  these  people. 

It  is  important  to  understand  that  the  Black  Savants 
are  not  diabolists,  as  has  long  been  suspected,  but 
occultists.  They  monitor  activities  on  the  lower 
planes,  but  only  to  obtain  information.  True,  the 
Savants  admit  to  keeping  demons  as  slaves,  and 
express  a  decided  preference  for  the  company  of 
devils.  Does  this  in  and  of  itself  justify  categorizing 
them  as  an  evil  race?  Perhaps,  and  perhaps  not. 
After  all,  are  not  each  of  us  obsessed  with  our  own 
personal  demons?" 


converse  in  an  ancientform  of  Sign,  using  secret  signs 
when  they  do  not  wish  to  be  understood  by  outsiders. 
Savants  also  read  and  write  in  the  old  A  rchaen  tongue. 
Some  are  said  to  be  fluent  in  the  dead  languages  of  the 
Forgotten  Age,  as  well  as  the  languages  of  creatures 
who  hail  from  the  lower  planes. 

The  Nefaratans  appear  to  have  no  central 
government,  though  there  is  a  magical  hierarchy.  Each 
cabal  has  its  own  leader,  called  an  Archimage,  who 
assigns  their  tasks.  The  Archi  mages  comprise  a  cabal 
of  their  own,  which  appears  to  serve  as  a  ruling  body  of 
sorts.  Their  decisions  are  made  by  majority  rule. 

U^ny^y 

The  island  of  Nefaratus  is  well  protected  by  natural 
fortifications.  Its  sheer  cliffs  and  perilous  reefs  render 
the  i  si  e  safe  from  al  I  but  the  most  determi  ned  waterborne 
assault.  The  obsidian  towers  that  serve  as  the  Savants' 
homes  confer  protection  from  aerial  attacks,  and  are 


virtually  impregnable  to  non-magical  weaponry.  Their 
black  iron  ships  are  likewise  deemed  to  be  nearly 
indestructible. 

The  Savants  are  said  to  consort  with  entities  from 
the  lower  planes,  trading  such  things  as  soul  stones, 
enchanted  items,  and  captive  demons  for  occult  secrets 
and  artifacts.  They  are  not  known  to  have  relations  with 
any  Talislantan  peoples  or  nations,  and  in  fact  appear 
to  evince  little  interest  in  the  concerns  of  the  present 
age. 

(LlVRLVVKUl 

The  activities  of  the  Black  Savants  have  long 
been  subject  to  speculation.  Their  midnight-black 
vessels  are  rumored  to  sail  the  cursed  waters  which  lie 
at  the  edge  of  the  world.  Sailors  who  have  encountered 
such  vessels  at  sea  claim  that  they  are  propelled  by  the 
efforts  of  demons,  chained  to  the  oars  with  silver 
shackles  and  driven  on  by  giant,  copper-skinned  devils. 
Others  cl  ai  m  to  have  seen  the  bl  ack  shi  ps  pul  I  i  nto  certai  n 
port  cities  on  moonless  nights,  only  to  depart  before 
the  coming  of  dawn. 

QClflRPIflD  VW\L 

Guardian  Devils  are  diabolical  entities  that  hail 
from  the  plane  of  Oblivion;  they  may  also  be  found  in 
the  service  of  certain  Talislantan  magicians  -  most 
notably,  the  B  lack  Savants  of  N  ef aratus.  0 n  thei r  dismal 
home  plane,  guardian  devils  are  usually  employed  to 
safeguard  stores  of  treasure,  gateways,  and  places  of 
buri  al .  T  hese  bl  ue-ski  nned  gi  ants  are  notabl  e  for  ti  rel  ess 
service;  oncegiven  an  assignment,  aguardian  devil  will 
never  abandon  its  post  until  relieved  of  duty  by  a 
superior. 

Despite  their  fierce  and  brutish  appearance, 
guardian  devilsare  surprisingly  pensive  creatures.  They 
appear  to  rel  i  sh  the  sol  i  tude  that  thei  r  duti  es  afford  them, 
passing  the  time  in  deep  introspection.  Thieves  or 
interlopers  who  are  intent  upon  trespassing  into  an  area 
presided  over  by  a  guardian  devil  should  not  befooled 
by  the  seemingly  placid  manner  of  these  giants, 
however.  A  guardian  devil  may  engage  in  idle 
conversation  with  would-be  intruders  and  may  even 
show  appreciation  for  a  good  tale  or  joke,  but  it  will 
never  I  eave  its  post  or  al  low  an  i  nterloper  to  pass  unl  ess 
commanded  to  do  so  by  its  master. 


Size:  8'-10',  600+lbs. 
Attributes: 

INT +5  PER  +8 

WIL-1  CHAO 
STR  +10  DEX  +2 

CON +10  SPD-2 
Ability  Level:  13-27 

A  ttacks/D  amage:  C I aws:  D  R  18,  A  xe:  D  R  26 
Special  Abilities:  Wizardry  with  four  M  odes  at  Ability 
Level,  immune  to  non-magical  attacks,  night  vision, 
detect  invisible,  astral,  or  ethereal  presences  (range:  100') 
Armor:  Leathery  skin,  PR  3 
H itPoints:  54 


THESOUTHERN  RIM 


Oceanus  is  a  waterborne  city  built  entirely  upon 
great  barges  made  from  the  trunks  and  fibers  of  giant 
sea  kelp,  tethered  to  each  other  in  intricate  fashion.  A 
great  prof  usi  on  of  sai  I  s,  masts  and  ri ggi  ngs  i  s  empl oyed 
to  give  the  city  impetus.  Though  incapable  of  swift  or 
precise  movement,  Oceanus  can  be  steered  along  a 
designated  course.  The  floating  city  is  home  to  a 
seafaring  people  known  as  the  Sea  Nomads,  or 
Oceanians. 


the  efficacy  of  the  witch's  magics.  Accordingly,  they 
became  nomadic  seafarers,  and  built  the  floating 
settl ement  of  0  ceanus  as  a  means  of  f oi  I  i  ng  the  w i  tch'  s 
curse. 

The  floating  city  of  Oceanus  stands  as  perhaps 
the  u I ti  mate  testament  to  T al  i si  antan  man ' s  def  i ance  of 
nature  —  or  of  common  sense,  depending  upon  one's 
point  of  view.  Construction  of  the  settlement  remains 
an  ongoing  process,  both  to  accommodate  a  growing 


The  Sea  N  omads  of  Oceanus  are  a  green-skinned, 
dark-haired  folk  of  average  height  and  slender  build. 
Their  style  of  dress  is  best  described  as  eccentric:  vests 
of  iridescent  scales,  loincloths  of  rainbow  kra's  hide, 
and  necklaces  of  colorful  shells  being  most  popular. 
T  hei  r  w  arri  ors  aug  ment  th  i  s  basi  c  w  ardrobe  w  i  th  sh  i  el  ds 
of  zaratan-shel  I  and  f  i  erce-l  ooki  ng  hel  ms  made  from  the 
skulls  of  aquatic  predators  such  as  nar-eels. 

flrX^TRY 

According  to  their  historians,  the  Sea  Nomads 
once  dw  el  led  i  n  a  far  off  I  and.  W  hen  The  G  reat  D  isaster 
struck,  the  inhabitants  fled  in  boats.  In  their  haste,  or  so 
the  historians  claim,  the  escapees  left  behind  a  witch 
named  Jezem,  noted  as  a  practitioner  of  black  magic. 
Out  of  spite  Jezem  placed  a  murrain  upon  her  people, 
that  they  might  never  again  dwel  I  upon  the  land  without 
invoking  consequences  of  the  most  dire  sort.  Though 
the  nature  of  these  consequences  was  never  specified, 
the  survivors  thought  it  best  not  to  tempt  fate  by  testi  ng 


population  and  due  to  the  ravages  of  wind,  water  and 
sea  dragons. 

The  Sea  Nomads  have  learned  how  to  utilize  the 
oc ean '  s  natu  ral  reso u  rces  to  f  i  t  th ei  r  n eed s.  T  he  p ri  m ary 
source  of  building  materials  is  yellow  aqueor,  a  giant 
species  of  kelp  that  can  grow  to  lengths  of  up  to  five 
hundred  feet.  The  plant's  massive  trunk,  cut  into  sections 
and  dried  by  exposure  to  sunlight,  takes  on  a  buoyancy 
and  tensile  strength  similar  to  wood.  The  leaves  are 
edi  bl  e,  and  the  f  i  brous  stems  can  be  used  to  make  rope, 
parchment,  mats,  baskets,  and  even  a  type  of  coarse 
cloth.  Other  materials  used  in  construction  include  coral, 
sponges,  the  hide  and  bones  of  sea  dragons,  and 
adhesi  ves  derived  from  the  secreti  ons  of  various  species 
of  shellfish. 

As  evidenced  by  their  fear  of  Jezem's  curse,  the 
Oceanians  are  a  people  governed  by  superstition. 
Practically  any  event  can  have  portentous  significance 
to  these  folk,  from  the  shape  and  color  of  clouds  in  the 
sky  to  the  movements  of  sea  creatures,  the  flight 


Ripidq  ZflFWfln 

The  Sea  Nomads  of  Oceanus  obtain  all  that  they 
require  for  survival  from  the  waters  of  the  Azure 
Ocean.  To  do  so  they  depend  to  a  great  extent  on 
the  zaratan,  a  species  of  large  aquatic  herbivores 
domesticated  by  these  sea-faring  folk  many 
centuries  ago.  These  placid  but  powerful  creatures 
are  employed  both  as  steeds  and  beasts  of  burden.  I 
Sea  Nomad  warriors  ride  zaratan  when  patrolling  1 
the  territories  around  the  Floating  City,  and  when 
repel  ling  aquati c  predators  such  as  rai nbow  kra  and 
sea  scorpions.  Oceanian  engineers  use  zaratan  as 
floating  work  stations  when  performing^ 
maintenance  work  on  city  structures,  and  to 
transport  large  quantities  of  heavy  materials. 

J  Creatures  of  the  deep  by  nature,  zaratan  are  also 
used  for  underwater  operations.  Equipped  with 
crude  breathing  apparatus  made  from  the  air-sacs 

yof  bellowsfish,  Nomad  gatherers  ride  their  zaratan 
bel  ow  the  surface  to  cut  and  harvest  the  gi  ant  stal  ks 
of  theyellow  aqueor,  a  plant  used  extensively  in  all 
Oceanian  construction.  Zaratan  are  also  used  when 
scavenging  the  ocean  floor  for  giant  mollusks  and 
the  remains  of  ancient  sea  dragons.  The  latter  are 
particularly  prized  by  Sea  Nomads,  who  use  the 
bones  of  these  great  creatures  in  favor  of  metals, 
and  their  scales  for  coins  (called  radiants). 


patterns  of  avir,  the  position  of  the  moons  and  stars, 
and  a  hundred  other  possibilities. 

WmK  &  Ration 

Sea  N  omads  worshi  p  the  el  emental  spi  ri  ts  of  water 
and  wind.  While  the  majority  of  Oceanians  know  little 
of  magic,  their  priests  and  priestesses  are  skilled  in  a 
primitive  form  of  aquamancy  that  is  mainly  used  to 
predi ct  storms  and  affect  weather  patterns  i  n  the  vi  ci  ni ty 
of  the  Floating  City.  Oceanians  wrap  their  dead  in  aqueor 
eaves,  say  prayers  for  the  spirits  of  the  deceased,  and 
set  them  adrift. 

Th^  Art? 

The  Oceanians  practice  many  decorative  and 
functional  crafts,  including  weaving,  pottery,  growing 
colorful  sea-gardens,  and  making  ornate  jewelry  from 
thepearlsof  the  mollusks.  Oceanian  music  is  steeped  in 
ancient  tradition,  and  is  based  upon  the  mournful  songs 
sung  by  their  nomadic  ancestors  after  they  fled  from 
their  homeland. 


Oceanians  speak  the  old  Sea  Nomad  tongue,  the 
written  version  of  which  is  inscribed  upon  tablets  made 
from  the  bones  of  sea  dragons.  Those  who  trade  with 
other  sea  faring  races  will  usually  know  a  bit  of  Low 
Talislan,  Sign,  or  some  other  tongue. 

The  Sea  Nomad  population  is  an  amalgam  of  nine 
d  i  f  f  erent  c  I  ans.  E  ac  h  has  i  ts  o  w  n  c  h  i  ef  tai  n ,  w  ho  arb  i  trates 
disputes  among  his  or  her  people  as  needed.  Together, 
the  nine  chieftains  rule  the  Floating  City  by  council. 

IDlLITflRY 

Oceanus  is  defended  by  a  volunteer  militia 
comprised  of  members  from  each  of  the  nine  clans.  The 
Floating  City  is  protected  by  fortified  towers,  which  are 
positioned  at  various  points  around  the  perimeter  of 
the  city.  Each  of  these  towers  is  equipped  with  amassive 
ballista  made  of  sea  dragon  horn  and  bone. 

^OIDIWR^ 

Oceanus  is  completely  self-sufficient;  its 
inhabitants  grow,  catch,  harvest,  and  make  all  that  they 
need.  Even  so,  the  Oceanians  sometimes  barter  with 
other  folk,  such  as  the  Sea  Rogues  of  Gao-Din  and  the 
occasional  Zandir  merchant  ship  or  Phantasian  windship. 

(UORLLWOl 

Aside  from  their  infrequent  trade  contacts,  the 
Sea  Nomads  rarely  interact  with  outsiders.  They  know 
very  littleof  theworld  beyond  thei  r  F  loati  ng  City,  which 
seems  to  suit  them  just  fine.  Their  only  true  enemies  are 
thelmrians. 

ZflRflTflD 

Zaratan  are  giant  sea  creatures  native  to  the  Far 
Seas  and  other  temperate,  watery  regions.  Covered  with 
a  foot-thick  layer  of  scales  as  tough  as  plate  armor, 
zaratan  are  practically  impervious  to  harm.  Normally 
benign,  they  will  only  attack  other  creatures  if  greatly 
provoked,  in  which  casezaratan  prefer  to  usetheirgreat 
bulk  and  power  to  ram  would-be  adversaries. 

The  Sea  Nomads  of  Oceanus  have  domesticated 
the  zaratan,  usi  ng  them  for  transportati  on,  constructi  on, 
and  food  gathering.  The  more  aggressive  females  are 
used  in  military  operations,  and  they  can  be  taught  to 
ram  intruding  sea  vessels.  The  presence  of  even  a  few 
of  zaratan  is  usually  sufficient  to  discourage  the 


depredations  of  ocean  kra  and  sea  scorpions,  both  of 
which  are  hesitant  to  approach  within  ramming  rangeof 
these  aquatic  behemoths. 


Size:  20'-30',  4,000-10,000  lbs. 
Attributes: 

INT-7  PER+2 
WIL+7  CHAN/A 
STR  +12  DEX  -2 

CON  +7  SPD  +2 

Ability  Level:  2-14+ 

Attacks/Damage:  Bite:  DR  16, Claws:  DR  22,orRam:32 
Special  A  bilities:  U  naffected  by  extremes  of  temperature, 
pressures  of  ocean  depths,  or  storms 
A rmor:  A rmored  plates,  PR  25 
HitPoints:  60 

Y^LLQOJ  flQGTOR 

A  giant  species  of  kelp  that  can  grow  up  to  five 
hundred  feet  in  length,  yellow  aqueor  is  an  important 
natural  resource  for  the  Oceanians,  who  consider  it  the 
most  useful  of  all  sea-plants.Theaqueor'smassivetrunk, 
cut  into  sections  and  dried  in  the  light  of  the  twin  suns, 
takes  on  tensi  I e  strength  comparable  to  good  hardwood. 
The  leaves  are  edible,  and  the  fibrous  stems  can  be 
used  to  make  rope,  parchment,  mats,  baskets,  and  even 
a  type  of  coarse  cloth.  Furthermore,  all  products  derived 
from  the  yellow  aqueor  are  highly  resistant  to  rotting 
and  water-logging. 


PHflDW 

Phantas  is  a  semi-tropical  isle  covered  in 
vegetation  and  surmounted  on  all  sides  by  wavering 
cliffs  of  white  stone.  The  isle  is  home  to  an  incredible 
variety  of  lifeforms-  plants,  animals,  fungi,  and  organisms 
that  defy  classification,  and  are  to  be  found  nowhere 
else  in  Tali  si  anta.  H  igh  above  the  island,  tethered  to  the 
ground  by  chains  of  adamant,  is  a  singular  structure:  a 
great  castle  built  in  the  clouds,  called  Cabal  M  agicus. 
Here  dwell  the  last  descendants  of  an  ancient  race  of 
magicians  known  as  the  Phantasians. 

tik  PH<qmwi<qny 

A  pale-skinned  people,  the  Phantasians  are  tall 
and  very  thin,  with  delicatefeatures  reminiscent  in  some 
ways  of  theThaecians.  They  dress  in  long,  trailing  robes, 
conical  caps,  and  necklaces  of  colored  crystals. 

The  Phantasians  are  believed  to  be  descended 
from  the  Archaens  of  ancient  Elande,  a  great  sky-city 
that  was  destroyed  during  the  Great  Disaster.  Refugees 
fleeing  from  Elande  in  windships  settled  on  Phantas, 
where  they  built  Cabal  M  agicus. 

Cabal  M  agicus  is  a  fabulous  castle  that  hovers 
high  above  the  Isle  of  Phantas,  tethered  to  the  ground 
below  by  chains  of  adamant.  The  castle  was  constructed 
al  ong  the  same  pri  nci  pi  es  as  the  sky-ci  ti  es  of  the  anci  ent 
Archaens,  which  were  purportedly  fashioned  from 
solidified  cloud-stuff.  The  modern-day  Phantasians  have 
long  since  forgotten  the  secret  of  manufacturing  such 
materials,  and  now  have  all  they  can  do  merely  to  keep 
Cabal  M  agicus  afloat. 

Like  the  ancient  Archaens,  the  Phantasians  once 
lived  in  splendor  and  ate  only  the  fi  nest  and  most  costly 
fare.  Now,  they  subsist  on  bland  foods  grown  in  their 
hydroponic  gardens  and  nutritive  el  ixi  rs  of  various  sorts. 
Once  among  the  most  skilled  practitioners  of  magic,  the 
Phantasians  have  forgotten  much  of  the  fabled 
knowledge  possessed  by  their  ancient  ancestors. 
Among  the  few  secrets  left  to  them  are  the  talents 
associated  with  the  building  of  windships  and  the  art  of 
di  sti  1 1  i  ng  dream  essence.  1 1  i  s  these  abi  I  i  ti  es  that  provi  de 
the  Phantasians  with  their  livelihood,  such  as  it  is. 


Phantasian  society  and  civilization  are  in  a  state 
of  decline,  and  appear  to  be  on  the  verge  of  collapse. 
There  is  a  sadness  about  these  folk,  whom  many  deem 
to  be  relics  of  a  forgotten  era.  More  than  a  few 
Phantasians  prefer  the  old  colonial  A  rchaen  worldview 
to  the  more  I  i  beral  views  currently  i  n  vogue  among  such 
folk  as  the  Cymrilians.  A  return  to  the  old  ways,  and 
A  rchaen-style  dominance,  would  be  looked  upon  with 
much  favor  by  these  folk  -  assuming  there  was  some 
practical  way  to  recapture  the  glory  of  those  halcyon 
times. 

The  ruler  of  Phantas  is  the  M  agister,  an  official 
elected  by  a  secret  ballot  of  the  city's  foremost 
magicians;  a  group  of  seven  magicians  known  as  the 
Phantasian  Cabal.  The  M  agister's  responsibilities 
include  the  formulation  of  trade  and  social  programs 
and  the  arbitration  of  disputes.  The  M  agister's  decisions 
can  be  overruled  by  the  Cabal,  a  situation  that  leads 
many  to  bel  ieve  that  the  M  agister's  position  is  that  of  a 
figurehead.  Individuals  accused  of  criminal  offenses  are 
usually  banished  from  Cabal  M  agicus.  In  trueArchaen 
fashion,  the  Phantasians  prefer  to  wash  their  hands  of 
such  problems  rather  than  try  to  solve  them. 


IDaqk;  &  Ration 

Religion  never  was  the  strong  suit  of  the 
A  rchaens,  nor  is  it  much  of  a  factor  i  n  Phantasian  culture. 
The  old  Archaens  thought  of  themselves  as  akin  to 
gods;  the  Phantasians  merely  wish  they  were.  When  a 
Phantasian  dies,  his  body  is  placed  in  a  crystal 
sarcophagus,  carried  aloft  by  windship,  and  dropped 
overboard  into  the  ocean. 

Some  of  the  talents  of  the  old  A  rchaen  sorcerers 
are  still  evident  among  the  Phantasians,  though  these 
are  limited  to  a  few  dints  of  thaumaturgy,  sorcery,  and 
wi  ndshi  p  arcanology .  A  mong  these  abi  I  iti  es  is  the  art  of 
concocting  dream  essence;  the  stuff  of  which  dreams 
are  made,  captured  and  distilled  in  ambergl ass  vials. 

The  Phantasians  speak  a  particularly  archaic 
version  of  High  T  al  i  si  an,  which  to  most  modern 
Tal isl antans  sounds  somewhat  "stiff"  or  "stodgy". 
Common  names  have  an  old  A  rchaen  sound,  as  in 
Astramiros,  Cascalo,  M  alderune,  and  Lamir. 

U^ny^y 

Once  well-fortified  against  attack,  Cabal  M  agicus 
had  a  large  fleet  of  windships  and  numerous  heavy 
weapons  such  as  fire-throwers,  bombastions,  etc.  M  ost 
of  the  fleet  is  now  gone,  and  many  of  the  weapons  are 


THE  SOUTHERN  RIM 


so  old  that  they  may  not  work.  Some  believe  that  it  is 
doubtful  thatthe  city  could  withstand  a  concerted  attack 
from  the  ai  r.  The  I  mrians  once  invaded  Phantas,  but  fled 
upon  encountering  certain  of  the  isle's  more  malefic 
inhabitants  —  creations  of  the  early  Phantasians,  who 
often  released  their  unsuccessful  experiments  into  the 
wild. 

Phantas  is  self-sufficient,  its  hydroponic  gardens 
and  antique  essence  accumulators  providing  sufficient 
food  and  materials  to  sustain  its  small  population.  To 
obtain  capital  the  Phantasians  sell  dream  essence, 
magical  mixtures,  and  other  exotic  wares  to  foreigners. 
Phantasian  Dream  M  erchants  still  sail  across  the  skies 
of  Talislanta  in  their  archaic  windships,  carrying 
Phantasian  goods  to  such  far-distant  lands  as  Cymril, 
the  City  State  of  Hadj,  Thaecia,  Zandu,  Faradun,  and 
theKang  Empire. 

(UORLPUIOjJ 

Cymril  remains  Phantas'  closest  ally,  though  the 
relationship  shows  signs  of  strain.  Some  members  of 
the  Phantasian  Cabal  have  proposed  that  Phantas 
should  sell  windship  arcanology  to  underdeveloped 
countries  in  exchangefor  gold.  The  Cymrilians  oppose 
such  actions,  which  they  regard  as  irresponsible.  An 
anonymous  consorti  urn  of  f  orei  gn  i  nvestors  has  offered 
to  acquire  a  controlling  interest  in  Cabal  Magicus. 
However,  so  far  the  Phantasian  Cabal  has  resisted  such 
a  plan.  A  disturbing  threat  may  be  posed  by  the  Farad 
and  Rajans,  both  of  whom  now  possess  limited  windship 
arcanology. 

ABOmiDflTIOD 

Abominations  are  products  of  demented  or 
abortive  sorcerous/al chemical  experiments,  such  as 
those  practiced  long  ago  by  the  ancient  A  rchaens  and 
their  descendents,  the  Phantasians.  These  entities  may 
vary  greatly  in  form  and  substance  and  may  be 
encountered  in  any  form  imaginable,  from  the  hideous 
to  the  subl  i  me.  1 1  i  s  a  mi  stake  to  assume  that  the  physi  cal 
make-up  of  an  abomination  need  bear  any  relation 
whatever  to  natural  law.  M  any  appear  as  combinations 
of  various  creature  types;  some  impossible-seeming, 
others  reflecting  a  perverse  sort  of  logic. 

In  terms  of  temperament  and  mentality, 
abominations  are  similarly  variable  in  nature.  Though 
many  are  of  murderous  intent,  others  are  benign  or  - 
most  frightening  -  possessed  of  strange  passions  and 
desi  res.  A  n  abomi  nati  on' s  i  ntel  I  ect  can  range  from  non- 


"  I  n  th e  co u  rse  of  my  travel  s,  I  w  as  f  o rtu n ate  eno ug  h 
to  meet  up  with  a  Phantasian  dream  merchant  whose 
windship  had  broken  down  along  the  coast  of 
Faradun.  In  return  for  my  assistance  in  repairing 
the  ship's  damaged  levitationals,  the  Phantasian 
)  agreed  to  transport  me  to  Zanth,  capital  of  Zandu. 
The  two  of  us  effected  the  necessary  repairs  in 
short  order  and  took  to  the  air. 


En  route,  the  Phantasian  and  I  discussed  our 
respective  situations  over  a  bottle  or  two  of  Zandir 
'"■wine.  He  professed  to  have  become  tired  of  the 
business  of  selling  dream  essence,  and  took  to^ 
drinking  heavily.  It  soon  became  apparent  that  my 
host  had  lost  all  semblance  of  sobriety:  singing 
loudly  and  off-key,  he  reel  ed  across  the  shi  p's  deck, 
arms  akimbo  and  head  thrown  back  in  a  crude 
version  of  the  Caperetto,  a  popular  dance  of  the 
day  from  Archaen  times. 

/"Just  then  the  windship  hit  a  sudden  downdraft, 
causing  the  vessel  to  lurch  precariously  to  portside. 
\  I  grabbed  the  ship's  rail  barely  in  time  to  avoid 
being  thrown  overboard,  but  the  Phantasian  was 
not  so  fortunate.  Wine  bottle  still  in  hand,  he 
plunged  into  the  sea  and  was  never  heard  from 
again.  With  a  heavy  heart  I  took  command  of  the 
windship  and  its  contents,  and  once  again  set  sail 


for  Zanth. 


sentience  to  genius,  or  raving  insanity.  Theonly  element 
common  to  these  bizarrely  divergent  entities  is  that, 
being  the  products  of  magic,  all  have  at  least  a  single 
magical  weakness  of  some  sort. 

Size  and  statistics  for  abominations  vary 
according  to  type.  Abominations  tend  to  have  one  or 
two  high  attributes  and  very  low  scores  in  all  other 
attributes. 


Erx  are  extra- 
dimensional  parasites 
that  feed  on  magical 
energies  of  all  sorts; 
attracted  to  magical 
gates,  enchanted 
artifacts,  windship 
levitationals,  and  summoning 
spells,  erx  may  be  encountered 
almost  anywhere  in  Talislanta, 
much  to  the  dismay  of  those 
who  practice  magic  for  a  living. 
Erx  absorb  magical  energy 
through    their  tentacled 
appendages;  prolonged  contact 
with  a  hungry  erx  can  de-magic  even 
the  most  potent  enchanted  items. 

W  h i  I  e  erx  are  a  g reat  n  u  i  san ce  to  mag  i  c  i  an s,  th ese 
entities  are  otherwise  quite  benign.  If  threatened  with 
harm,  they  simply  roll  up  into  a  ball.  Protected  by  its 
hard  exoskeletal  armor,  an  erx  is  virtually  invulnerable 
once  it  has  adopted  this  posture.  If  further  provoked, 
however,  the  creature  may  respond  with  a  lightning  swift 
jab  of  its  dangerous  stinger,  the  point  of  which  is  capable 
of  piercing  even  magical  armor.  Erx  are  capable  of 
levitation  and  travel  by  hovering  on  the  winds  or 
interdimensional  currents. 

Size:  T-41  in  length,  2-8  lbs. 
Attributes: 

INT -5  PER  +10 

WIL+8  CHAN/A 
STR  -3  DEX  +3 

CON  +10  SPD  +5* 

*  tail  stinger  strikes  at  SPD  +10 
Ability  Level:  4-11 

Attacks/Damage:  Normally,  none;  if  provoked,  Stinger: 
DR  l+venom(CON  roll  at-5  to  resist,  orsuffer  extreme 
pain  for  10  rounds) 

Special  Abilities:  Levitate,  curl  into  protective  ball, 
stinger  ignores  all  armor  up  to  +5  PR,  sense  magical 
emanations  (range:  1000'  per  Ability  Level),  unaffected 
by  magic  items  or  spells,  absorb  magic  by  touch  (one 
spel I -I ike  property  or  +1  spell  level  per  round) 
Armor:  Exoskeletal  plates,  PR  25;  underside  is 
unarmored 
Hit  Points:  6  per  foot 


L'LflTHfl 

The  Hatha  is  found  only  on  the  Isle  of  Phantas, 
where  the  species  was  created  by  the  thaumaturges  of 
Cabal  Magicus  many  centuries  ago.  On  the  isle  of 
Phantas,  these  agile,  reptilian  creatures  live  among  the 
tree-tops  and  feed  on  nuts,  berries,  and  insect  larvae.  If 
taken  while  still  young,  they  can  be  trained  to 
communicate  by  gestures,  to  read  facial  expressions, 
and  to  perform  even  more  complex  tasks.  Phantasian 
astromancers  sometimes  keep  Hatha  as  pets,  as  they 
are  quite  intelligent  and  make  suitable  helpers  in  their 
work.  A  trained  Hatha  may  sell  for  as  much  as  four 
hundred  gold  lumens. 


PER +7 
CHA0 
DEX  +5 
SPD +5 


Size:2'-3',  10-15  lbs. 
Attributes: 
INT-4 
WIL0 
STR0 
CON-1 

Ability  Level:  4 

Attacks/Damage:  Bite:  DR  1;  some  may  be  trained  to 
use  small  weapons 

Special  Abilities:  detect  impending  storms,  night  vision, 
keen  hearing 
Armor:  Hide:  PR  2 
Hit  Points:  7 
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THflTOfl 

Thaecia  is  an  island  of  rare  and  splendorous 
beauty,  located  off  the  southwestern  coast  of  the 
Tal  i  si  antan  conti  nent  i  n  the  A  zure  Ocean.  H  ere  waterf  al  I  s 
cascade  into  shaded  lagoons,  and  fields  of  flowers  sway 
in  the  warm  ocean  breezes.  To  the  west,  the  enchanting 
Thaecian  Isles  curve  northward  in  a  graceful  arc.  This 
pleasant  isle  is  hometo  a  pleasure-loving  people  known 
as  the  Thaecians. 

Thaecians  are  slender  and  graceful  in  stature,  with 
silvery  complexions  and  hair  a  deep  blue  color.  They 
dress  in  diaphanous  robes  of  many  hues  and  styles. 

flrx^TRY 

The  Thaecians  are  believed  to  be  descended 
either  from  the  ancient  Archaens,  or  from  a  race  of 
neomorphs  created  in  their  image.  They  are  probably 
related  to  the  Thiasians,  to  whom  they  have  close  ties. 

Thaecians  live  in  fanciful  pavilions  constructed 
of  a  translucent  fabric  called  gossamer,  artfully  stretched 
over  frameworks  of  silken  cords.  They  build  no  cities, 
but  simply  erect  pavilions  wherever  they  wish  to  live. 
As  such,  small  "colonies"  of  Thaecians  are  scattered 


across  the  main  island  and  certain  of  the  smaller  isles. 
T  he  si  ng I  e  settl  ement  of  notew orthy  si ze  i  s  C  apri  ca,  si  te 
of  the  "Festival  of  the  Bizarre"  (see  sidebar). 

Thaecians  do  not  marry,  though  some  couples 
remain  together  for  life;  most  prefer  the  freedom  to 
change  partners  as  they  desire.  Thaecian  "families"  are 
loose-knit  units  at  best.  A  single  individual  may  have 
dozens  of  sisters  and  brothers,  and  hundreds  upon 
hundreds  of  cousins.  Children  are  raised  by  their  older 
siblings  and  extended  families,  who  dote  upon  their 
young  charges  with  great  joy  and  affection. 

The  Thaecians  are  devout  pleasure-seekers  who 
enjoy  indulging  in  all  manner  of  stimulating  pastimes. 
Like  the  M  uses  of  A  star,  they  show  an  aversion  to  hard 
work  of  any  sort.  The  pursuit  of  various  romantic 
confluxes,  and  the  study  of  certain  forms  of  magic, 
occupy  much  of  their  leisure  hours.  The  folk  of  this  isle 
are  partial  to  the  nectar  of  rai  nbow  lotus  flowers,  a  secret 
d i  sti  1 1  ati  o n  of  w  h i  c h  i  s  used  to  c reate " T  haec i  an  n ectar" , 
a  drink  noted  for  its  exotic  flavor  and  exhilarating 
properties. 

The  Thaecians  have  no  formal  government. 
Instead,  Thaecian  elders  maintain  order  and  keep  alert 
for  criminal  activities,  which  among  the  Thaecians 
themselves  are  quite  rare.  V  i  olent  offenders  and  cri  mi  nal  s 


Thc  FmwflL  or  im  Bizarre 


"I  have  seen  many  strange  sights  in  the  course  of 
my  travels,  but  few  to  compare  with  the  Festival  of 
the  B  izarre.  T o  gai  n  entrance,  one  must  be  atti  red  i  n 
costume  or  make-up.  W  earers  of  the  most  outlandish 
garb  are  awarded  a  silver  goblet,  entitling  them  to 
drink  for  free  while  atthe  Festival.  Competition  for 
this  honor  is  understandably  keen,  and  produces 
some  truly  unbelievable  results.  While  I  was  in 
attendance,  a  trio  of  Cymrilian  contortionists  won 
goblets  for  appearing  in  the  guise  of  atanglewood 
tree  (I  will  refrain  from  citing  particulars  with  regard 
to  how  this  feat  was  accomplished.) 


M  ulti-colored  tents  and  pavilions  litter  thefestival 
11  grounds,  each  housing  some  sort  of  attraction  or 
entertainment:  a  duel  of  spell  casters  for  wagers,^ 
abominations  from  the  Aberrant  Forest,  illusory 
panoramas,  romances,  sensations,  improbabilities, 
and  things  defying  description.  The  visitor  is 
invited  to  observe,  partake  of,  or  otherwise 
ex  peri  ence  as  he  or  she  desi  res.  R  are  del  i  caci  es  f  rom 
all  over  the  known  world  are  available,  as  well  as 
more  common  fare,  at  nominal  cost. 


"T  he  cl  i  max  of  the  festival  i  s  the  awards  ceremony, 
where  valuable  prizes  are  given  to  those  who  have 
submitted  an  attraction  or  other  entry.  For  the 
categories  "Most  Unique,"  "Most  Provocative," 
and  "M  ost  Absurd"  the  prize  is  ten  thousand  gold 
lumens.  The  grand  category,  appropriately  entitled 
"M  ostBizarre,"  carrieswith  itaprizeof  onehundred 
thousand  gold  lumens.  A  committee  of  twelve 
Thaecian  enchanters  and  enchantresses  serve  as 
judges,  registering  varying  degrees  of  approval  or  i 
disapproval  by  means  of  magically  exaggerated^ 
■  facial  expressions  and  gestures." 


are  tried  before  the  elders.  Thosejudged  to  be  guilty  are 
banished  to  the  isle  of  Nearwan,  where  felons  are 
constrained  within  webs  of  perdurable  force  for  the 
duration  of  their  sentence. 

WmK  &  Ration 

Thaecians  revere  the  entity  known  as  Creator,  but 
practice  no  formal  religion,  build  no  temples,  and  have 
no  clergy.  To  these  folk  faith  is  considered  a  subject  for 
private  meditation,  rather  than  public  observance. 
Thaecians  enchanters  and  enchantresses  are  renowned 
for  the  creation  of  wondrous  images  and  illusions,  which 
they  capture  within  glassine  spheres  called  Thaecian 


orbs.  By  placing  these  devices  to  theforehead,  the  holder 
is  able  to  experience  unequaled  panoramas  of  color  and 
sound.  Thaecian  orbs  can  also  be  used  to  store  spells, 
which  can  be  released  by  breaking  the  orb.  Such  devices 
are  sometimes  found  in  old  Thaecian  tombs,  interred 
along  with  the  deceased  in  glass  sarcophagi. 

Thir  Art? 

Every  Thaecian  practices  an  art  or  craft  of  some 
sort.  Some  are  weavers  of  gossamer,  and  others  create 
the  scintillant  spheres  of  amberglass  called  Thaecian 
Orbs. 

Thaecians  are  bilingual,  and  are  fluent  both  in 
High  Talislan  and  their  native  tongue,  Thaecian.  The 
latter  is  regarded  as  the  most  "romantic"  of  Talislantan 
languages,  and  may  be  expressed  in  any  of  three  forms: 
written,  spoken,  and  —  using  fluid  hand  gestures  and 
facial  expressions  —  somatic.  All  three  forms  of  the 
language  are  sai  d  to  be  quite  beautiful .  C  ommon  names 
are  likewise  pleasing  to  the  ear,  and  usually  begin  with 
the  prefix,  "Th",  as  in  Thasha,  Thalias,  Thelaeus,  and 
Thania. 

V^ny^y 

The  Thaecians  have  no  army  or  navy,  and  in  fact 
disdain  violence,  which  they  consider  an  over-strenuous 
form  of  physical  activity.  They  depend  upon  their 
enchanters  to  protect  Thaecia  from  aggressors,  a  task 
that  has  proven  to  be  well  within  their  capabilities. 

^OIDIWR^ 

Among  themselves,  Thaecians  generally  prefer 
to  barter  for  goods  and  services.  Coinage  is  usually 
used  only  when  dealing  with  foreigners,  in  which  case 
the  standard  is  the  gold  lumen.  When  troupes  of 
T  hi  asi  an  performers  vi  si  t  T  haeci  a  they  are  pai  d  either  i  n 
gold  or  magics. 

Thaecians  will  trade  with  anyone  who  exhibits 
peaceful  intentions  and  a  modicum  of  civility.  Their 
wares  include  magical  orbs,  philtres,  powders,  rare 
fragrances,  and  vivid-colored  inks,  all  of  which  are  in 
great  demand  in  such  lands  asCymril,  Sindar,  Faradun, 
Zandu,  and  Hadj. 

(LlVKLVVKUl 

TheThaecians  welcome  visitors  from  other  lands, 
parti  cul  arl  y  the  T  h  i  asi  ans,  w  hose  perf  ormi  ng  tal  ents  they 
greatly  admire.  Due  to  past  difficulties,  thelmrians  are 


THESOUTHERN  RIM 


I 

treated  with  a  notable  lack  of  tolerance.  TheThaecians 
allow  the  Imrian  ships  to  stop  at  Thaecia  in  order  to 
purchase  nectar,  gossamer,  and  other  products.  None, 
however  is  allowed  to  stay  so  much  as  a  single  night  on 
any  of  Thaecia's  islands.  Thaecia  currently  has  no  treaty 
relations  with  any  other  nation,  and  generally  remains 
neutral  in  all  matters  involving  foreign  powers. 

TYK  THflTOflP  151^7 


Although  many  of  theThaecian  Isles  are  of  a  size 
and  significance  unworthy  of  prolonged  discussion, 
some  few  are  not  without  certain  interesting 
characteristics.  These  are  described  in  the  following 
passages: 


Situated  to  the  northeast  of  Thaecia,  this  sylvan 
atoll  is  one  of  the  most  beautiful  islands  in  the  Azure 
Ocean.  Southerly  winds  and  water  currents  caress  the 
island,  causing  the  temperature  to  remain  warm  and 
pleasant  throughout  the  year.  The  fortunate  inhabitants 
of  this  paradisiacal  realm  are  a  graceful  people  known 
as  the  Thiasians. 

tyk  THi<qyi<qny 

Thiasianshavevioletskin,  black  hair,  and  comely 
features.  Lithe  and  slender  in  stature,  they  dress  in 
garlands  of  flowers,  sashes,  or  abbreviated  sarongs. 
Those  who  have  been  taken  to  civilized  lands  prefer 
silkcloth  and  other  finery. 

flrX^TRY 

The  Thiasians  are  believed  to  be  descended  from 
the  same  root-stock  as  the  Thaecians,  their  neighbors 
to  the  south.  The  two  peoples  have  had  close  relations 
forcenturies,  and  if  Thiasian  legends  are  to  be  believed, 
may  share  a  common  ancestor:  a  figure  known  only  as 
the  Enchantress  of  the  Shoals,  who  lives  on  the  island 
of  Cella  (see  Magic  &  Religion). 

Thiasians  are  hunter-gatherers  who  I  i ve  i  n  fanciful 
dwellings  constructed  of  woven  vines,  sea  shells,  and 
bits  of  colored  coral.  Each  communal  abode  houses  a 
si  ngleextended  family.  These  dwellings  are  well-hidden 
and  scattered  about  the  isle,  in  order  to  discourage  raids 
by  Imrian  slavers.  Thiasians  subsist  on  a  diet  of 
provender  plant,  fruit,  and  nuts,  liberally  flavored  with 
extracts  of  the  spi  c e  tree,  w  h  i  c h  g ro w  s  h ere  i  n  p rof  usi  o n . 


To  outsiders,  Thiasians  food  often  seems  to  be  too 
heavily  seasoned.  Conversely,  to  Thiasians,  all  other 
types  of  food  are  bland  and  tasteless. 

A  flirtatious  and  promiscuous  people,  Thiasians 
never  marry,  and  change  partners  frequently.  M  others 
raisetheirchildren  forthefirst  month  orso,  then  tend  to 
grow  bored  with  the  responsibility  and  allow  the  older 
members  of  the  tribe  to  take  over.  Young  children  aged 
five  and  up  are  often  unsupervised,  and  allowed  to  run 
free  about  the  island. 

<a]yTorpy 

The  Thiasians  are  renowned  for  their  exotic 
dances  and  performing  talents,  but  are  said  to  lack 
interest  in  most  practical  matters.  This  is  generally  true, 
though  Thiasians  are  not  quite  so  shallow  as  they  may 
seem.  Though  generally  non-violent,  they  are  known  to 
throw  tantrums  if  frustrated  or  angered.  Thiasians  are 
extremely  emotional,  and  give  vent  to  their  feelings 
without  apparent  restraint.  All  manner  of  behavior  is 
tolerated  by  these  folk,  so  long  as  no  one  is  injured. 

The  Thiasians  have  a  rich  culture,  and  express 
themselves  through  dance  rather  than  words.  Their 
performance  art  is  used  to  celebrate,  mourn  the  loss  of  a 
beloved  friend;  to  express  love,  anger,  frustration, 
boredom,  or  any  of  a  dozen  emotions.  It  is  customary 
for  their  performers  to  wear  expressionless  white  vizards 
that  conceal  their  features,  as  facial  expressions  are 
considered  irrelevant  to  movement,  song,  and  music. 

The  eldest  member  of  thefamily  generally  presides 
over  the  communal  home,  assigning  chores  as  needed. 
No  other  form  of  government  is  evident.  Criminal 
behavior  is  rare  among  theThiasians,  but  not  unknown; 
crimes  of  passion  are  generally  the  rule  in  such  cases. 
Offenders  may  be  chastised  by  their  peers,  or  in  extreme 
cases,  banished  from  the  island. 

WmK  &  Ration 

Though  they  are  not  known  as  a  religious  people, 
the  Thiasians  are  said  to  revere  the  E  nchantress  of  the 
Shoals  as  the  M  other  of  their  race.  According  to  their 
legends,  long  ago  the  Enchantress  gave  birth  to  a  pair 
of  twin  daughters:  one  silver  and  violet.  One  was  the 
first  Thaecian,  and  the  other,  the firstThiasian.  When  a 
Thi asian  di es,  her  peopl e  lay  the  body  i  n  a  dugout  canoe 
and  send  it  out  to  sea,  saying  that  the  deceased  has 
"gone  to  see  the  Enchantress". 


Like  the  Thaecians,  Thiasians  seem  to  have  a 
natural  aptitude  for  magic.  Few  study  the  arcane  arts, 
however,  and  so  such  innate  talents  as  may  be  present 
generally  go  undeveloped. 

Th^  Art? 

Thiasians  practice  weaving,  pottery,  and  other 
useful  crafts,  but  all  are  secondary  to  dance  and 
performance.  For  entertainment  and  diversion  they  like 
to  juggle,  play  catch  with  balls  of  tightly  woven  vines, 
or  throw  small  stones  at  wooden  disks  sent  spinning 
through  the  air.  Thiasian  music  is  primarily  rhythm- 
oriented,  and  is  performed  on  drums  made  of  wood, 
metal,  and  other  materials. 

Thiasians  converse  in  Low  Talislan,  though  body 
movement,  posture,  and  gesticulation  are  used  to 
convey  different  shades  of  meaning.  Common  names 
begin  with  the  prefix,  "Th";  female  names  end  in  an  "a". 
Forexample:Thian,Thanin(male);Thia,Thani  (female). 

The  Thiasians  have  no  military  or  warriors.  They 
prefer  to  run  if  confronted  by  hostile  invaders,  but  will 
fight  if  cornered:  attacking  invaders  with  spears,  nets, 
or  knives,  or  luring  them  into  quickmires  and  bogs.  The 
proximity  of  their  island  to  Thaecia,  and  their  close 
relations  with  the  Thaecians,  affords  them  protection 
from  hostile  races  such  as  thelmrians. 

^OI7)I7KR<^ 

Seashel Is  and  bits  of  colored  coral  are  valued  by 
the  Thiasians,  and  are  used  to  "purchase"  or  trade  for 
items.  Native  Thiasians  are  attracted  to  objects  that 
glitter,  including  gold  and  precious  stones.  However, 
there  is  no  organized  economy  on  the  island.  Thiasian 
performing  troupes  often  travel  by  boat  to  Thaecia,  where 
they  are  paid  to  entertain  the  pleasure- loving  people  of 
that  sunny  isle.  They  are  especially  popular  during  the 
Thaecians'  Festival  of  the  Bizarre. 

(UoRLP  RaflTion? 

An  exceptionally  attractive  people,  Thiasians  are 
greatly-favored  by  other  races  both  as  performers  and 
consorts.  Some  travel  to  the  mai  nl  and  on  the  w i  ndshi  ps 
of  wealthy  Cymrilians,  who  come  to  Thaecia  in  numbers 
during  the  Festival  of  the  Bizarre.  Others  have  been 
know  to  join  the  crews  of  Gao  vessels,  attracted  by  the 
flamboyant  lifestyle  of  the  Sea  Rogues. 


Though  their  proximity  to  Thaecia  affords  them 
some  degree  of  safety,  the  Thiasians  are  sometimes 
preyed  upon  by  Imrian  slavers,  who  seek  to  capture 
them  for  sale  i  n  F  aradun  or  the  K  ang  E  mpi  re.  So  it  is  that 
their  people  can  sometimes  be  found  far  from  their 
homeland. 

Atthefar  western  tail  of  theThaecian  Isles  chain, 
in  a  distant  region  that  many  scholars  believe  lies  at  the 
very  edge  of  the  world,  sits  the  island  of  Parthene. 
Shrouded  in  mist  and  ringed  by  dangerous  reefs,  this 
rock-bound  isle  is  home  to  a  strange  sect  known  to  the 
outside  world  as  the  Parthenians. 

Parthenians  stand  seven  feet  in  height,  and  from 
a  distance  appear  to  have  glossy  bronze  skin  and  hair. 
T  hey  appear  to  dress  i  n  gol  den  hel  ms,  shi  mmeri  ng  yel  I  ow 
cloaks,  armored  vests,  and  iron  arm  and  wrist  bracers. 
Under  close  inspection  it  can  be  seen  that  Parthenians 
wear  neither  helm  nor  armor,  and  do  not  have  bronze 
colored  skin  or  hair.  Rather,  they  are  made  entirely  of 
bronze.  T  hei  r "  hair"  ismade  of  brai  ded  w  i  re,  thei  r  cl  oaks 
and  vests  fashioned  of  flexible,  metallic  cloth. 

Parthenians  are  not  natural  lifeforms,  but 
automatons.  Cymrilian  scholars  have  speculated  that 
they  may  be  survivors  of  The  Great  Disaster,  created 
either  by  the  ancient  A  rchaens  or  perhaps  the  N  eurians. 
Some  believe  that  the  Parthenians  may  have  been  created 
to  locate  and  collect  collect  salvage  from  the  sunken 
city  of  Aurantium,  either  to  acquire  treasure  or  to  find 
some  lost  item  or  artifact. 

The  Parthenians  are  rumored  to  sai  I  the  unknown 
waters  that  stretch  far  to  the  west,  across  regions  which 
many  Talislantans  believe  lay  at  the  very  edge  of  the 
world.  Employing  humanoid  slaves  as  divers,  they  scour 
the  ocean  floor,  hauling  sunken  treasure  and  valuable 
salvage  aboard  their  ships  by  means  of  winches.  The 
Parthenians  occupy  a  strange  settlement  called  Parthan, 
an  iron  castle  of  ten  towers,  each  over  a  hundred  feet  i  n 
height.  Its  facilities  include  a  dry  dock  for  Parthenian 
vessel s,  where  tri  remes  are  mai  ntai  ned  and  repai  red,  and 
quarters  for  their  humanoid  slaves. 

Parthenians  do  not  sleep  or  eat,  but  must 
periodically  ingest  a  liquid  lubricant  similar  to  refined 


lamp  oil.  Gender  differences,  even  of  a  surface  sort,  are 
nonexistent;  Parthenians  do  not  reproduce,  though  they 
are  apparently  able  to  build  new  Parthenians  to  replace 
those  who  have  been  damaged  beyond  repair  or  lost. 
The  renowned  naturalist,  Thystram,  stated  that  there 
are  only  one  hundred  Parthenians  in  existence  at  any 
given  ti  me.  A 1 1  are  consi  dered  parts  of  the  w  hoi  e,  I  i  ke  a 
complex  machine  of  a  hundred  parts. 

Though  they  seldom  exhibit  overtly  hostile 
behavior,  Parthenians  are  not  known  for  personal 
warmth;  not  surprising,  given  the  fact  that  they  are 
i  ntel  I  igent  mechanisms,  rather  than  living  creatures.  This 
attitude  extends  to  their  slaves,  whom  they  seem  to 
treat  poorly  at  best.  W  hile  some  say  the  Parthenians  are 
cruel ,  others  bel i eve  that  they  si mpl y  don' t  understand 
humanoids.  Although  they  know  that  slaves  require 
food  and  water  (called  "fuel"  by  Parthenians),  they  seem 
to  believe  that  humanoids  are  just  another  form  of 
automatons,  like  themselves.  By  Parthenian  standards, 
their  treatment  of  slaves  seems  fair,  and  almost  kind. 
Parthenians  even  try  to  "repair"  injured  slaves,  though 
the  results  are  not  always  pleasant. 

Parthenians  have  developed  no  culture  or 
customs,  but  seem  to  have  been  programmed  to  perform 
specific  functions.  These  include  the  operation  and 
maintenance  of  their  triremes,  and  the  search  and 
recovery  of  lost  salvage  and  sunken  treasure.  As 
Parthenians  refuse  to  discuss  their  motives  with 
outsiders,  they  remain  among  the  more  enigmatic  entities 
in  Tal  islanta. 

The  Parthenians  are  governed  by  an  individual 
known  as  The  One;  possibly  the  first  of  the  line.  The 
One  supervises  the  population  of  Parthan,  ensuring  that 
all  goesinaccordancewiththeMasterPlan-  apparently 
an  ancient  document  or  set  of  instructions,  which  serves 
as  the  Parthenian  manifest.  If  a  copy  of  the  Plan  still 
exists,  its  location  is  evidently  kept  secret  and  well 
guarded.  Disobedienceamong  Parthenians  is  unknown. 
Slaves  are  expected  to  follow  commands.  If  they  don't 
they  are  considered  "defective",  and  repairs  are 
attempted  at  once.  If  these  fail  the  slave  is  usually  be 
"discarded";  i.e.,  tossed  into  the  sea. 

WmK  &  Ration 

Parthenians  do  not  practice  magic,  though  they 
seem  to  possess  some  facility  for  certain  types  of 
technomantic  operations.  They  have  no  religion,  but 


are  said  to  revere  a  metal  statue  or  idol  of  somehumanoid 
being  whom  the  Parthenians  acknowledge  as  their 
creator.  Thystram  stated  that  the  image  -  worn  by  age, 
saltair,  and  repeated  polishing  -  could  notbeidentified. 

Parthenians  converse  in  a  peculiarly  stilted 
version  of  Old  Archaen.  Thystram  claimed  that  they 
had  no  names,  but  referred  to  each  other  by  number,  as 
in  Seven,  One-Five, Two-Four,  etc. 

The  Parthenians  have  no  warriors  or  army,  but 
seem  to  have  adequate  means  of  defending  themselves. 
Their  metal-hulled  triremes  are  armed  with  heavy  fire- 
throwers  and  other  weaponry.  Parthan,  also  made  of 
metal ,  is  vi  rtual  ly  i  mpregnable. 

Among  their  own  kind,  Parthenians  use  no 
currency  and  have  no  economic  system.  Essential  items 
and  services  are  shared  by  all.  When  visiting  foreign 
ports  or  buying  slavesfrom  traders,  Parthenians  always 
pay  in  gold  or  silver  talents  -  five-  pound  ingots  stamped 
with  the  Parthenians'  seal.  Parthenian  gold  and  silver, 
salvaged  from  the  sunken  city  of  Aurantium  and  the 
hulls  of  sunken  ships,  is  renowned  for  its  purity. 

Parthenians  may  sometimes  be  encountered  on 
the  high  seas,  sailing  in  great  triremes  with  prows 
fashioned  in  the  likeness  of  the  idol  that  they  regard  as 
thei  r  creator.  0  n  rare  occasi ons,  Parthenian  vessels  have 
been  known  to  stop  in  a  port  city  in  order  to  purchase 
slaves.  They  never  stay  long,  often  pulling  into  port 
and  then  departing  on  the  same  day  or  night.  Parthenians 
appear  to  be  unparticular  with  regard  to  who  they  will 
deal  with.  Basically,  anyone  willing  to  trade  slaves  or 
provisions  for  gold  and  silver  will  suffice.  They  appear 
to  be  neutral  as  regards  the  interests  of  all  other  races 
and  species,  and  have  no  known  treaties  or  relations 
with  any  Talislantan  government,  group,  or  individuals. 

Peridia  is  a  small  and  rocky  isle  of  little  interest 
save  for  its  massive  subterranean  grotto,  known  as 
C averncl  if f .  A  ccessi  bl  e  only  by  means  of  an  underwater 
entranceway,  the  ceilings  of  this  spectacular  cavern 
glitter  with  encrusted  gems  and  crystals.  Climbing  the 
slick  and  jagged  walls  is  said  to  be  a  difficult  task,  and 
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the  presence  of  lurkers  and  aquatic  demons  has  given 
many  adventurers  pause  to  consider  another  means  of 
attaining  affluence. 

uaua 

Dalia  is,  like  so  many  of  T  haeci  a' s  i  si  ands,  a  pi  ace 
of  scenic  and  peaceful  vistas.  Of  particular  note  are  a 
series  of  bluffs  overlooking  the  ocean  and  located  on 
the  isle's  western  coast:  the  view  at  sunset  is  said  to  be 
unsurpassed  anywhere  in  the  known  world.  The 
occasional  appearance  of  a  neurovore  (or  "brai  n  leech," 
as  these  small,  winged  parasites  are  sometimes  called) 
should  hardly  deter  those  with  an  avid  appreciation  of 
nature's  wonders. 

Largest  of  the  T  haeci  an  Isles,  Gargantaisagreat 
and  irregular  mound  of  volcanic  rock.  Here  live  the 
gigantic  stone  beings  known  as  M  onoliths,  believed  to 
be  the  oldest  creatures  in  the  world.  Generally  silent 
and  i  implacable,  M  onol iths  can  someti mes  be  persuaded 
to  reveal  a  portion  of  their  knowledge,  which  is  said  to 
be  quite  comprehensive.  Normally  a  period  of  several 
days  or  even  weeks  is  required  before  a  M  onolith  will 
deign  to  respond  to  any  query;  less  if  the  M  onolith  is 
one  of  the  few  demented  sorts  who  are  occasioned  to 
acts  of  violence.  As  fewer  than  one  in  five  M  onoliths  is 
predisposed  to  such  irrational  behavior,  the  chances  of 
attaining  enlightenment  at  little  cost  are  fairly  good. 
Beware  of  depredators,  however,  who  come  hereto  mate 
duri  ng  certai  n  ti  mes  of  the  year. 

ITODOLITH 

Monoliths  are  mountainous  elemental  entities 
native  to  the  isle  of  Garganta  and  certain  other  islands 
of  the  Southern  R  i  m .  C  ompri  sed  of  stone,  they  are  si  ow 
to  take  action,  moving  only  as  the  mood  suits  them, 
which  isoften  not  at  all.  M  onol  iths  claim  to  be  as  old  as 
the  world  itself,  and  they  are  said  to  possess  nearly 
infinite  stores  of  knowledge.  They  can  be  convinced  to 
impart  a  portion  of  their  wisdom  to  those  patient  enough 
to  await  a  reply,  though  a  waiting  period  of  several  days 
or  even  weeks  should  be  expected  when  dealing  with 
these  lethargic  beings,  whose  conception  of  time  is  not 
affected  by  the  urgency  displayed  by  mere  mortals.  The 
performance  of  a  small  favor  (such  as  the  removal  of  an 
irritating  opteryx's  nest  from  a  monolith's  ear)  has  on 
occasion  been  known  to  add  a  mild  degree  of  impetus 
to  a  monolith's  thought  processes. 


Most  monoliths  are  passive  and  implacable, 
though  some  are  prone  to  outbursts  of  violence, 
generally  expressed  by  means  of  some  volcanic  or 
seismic  display.  Extremely  violent  volcanic  activity  may 
signal  the  birth  or  death  of  a  monolith,  or  so  some 
scholars  believe. 

Size:  100'-2,000'+in  height,  weightunknown 
Attributes: 

INT +10  PER +2 

WIL  +10  CHA+4 
STR  +15  DEX  -10 

CON  +15  SPD  -18 

Ability  Level:  20+ 

Attacks/Damage:  See  Special  Abilities 

Special  Abilities:  Cause  seismic/volcanic  disturbances 

atA  bility  Level,  immunity  to  magical  control/influence 

A  rmor:  Stony  exterior,  PR  30 

HitPoints:  Unknown 

Nearly  as  lovely  as  Dalia,  this  isle  is  home  to  an 
enigmatic  figure  known  only  as  the  Enchantress  of  the 
Shoals.  The  stories  and  legends  of  the  Enchantress 
abound:  some  say  she  is  a  temptress  who  once  seduced 
Kabros,  wizard-king  of  ancient  Phaedra.  Others  believe 
she  is  an  A  rchaen,  whose  potent  magics  have  preserved 
her  youth  and  beauty  for  countless  centuries.  The 
Thiasians  revere  her  as  a  demi-goddess,  and  as  the 
M  other  of  their  people  and  the  T haeci ans. 

It  is  said  that  the  Enchantress  of  the  Shoals  will 
grant  a  wish  in  return  for  a  favor.  The  nature  of  the  favor 
required  by  the  Enchantress  is,  alas,  a  matter  impossible 
to  determine  short  of  inquiry  in  person  at  her  manse. 
Reliable  reports  verify  the  potency  of  her  magics,  which 
are  perhaps  the  most  efficacious  in  the  region. 


THESOUTHERN  RIM 


ORB  \?Law 

This  isle  is  uninhabited  save  for  such  noxious 
entities  as  water  raknids  and  the  spawn  of  giant  sea 
scorpions.  A  rare  and  exotic  variety  of  crystal  dendron 
grows  here,  the  globular  "fruit"  of  which  is  employed  in 
the  making  of  the  finest  Thaecian  Orbs.  Thaecian 
enchanters  commonly  offer  up  to  fifty  gold  lumens 
apiece  for  these  crystalline  objects,  which  they  are 
understandably  somewhat  reluctant  to  gather  for 
themselves. 

This  small  tropical  isle  has  traditionally  been  a 
place  of  exile  for  individuals  convicted  of  crimes  in 
Thaecia.  There  are  perhaps  as  many  as  forty  criminals 
consigned  to  Nearwan  at  any  given  time,  including 
thieves,  interlopers,  and  individuals  rendered  insane  as 
a  result  of  dabbling  in  unsafemagical  practices.  Each  is 
imprisoned  in  a  web  of  perdurable  force  approximately 
one  hundred  feet  in  diameter.  They  subsist  on  fruits 
and  vegetables,  which  the  exiles  are  allowed  to  grow 
within  their  enchanted  prisons.  Thaecians  assigned  to 
monitor  these  pariahs  check  the  facilities  daily,  usually 
by  windrigger. 

Tttim  \JLaw? 

These  two  rocky  isles  lie  off  the  north  coast  of 
Garganta.  Each  is  actually  an  ages-old  M  onolith,  worn 
and  weathered  by  untold  centuries  of  wind  and  water. 
On  rare  occasions,  the  two  can  be  heard  conversing 
with  each  other,  their  rumbling  voices  carrying  for  many 
miles  in  all  directions.  It  is  said  that  one  of  these  two 
Monoliths  can  utter  nothing  but  the  truth,  while  the 
other  —  a  deviant  sort  —  speaks  only  lies.  Opinions 
differ  as  to  which  one  is  which,  as  neither  of  the  two  is 
particularly  talkative  or  swift  to  respond,  even  by 
monolithic  standards. 


Quaal  are  small 
furry  creatures 
common  to  most 
tropical  islands 
and  jungles  of 
the  Southern 
Rim.  They  are 
semi-intelligent 
and  possess  keen 
powers  of  perception  with  their 
flexible  eyestalks.  Quaal  are  popular  among  the  Sea 
Rogues  of  Gao-Din  and  Zandir  charlatans,  who  keep 
these  creatures  as  pets.  They  can  be  trained  to  perform 
clever  tricks  and  feats  of  dexterity;  in  fact,  quaal  make 
excellent  pick-pockets  and  sneak-thieves,  and  they  can 
be  taught  to  serve  as  lookouts,  emitting  a  chattering 
noi  se  at  the  f  i  rst  si  gn  of  i  ntruders.  Q  uaal  normal  ly  subsi  st 
on  nuts  and  berries  but  have  a  weakness  for  sweets.  If 
unattended,  the  creatures  are  also  known  to  dri  nk  wine, 
which  makes  them  drowsy  and  disoriented. 

Size:  Tin  length,  1-2  lbs. 
Attributes: 

INT-5  PER46 

WIL-1  CHAN/A 

STR  -8  DEX  45 

CONO  SPD  +8 

Ability  Level:  1+ 

Attacks/Damage:  Bite:  DRI 

Special  Abilities:  Keen  sense  of  smell/hearing, 

prehensile  tail,  can  be  trained  in  skills  such  as 

Legerdemain 

Armor:  None 

Hit  Points:  4 


There  is  an  enchanted  fountain  on  this  mystical 
island,  high  atop  a  peak  surrounded  by  dense  jungle, 
the  waters  of  which  are  purported  to  confer  continued 
youth  and  longevity.  A  single  ounce  of  the  "Waters  of 
F  arique"  sel  Is  f  or  as  much  as  five  hundred  gold  I  umens, 
but  is  difficult  to  obtain;  the  fountain  emits  but  a  trickle 
of  liquid,  and  the  dense  jungles  of  the  isle  are  rife  with 
ravengers,  aramatus  and  water  raknids. 


A  Djaff  ir  M  erchant  returns  home  after  a  profitable  journey 


^flRflDTHOJID 

T he  ki ngdom  of  C arantheum  i s  I ocated  in  the  R ed 
Desert,  a  great  expanse  of  scarlet  sand  surrounded  on 
all  sides  by  the  Wilderlands  of  Zaran.  It  is  a  harsh  land, 
swept  by  sandstorms  and  scorched  by  the  burning  rays 
of  Talislanta'stwin  suns.  T ravel  to  C arantheu m,  despi te 
efforts  to  improve  conditions,  remains  a  rather 
perilous  proposition.  From  the  East,  the  only 
practical  routes  lead  through  territories  claimed 
either  by  theSaurans,  Za  bandits,  or  the  fanatical 
Rajans.  The  ancient  Wilderlands  Road,  sole 
causeway  between  Carantheum  and  the  West,  is 
beset  by  bandits,  wild  beasts  and  other  dangers. 

In  the  midst  of  this  hostile 
envi  ronment  stands  the  C  ri  mson  C  i  tadel 
of  Dracarta,  home  to  a  proud  people 
called  the  Dracartans. 

The  Dracartans  are 
tall  and  jade-skinned,  with 
chiseled  features.  They 
dress  in  flowing  robes  of 
fine  white  linen,  and  adorn 
themselves  with  necklaces, 
bracers  and  tores  of  red  iron. 


Formerly  a  tribe  of  poor  nomadic  wanderers,  the 
ancestors  of  these  hardy  folk  settled  in  the  Red  Desert 
some  centuries  ago.  With  the  re-discovery  of  the  lost 
art  of  Thaumaturgy,  the  Dracartans  learned  how  to 
create  red  i  ron,  a  metal  superi  or  i  n  al  I  aspects  to  common 
black  iron.  The  Dracartan  people  prospered,  and 
Carantheum  soon  became  a  strong 
and  prosperous  nation. 

With  little  more  than  their 
own      ingenuity  and 
thaumaturgical  talents,  the 
Dracartans  have  built  a 
flourishing  and 
sophisticated  civilization  in 
the  midst  of  a  barren  desert. 
Dracartan  architecture  tends 
to  be  on  the  grand  scale,  but 
aesthetically  pleasing.  Their 
cities  are  comprised  of  domed 
towers  and  circular  structures  of 
whitewashed  stone,  which  the 
Dracartans       make  from 
thaumaturgically  solidified  sand.  Red 
iron  plating  is  used  for  defensive 
purposes,  and  to  add  decorative 
touches. 


Safe  within  their  walled  cities,  the  Dracartans 
practice  many  a  diverse  array  of  crafts  and  professions. 
There  are  food-growers,  artisans,  metalsmiths, 
thaumaturges,  merchants,  priests,  teachers,  public 
officials,  desert  scouts,  and  many  others.  The  populace 
subsist  on  a  plentiful  diet  of  dates,  erd'smilk,  erd  cheese, 
and  a  type  of  unleavened  bread  made  from  provender 
plant  called  t'chall.  Kasmiran  mochan  is  a  popular 
beverage. 


Despite  their  current  wealth  and  prosperity,  the 
Dracartans  remember  the  old  days  when  they  had 
nothing.  Though  they  can  afford  to  surround 
themselves  with  creature  comforts,  they  choose  to  live 
simply.  This  is  both  a  way  of  honoring  the  ancestors 
who  struggled  so  that  they  might  prosper,  and  a  means 
of  ensuring  that  should  theDracaratans  lose  everything 
as  they  did  long  ago  the  race  would  still  be  strong 
enough  to  survive. 


D  racartans  consi  der  themselves  to  be  part  a  si  ngl  e 
family;  "One  tribe,  one  heart",  as  they  say.  M  ales  and 
females  are  accorded  equal  status  in  the  family  and  in 
Dracartan  society.  Children  are  cared  for  by  their  parents 
and  grandparents;  education  is  considered  of  the  utmost 
importance,  and  children  begin  schooling  at  age  three. 

The  Dracartans  are  a  moody  and  introspective 
people,  prone  to  brooding.  Most  are  friendly,  if 
somewhat  reserved;  frivolity  is  not  a  quality  associated 
with  these  folk.  This  trait  can  be  ascribed  to  the  unending 
struggle  of  the  Dracartan  people  to  survive,  first  as  a 
tribe,  then  as  homeless  wanderers,  and  now  as  a  nation. 

D  racartans  exhi  bi  t  an  admi  rabl  e  degree  of  tolerance 
for  the  ways  and  beliefs  of  most  other  peoples,  except 
as  pertains  to  the  inhabitants  of  Faradun,  the  Kang 
Empire,  and  R  aj  an  istan.  The  former  two,  whileaccorded 
a  modicum  of  courtesy  in  Carantheum,  are  regarded  with 
suspicion  and  distrust.  The  prevailing  attitude  towards 
Rajans  is  less  indistinct,  and  can  be  categorized  as 
"murderous."  Enemies  of  the  Dracartans  since  their 
nomadic  days,  the  Rajans  have  long  sought  to  wrest 
control  of  the  Red  Desert  and  its  wealth  of  minerals 
from  Carantheum,  and  there  is  no  love  lost  between 
these  two  peoples. 


Carantheum  is  ruled  by  a  king,  who  is  chosen 
through  a  process  known  as  the  "Test  of  the  Ancients." 
This  ordeal  consists  of  three  separate  parts:  a  journey 
through  the  desert,  the  scaling  of  a  mountain  of  glass, 
and  the  retrieval  of  a  magic  scepter  from  a  vault  deep 
inside  a  crystal  mountain.  The  test  is  held  once  every 
twelve  years,  unless  the  premature  death  of  a  reigning 
king  requires  otherwise. 

The  lawsof  the  K  i  ngdom  of  Carantheum  are  strict 
but  fair.  A  court  of  nine  elders  judges  all  cases;  trials 
and  judgement  are  swift  and  final,  with  no  appeal 
possible.  Individuals  convicted  of  minor  offenses  are 
sentenced  to  perform  some  sort  of  civic  duty,  such  as 
cleaning  municipal  sewage  receptacles.  Banishing 
violent  or  habitual  criminals  to  the  Wilderlands  is  also  a 
popular  punishment. 

\T)mK  &  Ration 

The  folk  of  Carantheum  revere  Jamba,  the 
mysterious  god  of  their  nomadic  ancestors.  Dracartans 
build  pyramid-shaped  shrines  in  honor  of  their  patron, 
whose  ways  are  said  to  be  beyond  the  understanding 
of  mere  mortals.  A  ccording  to  legend,  it  was  J  amba  who 
gui  ded  the  D  racartans  i  nto  the  R  ed  D  esert  and  tol  d  them 
where  to  find  the  fabled  seventeen  Ruby  Tablets 


268 


THE  DESERT  KINGDOMS 


describing  the  lost  art  of  thaumaturgy.  Dracartans  believe 
this  knowledge  was  conveyed  to  them  by  Jamba  himself, 
the  only  time  the  deity  is  known  to  have  spoken.  For 
this  reason  it  is  not  permitted  to  speak  or  make  noise 
while  in  a  Dracartan  temple,  lest  the  faithful  miss  any 
further  pronouncement  of  J  amba. 

Carantheum  is  famed  for  its  thaumaturges,  who 
are  greatly  esteemed  for  the  wondrous  products  which 
they  create.  Not  the  least  of  these  is  the  elusive 
substance  known  as  quintessence,  a  crystalline  powder 
derived  by  a  secret  alchemical  process  (see  sidebar). 
Dracartan  thaumaturges  transmute  the  bodies  of  the 
dead  to  solid  form,  after  which  the  deceased  are  buried 
in  underground  tombs. 

Thir  Art? 

The  music  of  the  Dracartan  people  is  a  medley  of 
complex  rhythmic  figures  overlaid  with  droning  vocal 
chants.  Instrumentation  includes  daro  (drums  made  of 
fired  clay  and  land  lizard  hide),  dracara  (ancestral  drums 
made  of  red  iron,  dating  back  hundreds  of  years,  and 
tchan  (red  iron  cymbals).  The  making  of  red  iron  jewelry, 
utensils,  tools,  and  weapons  of  superior  craftsmanship 
isalsoapopularartform. 

Most  Dracartans  are  bilingual,  speaking  a 
simplified  version  of  H  igh  Talislan  and  the  language  of 
th  ei  r  an  cesto  rs,  N  o  mad  i  c .  T  h  e  f  o  rmer,  stri  p  ped  of  so  me 
of  its  more  pretentious  affects,  is  used  extensively  in 
everyday  life,  and  in  all  dealings  with  civilized  peoples. 
The  latter  tongue  is  reserved  for  matters  pertaining  to 
the  Dracartans  themselves,  and  to  converse  with 
nomadic  peoples  such  as  the  Djaffir  and  Orgovians. 
Common  male  names  end  in  an  "a",  and  female  names 
end  i  n "  al ".  F  or  exampl  e:  T  'J  ama,  K '  tara,  M '  D  ara  ( mal  es) ; 
T '  j  amal .  K  'T  aral ,  M '  D  aral  (f  emal  es) . 

The  Dracartan  military  is  known  to  be  quite 
formidable,  though  the  exact  size  and  capabilities  of  its 
forces  are  government  secrets.  The  capital  city  of 
Dracarta  has  a  large  fleet  of  armored  duneships,  many 
divisions  of  aht-ra  cavalry,  and  several  dozen  hurlants 
capable  of  propelling  spheres  of  red  menace,  yellow 
peril,  and  other  dangerous  substances.  The  city  is 
surrounded  by  tri-fold  walls,  and  despite  the  best  efforts 
of  the  Rajan  army  has  never  been  successfully 
penetrated.  The  citadels  of  Anasa  and  Nadan  are  also 
heavily  armed  and  fortified  against  attack,  and  harbor 
even  more  troops  and  duneships. 


TiK  flwriW  Or  THflUIDflTURQY 

The  Academy  of  Thaumaturgy,  in  Dracarta,  is  the 
only  place  in  Talislanta  where  the  ancient  art  of 
Thaumaturgy  is  taught.  The  inner  walls  of  this  red 
iron-plated  building  are  heavily  reinforced  with 
alternating  layers  of  metal  and  ceramic  plating 
precautions  deemed  necessary  due  to  the  volatile 
nature  of  the  work  that  goes  on  at  the  Center.  For  it 
,js  here  that  the  Dracartan  Thaumaturges  work  their 
wonders:  di  sti  1 1  i  ng  el  emental  essences,  transmuti  ng^ 
matter  into  different  forms,  and  concocting  the 
marvelous  substance  known  as  quintessence. 

By  skillful  utilization  of  the  magical  properties  of 
quintessence,  Dracartan  thaumaturges  are  able  to 
transmute  the  very  nature  of  substance.  Thus,  they  } 
are  able  to  solidify  water,  liquify  stone  or  metal, 
turn  sand  into  glassine  stone,  or  place  elemental 
forces  in  suspension.  This  crystalline  compound 
isso  unstablethat,  in  its  most  rarified  form,  itmust 
be  stored  in  amberglass  vaults  over  five  feet  thick, 
lest  even  the  smallest  quantity  escape  into  the 

L outside  environment. 
_    -    _  JCv  ^   .  


^OIDIWR^ 

Carantheum  produces  most  of  what  it  needs,  with 
the  exception  of  water,  which  is  obtained  from  deep 
underground  wells  but  at  times  is  in  short  supply.  When 
needed,  the  Dracartans  obtain  stores  of  life-giving  fluid 
from  A  star  of  the  Seven  Kingdoms,  using  thaumaturgy 
to  solidify  water  from  Lake  Zephyr,  cut  it  into  massive 
blocks,  and  transport  it  to  Dracarta  in  massive  land 
barges.  M  erchant  caravans  from  many  lands  come  to 
D  racarta  to  acqui  re  red  i  ron,  f or  whi ch  they  trade  goods 
of  all  varieties:  amberglass  from  Cymril,  woven  goods 
and  hardwoods  from  Vardune,  sci  nti  I  la  and  amberfrom 
Jhangara,  metal  and  precious  stones  from  A  rim,  beasts 
from  Djaffa,  and  many  other  items.  Duneships  and  land 
barges  skim  across  the  desert  on  red-iron  runners, 
bringing  cargoes  to  and  from  many  distant  lands. 

(UORLPUIOjJ 

The  Dracartans  have  good  relations  with  the 
Djaffir  and  Yitek  tribes,  whom  they  have  known  since 
the  time  of  their  nomadic  ancestors.  They  have  close 
ties  to  the  Y  assan,  a  people  displaced  by  The  Great 
Disaster  and  given  safe  haven  in  the  Dracartan 
settlement  of  Nadan.  The  nation-states  comprising  the 
Seven  K  ingdoms  are  also  considered  to  be  close  friends 
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and  allies.  Carantheum's  enemies  are  even  more 
numerous.  Despite  several  costly  defeats,  Rajanistan 
continues  to  covet  the  Red  Desert's  riches,  and  remains 
a  constant  threat  to  the  D  racartans.  The  K  ang  E  mpi  re  i  s 
also  believed  to  have  an  overly  acute  interest  in  this 
region.  Za  bandit  tribes  have  preyed  upon  caravans 
heading  to  and  from  D racarta  for  many  years,  and  show 
no  sign  of  letting  up.  The  A  raq,  too,  have  no  love  for 
D  racartans. 

Vm^mjan  y^TTLXiD^DTy 

T  heC  apital  C  ityof  D  racarta 

D  racarta  i  s  one  of  the  most  i  mportant  trade  centers 
on  the  continent.  It  is  a  striking  to  behold,  its  tri-fold 
walls  and  towers  plated  with  gleaming  red  iron,  and  its 
streets  paved  with  white  stone.  M  erchant  caravans  from 
many  lands  come  here,  bearing  goods  of  all  description 
to  trade  for  the  D  racartans'  wares. 

Anasa 

Anasa  is  a  Dracartan  citadel  that  stands  at  the 
southern  edge  of  the  Red  Desert.  Primarily  a  military 
outpost,  it  has  its  own  fleet  of  duneships  and  a  garrison 
of  desert  scouts.  Djaffir  merchant  tribes  come  here  to 
sell  their  wares. 

Nadan 

Nadan  is  a  fortified  settlement  located  at  the 
northern  edge  of  the  Red  Desert.  It  is  notable  for  its 
duneship  construction  yards,  and  for  its  large 
population  of  Y  assan,  many  of  whom  are  employed  here 
as  highly  skilled  workers. 

The  Y  assan  are  a  short  and  stocky  people,  with 
metallic  grey  skin,  flatfeatures,  and  six-fingered  hands. 
They  dress  in  hooded  yellow  tunics  and  breeches,  with 
heavy  leather  boots  and  gloves;  a  costume  well-suited 
to  their  preferred  line  of  work. 

The  Y  assan  are  thought  to  be  descended  from  a 
race  of  neomorphs  created  by  the  ancient  Archaens. 
Displaced  during  the  aftermath  of  The  Great  Disaster, 
the  Y assan  spent  many  years  wandering  in  the 
Wilderness  of  Zaran.  Eventually  they  were  found  by 
Dracartan  desert  scouts,  and  their  clans  granted 
sanctuary  within  the  walled  settlement  of  Nadan. 


Y  assan  are  arti  sans  by  trade,  ski  1 1  ed  i  n  the  worki  ng 
of  metals,  stone,  and  glass,  and  adept  at  building, 
repairing,  and  maintaining,  most  types  of  mechanisms 
and  structures.  While  certain  aristocratic  Talislantans 
denigrate  them  as  "commoners"  or  "manual  laborers", 
the  Y  assan  are  highly  intelligent  and  possessed  of  an 
independent  spirit.  They  are  arguably  the  most  skilled 
artisans  on  the  continent,  and  can  build  or  repair  just 
about  anything. 

The  Y  assan  know  no  ancestral  homeland,  nor  do 
they  know  much  of  the  origi  ns  and  history  of  their  people. 
Despite  this,  they  have  created  a  unique  and  diverse 
culture,  which  emphasizes  hard  work,  honesty,  and  a 
respect  for  craftsmanship  that  is  unsurpassed  by  other 
peoples.  Since  being  taken  in  by  the  D racartans,  the 
majority  of  Y assan  now  reside  in  Nadan.  M  ost  live  in 
Dracartan  dwellings,  modified  to  suit  their  needs  and 
decorated  to  their  tastes. 

Y  assan  are  devoted  to  their  clans,  or  family  units. 
Couples  bond  for  life,  and  may  produce  as  many  as  ten 
offspring  -  large  families  are  favored  by  the  Y  assan. 
Children  are  raised  by  the  parents;  at  age  two  they  are 
enrolled  in  a  Y assan  trade  school  for  intensive 
instruction. 

Among  these  people,  hard  work  is  considered  a 
virtue,  and  sloth,  a  crime.  Y  assan  craftsmen  uphold  the 
highest  standards  of  craftsmanship  in  all  things  that 
they  do.  They  have  I  ittle  respect  for  those  who  produce 
sub-standard  or  slip-shod  work.  Y  assan  hate  being  idle, 
and  always  keep  busy  (see  The  Arts). 

The  clan  unit,  based  on  the  extended  family, 
serves  as  the  Y  assan  hierarchy.  At  its  head  is  the  eldest 
male  or  female,  followed  by  his  or  her  eldest  son  or 
daughter,  and  so  on  down  the  line.  Y assan  have  no 
government  other  than  this,  though  as  guests  in 
Carantheum,  they  honor  all  Dracartan  laws.  Serious 
offenses,  almost  unknown  among  the  law-abiding 
Y  assan,  are  usually  handled  within  the  clan. 

WmK  &  Ration 

Y  assan  believe  in  the  entity  called  Creator.  They 
worship  together  as  a  family,  giving  thanks  for  their 
homes,  j  obs,  and  health .  E  ach  of  thei  r  homes  has  a  smal  I 
shri ne  with  a  beautiful ly  crafted,  seven-poi nted  star  sigi I , 


representing  the  Yassan  concept  of  Creator.  Yassan 
dead  are  placed  in  coffins  of  intricately  carved  stone 
and  buried  in  the  desert. 

Yassan  are  skilled  in  the  mechanical  aspects  of 
Technomancy,  a  lost  branch  of  the  arcane  arts  that  is 
practically  unknown  to  Talisl antans  of  the  New  Age. 
Their  know  I  edge  of  complex  mechanisms  and  exceptional 
manual  dexterity  enables  them  able  to  repair,  assemble, 
disassemble,  or  modify  just  about  anything  that  has 
working  parts,  including  the  most  complex  windship 
levitationals  and  essence  accumulators. 

Th^  Art? 

Y  assan  take  one  day  off  each  month  for  relaxation 
and  recreation.  During  this  time  most  practice  an  art  or 
craft  of  some  sort.  The  music  of  the  Yassan 
technomancers  is  technically  oriented,  complex,  and 
highly  structured;  in  fact,  most  of  their  musical 
i  nstruments  al  so  doubl  e  as  tool  s.  A 1 1 Y  assan  i  nstruments 
are  either  hammered,  beaten,  or  plucked.  Favorites 
include  the  clangals  (flexible  saw  blades  used  as 
cymbals),  tubals  (metal  pipe),  metal-harp,  spring-chimes, 
and  hammer-gongs.  Yassan  "sheet  music"  resembles  a 
set  of  mechanical  diagrams. 

Yassan  sculpture  utilizes  geometric  shapes  and 
symbols,  cut  from  metals  of  various  sorts,  polished  or 
lacquered,  and  arranged  in  unusual  forms.  Their 
creations  exhibit  a  high  degree  of  technical  expertise, 
and  no  lack  of  imagination. 

Yassan  are  fluent  in  both  Nomadic  and  a  native 
dialect  of  H  igh  Talislan.  They  are  also  able  to  read  and 
write  technomantic  symbology.  Yassan  names  usually 
have  but  a  single  syllable:  Ome,  Yan,  Ang,  Enk,  etc. 
There  is  no  difference  in  male  or  female  nomenclature. 

U^ny^y 

Yassan  have  no  organized  military.  In  return  for 
sanctuary  and  shelter  granted  to  them  by  Carantheum, 
all  Yassan  spend  one  year  in  the  Dracartan  military 
engineer  corps.  They  perform  a  vital  function,  helping 
to  maintain  and  repair  Dracartan  duneships,  roads,  and 
fortifications. 

^oiditkr^ 

Yassan  fees  tend  to  be  high,  but  the  speed  and 
quality  of  their  workmanship  are  unsurpassed.  They 
are  i  n  great  demand  i  n  civi  I  i zed  regi  ons,  w  here  thei  r  cl  ans 


(Uork  TOR  HlR^ 

"M  y  first  encounter  with  theY  assan  occurred  while 
I  was  traveling  by  land  ark  across  that  region  of  the 
Wilderlands  known  as  the  Barrens.  The  ship's  ( 
navigator,  a  Zandir  whom  we  all  suspected  of 
f avori ng  an  afternoon  tipple ortwo,  fai led  to  noti ce 
the  appearanceof  a  large  boulder,  partly  submerged 
in  the  sandy  soil  and  laying  directly  in  the  path  of 
the  land  ark.  The  resulting  impact  damaged  both 
the  vessel's  starboard  forewheel  and  aft- rudder, 
causing  the  land  ark  to  come  to  a  halt,  listing  , 
precariously  to  one  side.  After  berating  the 
navigator  and  cuffing  him  soundly  about  the  ears 
for  good  measure,  the  ship's  captain  ordered  his 
first  mate  to  raiseayellow  flag,  indicating  that  the 
ship  was  in  distress  and  in  need  of  assistance.  , 
'  D  i  stress'  woul  d  al  so  descri  be  the  state  of  the  shi  p' s^ 
passengers,  for  we  were  stranded  perilously  close 
to  territories  known  to  be  occupied  by  hostile 
Beastmen  tribes. 


As  luck  would  have  it,  a  clan  of  Yassan 
technomancers  passing  through  the  region  spotted 
our  signal  and  came  to  our  aid.  W  ithout  delay  they 
retrieved  block  and  tackle,  extensible  hoists,  and 

pother  tools  from  their  wagons  and  set  to  work.  In 
short  order  they  righted  the  land  ark,  raised  the 
hull,  and  removed  the  damaged  forewheel  and 
rudder.  Within  an  hour  the  damaged  parts  were 
repaired,  along  with  several  cracks  in  the  hull  anda 
slightly  bent  axle  that  even  the  ship's  carpenter 
had  not  noticed.  The  captain  was  overjoyed,  until 
he  was  presented  a  bill  for  the  Y  assan's  services, 
the  extent  of  which  very  nearly  caused  his  swarthy 
features  to  go  pale.  Still  he  paid  the  technomancers 
without  complaint,  knowing  full  well  thatthequality 
of  the  workmanshi p  was  well  worth  the  price. 

 .  . — . — — — . — 


are  involved  in  maintenance,  engineering,  and 
construction.  It  has  been  said  that  Yassan  society  is 
essentially  one  large  trade  guild. 

(ilVRLVVKUl 

As  citizens  and  subjects  of  Carantheum,  Y  assan 
observe  much  the  same  pol  i  ti  cal  agenda  as  thei  r  patrons. 
T hose  w ho  I i ve outsi de of  C arantheum  typically  remai n 
neutral  as  regards  other  nations  and  peoples.  However, 
a  Y  assan  will  never  work  for  anyone  he  or  she  doesn't 
trust.  This  includes  the  Kasmirans,  whom  the  Yassan 
accuse  of  stealing  certain  of  their  trade  secrets. 


) 
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Sand  Demons  are  horrid  entities  from  the 
Demonrealms  who  are  sometimes  found  in  the  Desert 
Kingdoms  other  arid  regions,  where  they  hide  in  sand 
dunes  and  dry  wells.  Vampiric  by  nature,  sand  demons 
are  able  to  create  mirages,  thereby  luring  prey  within 
reach  of  their  grasping  claws.  Their  usual  method  of 
attack  is  to  lie  submerged  beneath  the  sands,  leaving 
only  their  hollow  horns  (which  serve  as  breathing 
apparatus)  exposed  above  ground.  When  their  chosen 
victim  approach,  they  grab  hold  of  the  unfortunate 
creature  and  drag  it  below  the  surface. 

Like  their  relatives  the  earth  demons,  sand  demons 
possess  an  aversion  to  wind  and  water,  both  of  which 
cause  them  discomfort.  They  are  most  susceptible  to 
damage  from  spells  of  Aeromancy. 

Size:  7'-7'4",  200-230  lbs. 
Attributes: 

INT +3  PER +3 

WIL+7  CHA-6 
STR  +5  DEX  +2 

CON  +10  SPD  +1 

Ability  Level:  5-12+ 

Attacks/Damage:  Claws:  DR  12,  Bite:  DR  10+DR  3  blood 
drain  per  round 


Special  Abilities:  Elemental  Magic  (Geomancy;  Sand) 
with  four  Modes  at  Ability  Level;  create  mirages  (area 
of  effect:  10  foot  radius  per  level) 
A  rmor:  Sandy  exterior,  PR  2 
HitPoints:  42 

WOm?  BRI5TLX 

This  rugged  variety  of  spiny-skinned  succulent 
is  indigenous  to  hot,  arid  regions,  such  asCarantheum, 
Djaffa,  Kasmir,  and  Rajanistan.  The  sponge  bristle 
absorbs  moisture  from  the  air  and  from  below  ground, 
storing  it  within  its  pulpy  interior.  A  fully  grown  plant 
can  measure  up  to  three  feet  i  n  diameter  and  may  contai  n 
up  to  six  quarts  of  water,  making  the  sponge-bristle  a 
boon  to  desert-dwellers  and  travelers.  A  long  with  desert 
palms,  these  plants  are  common  to  many  a  Wilderland 
oasis. 


Surrounded  on  three  sides  by  the  Wilderlands  of 
Zaran,  and  to  the  east  by  the  Red  Desert,  the  land  of 
Dj aff a consi sts  pri  mari ly  of  scrub  pi ai  ns and  desert.  Rain 
is  scarce;  sandstorms  are  common.  The  days  are 
sweltering;  the  nights  are  cold.  W  ith  the  exception  of  a 
few  scattered  oases,  practically  nothing  grows  in  this 
arid  region.  Yet  this  arid  land  has  long  been  home  to  the 
nomadic  peoples  known  as  the  Djaffir. 

TheDjaffir  are  uniformly  slender  and  wiry  of  build, 
dark  skinned,  and  of  average  height.  Flowing  head 
dresses,  robes,  and  cloaks  of  beige  or  white  linen  are 
worn  by  both  tribes,  along  with  boots  of  soft  animal 
hide.  All  Djaffir  wear  traditional  fetish- masks  made  of 
cured  hide  and  decorated  with  occult  symbology. 

The  Djaffir  are  descended  from  a  large  group  of 
nomadic  tribes  displaced  by  The  Great  Disaster.  Some 
believe  they  are  distantly  related  to  the  Kasmirans,  a 
prospect  which  neither  people  seems  to  relish. 

The  Dj  aff  i  r  people  are  compri  sed  of  many  f  ami  I  i  es 
and  clans,  each  of  which  belongs  to  one  of  two  main 
tribes:  merchant  traders  or  bandits.  By  far  the  most 
numerous  of  the  two  tri  bes,  the  Djaffir  merchants  make 
their  living  by  buying  and  selling  goods  from  distant 
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lands  and  importing  them  across  the  continent  in  large 
caravans.  They  also  breed  aht-ra  and  other  beasts, 
which  they  sell  at  markets  from  the  Western  Lands  to 
the  Kang  Empire.  The  bandit  tribes  are  mainly  caravan 
robbers,  though  on  rare  occasions  they  have  been 
known  to  raid  small  settlements  and  encampments, 
taking  anything  of  value  that  can  be  carried  off. 

The  Djaffir  have  two  settlements,  which  grow  or 
contract  i n  size  accordi ng  to  the  comi ngs  and  goi ngs  of 
the  various  merchant  and  bandit  tribes.  These  "desert 
cities"  are  comprised  entirely  of  tents  and  pavilions, 
allowing  them  to  be  moved  at  need. 

Djaffir  males  can  take  as  many  wives  as  they  can 
afford  to  keep.  N  o  wife  is  more  important  than  any  other, 
nor  are  any  offspring  favored  over  the  other  on  the 
basis  of  maternal  origin.  Women  are  allowed  to  do 
anything  a  man  can  do  except  rule  a  tribe  or  take  more 
than  one  husband.  There  is  evidence  to  suggest  that 
Djaffir  women  have  begun  to  rebel  against  these 
inequities,  but  the  ancient  traditions  are  not  easily 
changed. 

<a]yTorpy 

Though  they  will  use  force  if  necessary,  Djaffir 
bandits  are  not  known  to  engage  in  wanton  or  senseless 
violence.  N  either  are  they  known  to  attack  the  caravans 
of  other  Djaffir,  a  fact  that  has  led  many  to  suspect 
collusion  between  the  sheiks  of  the  two  tribal  groups. 
Some  go  so  far  as  to  cite  the  di  sti  nction  between  Djaff  i  r 
merchants  and  bandits  as  one  of  semantics  only.  The 
i  mpl  i  cati  on  i  s  that  there  are  no  bandit  or  merchant  tri  bes 
perse,  only  Djaffir;  i.e.  a  Djaffir  who  has  nothing  to  sell 
becomes  a  bandit.  When  he  has  stolen  something  and 
wishes  to  sell  it  he  becomes  a  merchant.  The  Djaffir  do 
not  take  kindly  to  such  talk. 

It  is  the  peculiar  custom  of  all  Djaffir  to  wear 
leather  fetish  masks,  which  cover  the  entire  face.  The 
D  j  af  f  i  r  w  i  1 1  not  remove  these  masks  except  i  n  the  pri  vacy 
of  thei  r  tents,  bel  i  evi  ng  that  "the  face  mi  rrors  the  soul " , 
and  that  their  masks  protect  them  from  hostile  magics. 
These  devices  do  indeed  seem  to  confer  some 
protection  from  magical  influences,  and  certainly  are  of 
practi cal  use  agai nst  sand  storms.  I  ndi  vi dual s  of  a  more 
skepti  cal  nature  cl  ai  m  that  the  Dj  af  f  i  r  wear  masks  si  mply 
to  conceal  thei  r  i  denti ti es  from  those  w horn  they  i  ntend, 
by  one  means  or  another,  to  eventually  relieve  of  their 
money. 


Each  clan  has  its  own  chieftain,  who  directs  the 
day  to  day  activities  of  the  group.  Both  the  bandit  and 
merchant  tri  bes  are  i  n  turn  rul  ed  by  a  S  hei  k,  who  governs 
the  lesser  chieftains.  At  the  head  of  all  the  chieftains 
and  the  two  Sheiks  is  the  Caliph  of  Djaff  a,  who  is 
regarded  by  his  people  as  their  spiritual  leader.  Aside 
f  rom  h i  s  d uti  es  as  arbi  ter  of  al  I  tri  bal  d i  sputes,  the  C  al  i  ph 
of  Djaffa  performs  no  other  known  function.  Even  so,  it 
i  s  sai  d  that  at  a  si  ngl  e  word  f  rom  the  C  al  i  ph,  al  I  the  tri  bes 
of  Djaffa  would  unite  to  do  his  bidding. 

\T)mK  &  Ration 

The  Djaffir  are  a  devoutly  religious  people  who 
revere  the  deity,  Creator,  whom  they  depict  as  a  desert 
wanderer  who  watches  over  all  nomads.  Djaffir  "priests" 
and  "priestesses"  are  known  as  wizards,  but  serve 
mainly  as  tri  bal  healers  and  seers.  They  are  often  called 
upon  to  interpret  the  meaning  of  events,  which  are 
regarded  as  omens  of  symbolic,  if  not  actual,  significance. 
Djaffirwizards  make  the  fetish-masks  worn  by  all  their 
people.  T  hey  are  also  empl  oyed  to  cast  spel  Is  of  wardi  ng 
upon  the  bodies  of  the  deceased,  in  order  to  protect 
them  from  grave  robbers. 


5>ORT  ttllTH  T\K  RflJflD? 

Both  the  Djaffir  merchant  tribes  and  their  bandit 
^brethren  have  no  love  for  the  Rajans,  and  will 
seldom  pass  up  an  opportunity  to  "pull  their  beards" 
(as they  liketo  putit).  I  am  reminded  of  an  incident 
that  occurred  at  the  eastern  edge  of  the  W  i  I  derl  ands 
of  Zaran.  The  Djaff  i  r  merchant  tribe  I  had  been  ridi  ng 
with  was  known  to  do  business  with  certain 
merchants  in  thecity  of  Hadran,  in  theKang  Empire. 
T o  do  so,  the  D j af f  i  r  either  had  to  f ol  I ow  a  ci  rcui tous 
|  route  through  theVolcanic  Hi  lis  or  trespass  through 
a  heavily  patrolled  sector  of  Rajanistan.  Naturally, 
the  Djaffir  always  chose  the  latter  approach,  as  it 
was  tine  shortest  of  the  two. 

On  this  particular  occasion,  the  tribe  decided  that 
they  would  show  their  utter  disdain  for  the  Rajans 
by  venturing  into  their  territories  during  broad 
daylight.  I  assured  them  that  they  need  not  be  so 
bold  merely  to  impress  me,  which  they  considered 
s,a  grand  joke.  On  the  next  day  we  rose  before  dawn 
and  approached  the  Raj  an  border.  There  we  waited, 
mounted  on  our  swift  ontra,  a  cool  night  wind^ 
blowing  at  our  backs.  When  the  twin  suns  finally 
broke  across  the  horizon,  the  tri  be' s  chi  ef  tai  n  rai  sed 
his  scimitar  and  let  out  an  exultant  cry.  The  rest  of 
the  tri  be  repl  i  ed  i  n  ki  nd,  and  we  were  off,  thunderi  ng 
across  the  plains  and  into  Rajanistan. 

The  first  Rajans  we  encountered  were  a  band  of 
V  irds,  barely  risen  from  their  sleep.  We  rode  directly 
into  their  encampment,  the  Djaffir  capsizing  tents 
and  si ashi ng  i ndi scri mi nately  w i th  thei r  bl ades,  and 
were  gone  before  the  Virds  knew  what  had 
\transpired.  The  Djaffirwerewild  with  the  thrill  of 
/battle,  and  becoming  ever  more  bold  with  each 
passing  mile.  At  the  sight  of  a  Raj  an  merchant 
caravan,  the  nomads  shouted  in  unison  some 
deprecating  remark.  Then  they  descended  upon 
their  rivals,  wreaking  havoc  upon  the  Rajans' 
baggage  trains  before  again  dashing  off  towards 
Hadran. 

This  last  incident  aroused  the  attention  of  a 
contingent  of  Raj  an  cavalry,  who  setoff  after  us  in 
hot  pursuit.  W  hen  the  bridgeat  H  ad  ran  finally  came 
into  view,  my  heartleapt  with  joy,  then  justasquickly  } 
sank;  blocking  the  bridge  was  a  unit  of  Shadinn  j 


J 


land  lizards.  With  the  Rajans  at  our  heels  and  the 
Shadinn  ahead,  our  doom  seemed  imminent. 


1 


continued  to  ride  at  full  gallop  towards  the  bridge^ 
The  Shadinn  responded,  charging  forth  on  their 
armored  lizards  to  meet  us  head  on.  This,  evidently, 
was  what  the  Djaffir  had  hoped  would  occur. 
Scatteri  ng  I  i  ke  I  eaves  on  the  w  i  nd,  the  nomads  rode 
in  between  and  around  the  Shadinn's  lumbering 
[_  beasts,  who  nearly  fell  over  themselves  trying  to 
f  match  the  agile  maneuvers  of  the  Djaffir's  swift 
steeds.  The  pursuing  Rajan  cavalry  arrived  on  the 
j  scene  only  to  become  hopelessly  entangled  with 
f  the  Shadinn  host,  which  by  this  time  was  in  a  state 
<^of  utter  disarray.  In  the  ensuing  crush  of  Rajans, 
land  lizards,  and  Shadinn,  the  nomads  were  able  to 
make  the  bridge.  Four  of  our  group  had  suffered 
slight  wounds,  a  small  price  to  pay  for  such  sport, 
at  I  east  in  the  opi  nion  of  the  Djaffir." 


TiK  flRTT 

Djaffir  arts  include  ornamental  beadwork,  pottery, 
and  mosai  c .  C  rafts  i  ncl  ude  f  i  ne  I  eatherwork,  I  i  nen,  rugs, 
ornate  swords  and  daggers.  The  music  of  the  nomadic 
Dj  af  f  i  r  tri  bes  features  hi  gh,  tri  1 1  i  ng  vocal  s  over  compl  ex 
rhythmic  figures;  the  latter,  performed  on  cymbals  of 
varying  pitch,  shakers,  and  aht-ra  hide  tribal  drums. 
Another  instrument  is  the  djaro,  which  also  doubles  as 
a  short  bow;  the  bowstring  is  struck  with  a  rod  or  stick 
to  produce  its  characteristic  "twanging"  sound.  A 
whi  rl  i  ng,  spi  nni  ng  dance  cal  I  ed  the  django  i  s  a  tradi  ti  onal 
favorite  of  the  tri  bes. 

Djaffir  speak  Nomadic  and  Talislan.  First  names 
often  begin  with  theprefix  "Dj".  Forexample:  Djamal  al 
Arin,  Djeral  djen  Harune,  Djallail  Faruud,  and  so  on. 

The  Djaffir  make  no  fortifications,  but  rely  on 
mobi  I  ity  for  defense  and  offense.  M  ost  mal  es  and  females 
acquire  proficiency  in  the  use  of  bow  and  scimitar  by 
age  ten  or  eleven. 

Djaffir  caravans  are  large  and  heavily-armed 
against  attack.  They  carry  goods  to  and  from  the 
marketplaces  of  many  countries,  from  the  Western  Lands 
to  the  Eastern  Lands.  Unlike  the  Farad,  Djaffir  generally 
do  not  deal  in  contraband.  Nor  do  they  normally  deal  in 
artifacts  and  curiosities,  as  Orgovian  traders  often  do. 
I  nstead,  the  D j aff  i  r  trade  i  n  goods  such  as  spi  ces,  ornate 
rugs,  copper  or  brass  utensils,  bolts  of  silkcloth  from 
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the  east,  mochan,  dried  fruits,  and  wines.  They  also 
breed  and  sell  domesticated  animals  such  as  aht-ra, 
which  are  in  wide  use  among  the  peoples  of  the  Desert 
Kingdoms  and  elsewhere  as  steeds  and  burden  beasts. 
The  Djaffir  themselves  produce  few  marketable  wares, 
though  they  make  lances,  daggers  and  short  bows  of 
good  quality  for  their  own  use. 

(LlVRLVVKUl 

T  he  D j  af f  i  r  are  al  I  i  es  and  f  ri  ends  of  the  D  racartans, 
both  of  whom  despise  the  Rajans.  They  are  also  on 
good  terms  with  theY  itek,  Y  assan,  and  to  a  lesser  extent, 
the  Danelek.  The  Djaffir  and  Kasmirans  have  been 
trading  partners  for  many  years,  despite  some  animosity 
between  the  two.  Djaffir  complain  that  the  Kasmirans 
are  cheap,  while  the  Kasmirans  complain  that  Djaffir 
merchants  are  no  different  than  Djaffir  bandits.  Some 
say  both  make  valid  points. 

PMTIR  y^TTIXID^DTT 
AIAshad&  El  Aran 

A I  A  shad  is  the  southern  tent  settlement.  The 
wells  are  heavily  guarded,  for  water  is  a  precious 
commodity  in  this  region.  It  is  said  that  the  Djaffir 
merchant  tribes  prefer  this  settlement  due  to  its  close 
proximity  to  the  W  ilderlands  Road.  The  northern  oasis- 
settlement,  El  Aran,  is  identical  in  most  respects  to  A I 
A  shad .  D j aff  i  r  bandit  tri  bes  reportedly  prefer  thi  s  pi  ace, 
due  to  its  isolated  location  in  the  desertlands.  Sand 
demons  proliferate  in  this  region. 

TYK  YYIXW 

A  desert  people  with  dark  brown  skin  and  hair, 
Y  itek  are  thin,  wiry,  and  active;  there  is  no  such  thing  as 
a  fat  Y  itek,  for  their  people  are  constantly  on  the  move 
and  are  well-adapted  to  a  nomadic  existence.  The 
customary  mode  of  dress  includes  loose-fitting  robes, 
cape,  and  veiled  headdress.  Thelatter  affords  protection 
from  sandstorms,  and  also  provides  the  wearer  with  a 
modicum  of  anonymity  —  a  useful  function,  given  the 
Yitek's  line  of  work. 

0r)<^5TRY 

L  i  ke  the  D  racartans,  theY  itek  are  among  the  many 
Talislantans  whose  ancestors  were  displaced  by  The 
Great  Disaster.  The  Y  itek  claim  to  be  descended  from 
the  folk  of  ancient  A  shann,  and  say  that  they  were  once 
rulers  of  a  great  and  powerful  kingdom.  Others  regard 
theY  itek  legendswith  skepticism,  stating  thattheir tribes 
have  always  been  as  they  are  now:  wandering 
vagabonds  whose  only  talent  is  tomb-robbing. 


5o^TY 

The  Y  itek  are  nomads  who  traverse  the  Desert 
K  ingdoms  and  W  ilderlands  regions  in  small -to- medium- 
sized  bands.  There  are  two  main  tribes:  the  Notas 
(northern  Y  itek)  and  Sutas  (southern  Y  itek),  named  after 
the  general  regions  in  which  they  are  found  and  which 
each  cl  ai  ms  as  thei  r  respecti  ve  terri  tori  es.  T  he  tw  o  tri  bes 
are  usually  on  good  terms  with  each  other,  though 
territorial  disputes  are  not  unknown.  Yitek  bands  are 
highly  mobile,  carrying  everything  they  need  and  own 
on  the  backs  of  their  aht-ra.  M  ost  prefer  the  three- 
humped  tatra,  which,  though  not  as  swift  as  the  one- 
humped  ontra,  can  carry  heavier  loads.  This  is  an 
important  consideration,  as  thetypical  Y  itekmountmust 
bear  water,  provisions,  weapons,  sleeping  tent,  tools 
such  as  winches,  chisels,  pry-bars,  a  musical  instrument 
or  two,  and  even  the  rider's  offspring. 

L  i  ke  thei  r  rugged  mounts,  Y  itek  requirelittleinthe 
way  of  food  and  water,  and  so  are  able  to  venture  into 
areas  considered  uninhabitable  by  other  Talislantans. 
T hey  earn  a  I  i  vel  i  hood  by  scouri  ng  the  D esert  K  i  ngdoms 
and  W ilderlands  for  ancient  ruins,  using  old  maps, 
legends,  artifacts,  and  thei  r  own  i  nsti  nets  to  guide  them. 
Yitek  are  particularly  adept  at  locating  sites  and 
structures  that  have  been  lost  beneath  the  shifting  sands, 
or  deliberately  hidden  in  order  to  protect  their  contents. 
Ancient  burial  grounds  and  crypts  are  among  the  most 
coveted  finds,  due  to  the  riches  that  such  places  may 


) 


contain 
robbers. 


hence,  the  Yitek's  reputation  as  tomb 


The  Y  itek  are  known  for  a  morbid  or  "dark"  sense 
of  humor,  a  trait  that  is  perhaps  essential  to  their  trade 
but  that  other  folk  sometimes  find  distasteful.  Indeed, 
the  nature  of  the  Y  itek's  profession  is  such  that  many 
Talislantans  prefer  to  avoid  prolonged  or  unnecessary 
contactwith  them.  Few  Y  itek  evince  any  great  concern 
for  such  views,  which  they  attribute  to  ignorance  and 
superstition  (see  M  agic  &  Religion). 

Y  itek  males  may  take  as  many  wives  as  they  can 
afford  to  keep,  a  large  number  of  wives  being  regarded 
as  a  sign  of  status  among  these  folk.  M  arri  age  contracts 
are  customarily  arranged  by  the  father  of  the  bride. 
Prospective  suitors  strive  to  outdo  their  rivals  by 
offering  the  richest  gifts,  thereby  earning  the  father's 
favor  and  his  daughter's  hand.  Y  itek  offspring  are  doted 
upon  by  their  mothers,  but  otherwise  ride  with  the  band 
and  are  expected  to  contribute  their  fair  share  to  the 
group  as  soon  as  they  are  old  enough  to  gather  food, 
get  water,  and  tend  the  band's  beasts. 

Yitek  bands  operate  as  small  communes,  with 
everyone  contri  buti  ng  to  the  group' s  welfare.  E  ach  band 
has  a  nominal  chieftain  or  leader,  generally  the  oldest 
and  wisest  male  of  the  group.  The  chieftain's  main 
responsi  bi  I  i  ty  i  s  to  I  ocate  f  avorabl  e  sites  for  excavati  on, 
to  negotiate  the  sale  or  trade  of  recovered  goods  and 
artifacts,  and  to  distribute  the  profits  fairly.  A  mong  the 
Yitek,  stealing  from  or  committing  violence  against 
another  member  of  the  group,  hoarding  food  or  water, 
or  coveting  another's  spouse  are  considered  serious 
crimes.  Should  a  member  of  the  band  be  accused  of 
such  an  offense,  the  chieftain  may  be  called  upon  to 
judge  the  offender's  case.  The  punishment  for  all  but 
the  most  trivial  offense  is  expulsion  from  the  group  — 
Yitek  bands  are  close-knit,  and  will  not  tolerate 
untrustworthy  persons  in  their  midst. 

\J)mK  &  Ration 

Y  itek  appear  to  have  little  interest  in  matters  of 
religion.  This  may  be  more  an  issue  of  pragmatism  than 
spirituality,  for  in  the  pursuit  of  their  profession  Y  itek 
often  have  to  undertake  actions  that  others  would 
regard  as  taboo:  i.e.,  opening  crypts,  "desecrating" 
ruined  temples  or  burial  grounds,  and  so  on.  It  is 
interesting  to  note  that  the  Y  itek  are  among  the  least 
supersti  ti  ous  peopl  e  i  n  al  I T  al  i  si  anta.  E  ven  so,  most  Y  i  tek 


carry  a  charm  or  two  to  ward  against  curses  and  the  I  ike, 
just  in  case.  These  devices  are  not  made  by  the  Y  itek, 
but  are  usually  obtained  by  trading  with  other  peoples 
such  as  the  Orgovians.  While  all  Yitek  are  taught  by 
their  elders  to  decipher  old  runes  and  sigils,  the  tribes 
have  no  wizards  or  shamans.  Y  itek  bury  their  dead 
without  ritual  or  ceremony,  knowing  all  too  well  the 
transient  nature  of  monuments  to  the  dead. 

Th^  Art? 

Though  the  rigors  of  their  profession  often  prevent 
them  from  enjoying  artistic  pursuits,  Y  itek  love  music 
and  dance.  W  henever  two  or  more  Y  itek  bands  meet  in 
friendly  territory  they  always  get  together  to  eat,  and  to 
exchange  news  and  gossip.  Afterwards  they  unpack 
thei  r  stri  nged  yukas,  tsi  mbal  s,  and  ahtra-hide  drums  and 
begin  to  play.  M  any  Y  i  tek  bands  w  i  1 1  go  out  of  thei  r  way 
to  hear  a  performance  by  Bodor  musicians,  whose 
musical  talents  they  greatly  admire. 

M  ostY  itek  speak  both  Nomadic  and  Sign,  and  in 
addition  are  able  to  read  a  smattering  of  dead  languages, 
magical  scripts,  and  the  I  ike.  Y  itek  names  have  two  parts: 
band  affiliation  (common  ones  include Y  ata,  Y  ato,  Y  eta, 
Y  uta),  and  personal  name.  Common  personal  names  for 
males  includeM  aj,  Fej,  Naj,  Nas,  Fas;  females  versions 
end  in  an  "i",  as  in  M  aji,  Feji,  Nasi,  etc. 

U^oy^y 

Y  itek  bands  rely  more  upon  mobility  and  stealth 
than  force  of  arms  or  numbers.  They  can  travel  great 
distances  in  short  periods  of  time,  leaving  little  or  no 
trace  of  their  passage.  When  in  hostile  territory  Y  itek 
often  travel  at  night,  hiding  and  sleeping  during  the 
day.  Or  they  may  simply  ride  day  and  night  for  as  long 
as  it  takes  to  accomplish  their  objective.  If  pressed,  Y  itek 
will  fight,  and  fiercely;  however,  this  is  not  their 
preference. 

Y  itek  deal  in  treasure,  artifacts,  and  other  valuables 
recovered  from  the  ruins  that  they  discover  and 
excavate.  These  they  trade  to  the  Orgovians,  or  sell  to 
the  Djaffir  and  the  Dracartans.  The  Sutas  tribes  claim 
the  Hadjin,  Danuvians,  and  the  outpost  of  Akmir  as 
clients;  the  Notas  sell  toSindar,  Kasmir,  and  the  outpost 
of  K  arfan.  Regardless  of  tribe  or  band  affiliation,  Y  itek 
will  not  deal  with  the  Farad,  whom  they  regard  as 
swindlers. 
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Both  the  northern  and  southern  Y  itek  tribes  are 
on  good  terms  with  the  Djaffir  and  Dracartans,  whom 
they  mark  as  friends.  TheY  itek  also  get  along  well  with 
Yassan,  and  sometimes  hire  Yassan  clans  to  help  in 
heavy  salvage  or  excavating  operations  that  the  Y  itek 
themselves  are  not  equipped  to  handle.  Y  itek  are  one  of 
thefew  Talislantan  peoples  who  deal  amicably  with  the 
Orgovians;  they  are  fair  traders,  and  know  better  than 
to  stint  when  it  comes  to  the  customary  exchange  of 
gifts.  I  n  addition  to  the  Farad,  theY  itek  have  no  lovefor 
the  Za,  Beastmen,  or  Rajans,  all  of  whom  have  been 
known  to  pursue  and  attack  Y  itek  bands. 

flHT-Rfl 


Aht-ra  are  domesticated  creatures  found 
throughout  the  Desert  K  ingdoms.  The  Djaffir  claim  to 
have  created  the  species  centuries  ago  by  the  accidental 
cross-breeding  of  various  riding  and  burden  beasts;  no 
one  knows  for  certain  the  exact  components  that 
contributed  to  the  aht-ra's  existence. 

T  h ere  are  th  ree  vari  eti  es  of  aht-  ra:  th e  one-  h  u m ped 
ontra,  bred  mainly  for  speed  and  able  to  carry  up  to  four 
hundred  pounds  on  its  back;  the  two-humped  batra, 
somewhat  slower  but  able  to  carry  twice  as  much  as  an 
ontra;  and  the  three-humped  tatra,  slowest  of  all  but 
able  to  carry  three  times  as  much  as  an  ontra. 

With  their  characteristic,  long  and  loping  stride, 
aht-ra  can  travel  for  days  without  stopping  to  rest.  By 


retaining  fluids  in  their  hump-like  sacs,  aht-ra  can  go 
without  water  for  long  periods  (one  month  per  hump  is 
thought  to  be  an  accurate  estimate).  Aht-ra  are  seldom 
available  for  sale  except  through  the  auspices  of  the 
Djaffir  merchants,  who  sell  only  gelded  males  in  order 
to  maintain  their  monopoly  on  this  valuablecommodity. 

Size:  6'+  at  shoulder,  500-800+lbs. 
Attributes: 

INT-7  PER+1 

WIL+2  CHAN/A 

STR  46  DEX  +2 

CON  46  SPD  +8* 

*  for  Ontra;  4-7  for  Batra,  4-6  for  Tatra 

Ability  Level:  2-6 

Attacks/Damage:  Bite:  DR  6,  Kick:  DR  14 

Special  Abilities:  Travel  up  to  six  days  without  requiring 

rest,  subsist  without  water  for  one  month  per  hump, 

bear  burdens  of  four  hundred  pounds  per  hump 

Armor:  Scaly  hide,  PR  3 

HitPoints:  46 
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Faradun  is  an  exotic  land  located  on  the  southern 
coast  of  Talislanta  and  bordered  to  the  north  by  the 
rugged  peaks  of  the  Topaz  M  ountains.  To  the  east  lie 
two  topographical  anomalies:  the  shimmering  Sea  of 
G I  ass  and  the  E  meral  d  M  ountain.  A  rid  and  hostile  terrai  n 
dominates  the  north  central  region,  gradually  giving 
way  to  patches  of  jungle  along  the  coast.  Blown  by 
winds  from  the  Far  Seas,  Faradun's  climate  is  uniformly 
hot  and  oppressive.  Along  the  southern  coast  lives  a 
mercantile  folk  of  less-than-scrupulous  habits,  known 
as  the  Farad. 

tik  ramv 

The  Farad  area  dark  and  saturnine  folk  of  above 
average  height,  with  flint-grey  skin,  stony  visages,  and 
narrow  eyes  as  black  as  coal.  The  customary  mode  of 
dress  for  Farad  males  includes  elaborate  headdress, 
voluminous  robes,  broad  sashes,  and  velvet  boots,  all 
hung  with  ornate  tassels,  fringes,  and  beads  of  colored 
glass.  M  en  over  the  age  of  twenty  wear  their  beards  in 
twin  braids  bound  with  silver  fastenings,  the  length 
and  the  degree  of  ornamentation  employed  being 
considered  signs  of  status.  Farad  women  wear  long 
silken  gowns  and  veils,  and  adorn  themselves  with 
necklaces  of  silver  loops,  and  rings  on  each  of  their 
fingers. 


Some  say  the  Farad  are  related  in  someway  to  the 
Rajans.  Others  claim  the  Farad  are  descended  from  the 
ancient  Baratus,  a  race  of  sky-roving  pirates.  Neither 
theory  is  very  complementary  to  the  Farad,  who  much 
prefer  to  claim  descent  from  theArchaens. 

The  Farad  are  a  mercantile  people  who  live  in 
walled  villas  madeof  brick  and  stone,  with  wrought  iron 
bars  on  the  doors  and  windows.  They  like  to  indulge  in 
fine  foods,  and  shun  simple  fare  as  "peasant  fodder". 
Generally  speaking,  the  wealthier  the  Farad,  the  more 
costly  his  or  her  home,  style  of  dress,  and  style  of  dining 
will  be,  as  wealth  is  a  sign  of  status  among  these  folk. 

Farad  marriages,  like  their  mercantile  contracts, 
are  essentially  business  affairs.  The  usual  procedure  is 
for  the  heads  of  two  mercantile  Houses  (families)  to 
arrange  the  marriage.  The  purpose  of  the  union  is  to 
gain  competitive  advantage  over  rival  Houses,  and 
bidding  for  especially  desirable  mates  is  not  uncommon. 
Si  nee  "love"  is  not  usually  a  factor,  husbands  and  wives 
often  use  consorts  to  fulfil  I  their  emotional  and  physical 


needs.  Farad  children  are  raised  through  infancy  by 
pai  d  or  si  ave  attendants.  A  t  age  f  i  ve  they  are  enrol  I  ed  i  n 
boarding  schools,  at  which  time  they  begin  their  formal 
education  in  Farad  mercantile  practices.  Parents  are 
usually  much  too  busy  with  their  careers  to  bother  with 
their  children  until  they  are  old  enough  to  bring  into  the 
family  business. 

Farad  bear  an  unsavory  reputation  as 
unscrupulous  merchants  that  is  tempered  only  by  their 
great  wealth  and  apparent  competence  in  mercantile 
endeavors.  Generally  speaking,  a  Farad  will  buy  or  sell 
anything  from  anyone,  with  no  questions  asked. 
Trusting  no  one,  Farad  merchants  require  prospective 
clients  to  sign  elaborate  mercantile  contracts  for  all  but 
the  most  basic  transactions.  Bribes,  favors,  and  special 
incentives arecommon  Farad  practices;  when  attempting 
to  make  a  deal,  a  Farad  can  be  most  accommodating, 
and  even  obsequious.  Conversely,  Farad  possess  a 
capacity  for  cold-blooded,  emotionless  behavior  that  is 
matched  only  by  the  soulless  logic  of  the  barbaric 
Harakin. 


QO^RDID^DT 

The  social,  mercantile,  and  political  hierarchy  of 
Faradun  are  all  related;  each  reflects  the  nation's  utter 
obsession  with  commerce.  Theruler of  Faradun,  known 
as  the  Cral,  wields  absolute  power,  and  is  responsible 
for  determining  market  prices  for  all  goods  which  are  to 
be  bought  or  sold  in  the  capital  city.  Second  in  line  of 
authority  are  the  M  onopolists,  individuals  given  power 
by  the  C  ral  to  determi  ne the avai  I abi  I  i ty  of  vari ous  wares. 
Each  is  responsible  for  a  single  commodity,  such  as 
slaves,  contraband,  gemstones,  metals,  narcotics,  and 
so  forth.  Next  come  the  Usurers,  who  lend  money  at 
exorbitant  rates  to  finance  commercial  ventures 
approved  by  the  Monopolists.  Dependent  upon  the 
Usurers  are  the  Procurers,  who  travel  far  and  wide, 
acquiring  merchandise  from  various  sources  and 
establishing  new  trade  contacts.  Finally,  there  are  the 
M  ongers:  the  shop  owners,  peddlers  and  hawkers  who 
make  up  the  vast  majority  of  Faradun's  citizenry.  Each 
H  ouse  has  its  own  M  onopol  ist,  U  serers,  Procurers,  and 
M  ongers. 

The  laws  of  Faradun  are  harsh,  and  not  altogether 
comprehensible  to  outsiders.  Thieves  can  be  sentenced 
to  torture,  imprisonment,  maiming,  or  any  of  a  dozen 
more  inventive  forms  of  punishment.  Death  is  the 
mandatory  sentence  for  embezzling  funds,  a  crime 
considered  more  heinous  than  murder.  Conversely,  in 
Faradun,  goods  stolen  from  other  lands  can  legally  be 
resold  as  "pre-owned"  merchandise.  The  H ouses  police 
themselves,  and  consequently,  many  crimes  go 
unreported. 

IDaqk  &  Ration 

The  Farad  have  a  religion  of  sorts,  revering  the 
Golden  God  Avar,  deity  of  material  riches  and  personal 
gain.  The  merchant-priests  of  Avar  preach  the 
attainment  of  wealth  by  any  means.  To  illustrate  the 
point,  they  sell  blessings,  golden  idols,  and  other  holy 
items  in  the  god's  gilded  temples.  They  also  handle 
funeral  arrangements,  selling  the  gold-chased  coffins 
favored  by  wealthy  Farad  and  offering  advice  on  how 
best  to  safeguard  their  lavishly  decorated  tombs  from 
would-be  thieves. 

Farad  wizards  tend  to  be  pragmatic  by  nature. 
M  ost  have  little  interest  in  the  arcane  arts,  but  study 
magic  only  to  further  their  desire  for  wealth  and  power. 

Tyk  Art? 

Farad  interest  in  art  and  crafts  is  based  on  the 
profit  motive.  The  H  ouses  underwrite  artistic  endeavors 


I>I5tt  to  Tamo 

(F  rom  a  F  arad  mercanti  le  brochure) 

The  scenic  port  city  of  Tarun  offers  many 
attractions  not  readily  available  in  other  lands.  In 
the  marketplace  of  Tarun  you  can  buy  practically 
anything  -  provided  one  can  afford  the  price,  of 
course.  The  list  of  available  commodities  is 
practically  endless;  virtually  anything  that  can  be  1 
owned,  rented,  or  otherwise  exchanged  under 
contract  can  be  obtained  here.  For  the  discriminating 
buyer  there  i  s  a  w  i  de  sel  ecti  on  of  the  rarest  mixtures 
and  substances.  The  list  includes  aphrodisiacs 
soporifics,  tonics,  potions,  powders,  poisons,  and 
antidotes;  k'tallah,  euphorica,  kesh,  skullcap, 
sti  mul  ants,  i  nvi  gorants,  and  rare  vari eti es  of  dream 
essence  not  avai  I  abl  e  el  sew  here,  to  name  but  a  few 

Also  bear  in  mind  that  Tarun  is  a  leading  supplier 
.of  "previously-owned"  goods.  We  stock  items  in 
all  categories,  from  personal  possessions  to  lost 
artifacts,  missing  religious  relics,  books  and  scrolls, 
jewelry,  antiquities,  and  valuables  of  all  sorts.  Our 
previously-owned  goods  are  guaranteed 
untraceable  for  one  month  (exceptions  and 
restrictions  may  apply;  see  contract  for  details). 
And  remember,  weal  so  purchase  previously-owned 
items  at  competitive  prices. 


only  if  they  believe  they  can  make  a  profit  on  the  deal. 
Accordingly,  only  arts  with  commercial  potential  are 
supported.  Since  Farad  prefer  to  be  art  dealers  rather 
than  artists,  foreign  artists  and  musicians  are  in  demand 
in  Faradun  -  provided  their  work  has  commercial 
potential. 

Farad  speak  H  igh  Tali  si  an,  which  they  regard  as  a 
sign  of  status.  Farad  nomenclature  is  two-fold:  each 
individual  has  an  informal  name,  used  primarily  during 
one's  youth,  and  a  formal  title.  Informal  names  are 
generally  short:  A  vi,  Fe,  Nir,  Sejjir.  Formal  names  are 
derived  from  the  names  of  the  great  mercanti  le  H  ouses, 
such  as  Falal  of  the  House  of  Nageth,  Sulemar  of  the 
House  of  Zorastin,  etc.  M  ale  and  female  nomenclature 
is  distinguishable  only  by  such  titles  as  M  adame  or  Sir. 

V^ny^y 

The  capital  city  of  Tarun  and  its  port  facil  ities  are 
heavily  fortified  against  attack,  and  are  considered  to 
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be  impregnable.  Towering  sea-gates  protect  the  harbor, 
andean  be  closed  at  need.  A  sixty-foot  wall  encompasses 
the  city,  protecting  Tarun  from  assault  by  land. 

Faradun  has  no  army  of  its  own,  but  hi  res  foreign 
mercenaries  to  protect  its  holdings,  properties,  and  its 
fleet  of  merchant  vessels.  In  recent  years  Faradun  has 
begun  to  produce  windships.  Some  claim  that  the  Farad 
stole  the  arcanology  required  to  construct  such  vessels 
from  the  Cymrilians.  However,  the  Farad  say  that  they 
discovered  this  information  in  the  Hadji n  Tombs. 

Through  the  port  of  Tarun  pass  the  merchant 
ships  of  many  nations:  Imrian  slave  vessels,  Zandir 
freetraders,  Sunra  dragon  barques  bearing  gold  and 
richesfromtheKangEmpire,Aamanianore  traders,  and 
even  Corsair  vessels  from  the  M  angar  Isles  and  Gao- 
Din.  The  Farad  have  an  extensive  network  of  buyers 
and  sellers  located  throughout thecontinent.  They  have 
their  hands  in  just  about  everything,  from  legitimate 
trade  concerns  to  shadowy  operations  involving  the 
sale  of  narcotics,  stolen  goods  and  arcanology,  and 
other  forms  of  contraband  (see  sidebar). 
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The  Farad's  unscrupulous  trade  policies  have 
brought  them  great  prosperity,  as  well  as  the  enmity  of 
many  Talislantans.  Following  the  sale  of  windship 
arcanology  to  the  Rajans,  Farad  mongers  and  procurers 
were  banned  from  both  the  Seven  Kingdoms  and 
Carantheum.  In  retaliation,  the  Farad  began  selling 
weapons  to  the  Rajans,  who  in  turn  have  re-sold  these 
items  to  some  of  the  W  i  I d  T  ri  bes. 

FflRflP  y^TTLXromT? 
ThePortCity  of  Tarun 

The  sprawling  port  of  Tarun,  with  itsominoussea 
gates  and  impregnable  defenses,  is  the  capital  of 
Faradun  and  its  center  for  trade.  Prices  for  food,  drink 
and  lodging  are  reasonable;  any  sort  of  entertainment 
or  diversion  imaginable  can  be  arranged  through  the 
auspicesoftheFaradProcu  rers,  whoclaimtobeableto 
grant  their  customers'  fondest  desires. 

Sard  Island 

A  man-made  isle  that  lies  off  the  southern  coast 
of  Faradun,  Sard  Island  is  home  to  several  of  the 
wealthiestM  onopolists,  who  live  here  in  fortified  castles 
of  elaborate  design. 


Vlwx?  or  Dott 

TheGhostJands 

This  region  is  so  arid  and  barren  that  not  even 
snakes  and  vermin  dwell  here.  Necrophages,  shadow 
wights  and  unclean  spirits,  being  somewhat  less 
particular  with  regard  to  their  accommodations,  haunt 
the  region  in  force.  The  Ghostlands  has  long  been  used 
as  a  place  of  banishment  by  the  Farad. 

M  aledictus 

Somewhere  in  this  waste  is  the  shadowy  ruined 
city  which  the  Farad  refer  to  as  M  aledictus,  which  means 
"cursed,"  or  more  aptly,  "haunted".  Precisely  who  or 
what  it  is  that  haunts  the  ruins  is  uncertain.  Some  claim 
that  a  cabal  of  Shadow  Wizards  inhabits  the  city.  Others 
theorize  that  night  stalkers,  ghasts,  or  the  ghost  of  the 
legendary  warlock  Mordante  are  responsible.  Most 
frightening  to  the  Farad  is  the  idea  that  M  aledictus  is 
haunted  by  the  disembodied  spirits  of  all  those  who 
have  been  cheated  or  ruined  by  the  unscrupulous 
merchants  and  monopolists  of  Faradun.  Whatever  the 
case  may  be,  no  Farad  will  ever  dare  set  foot  within  the 
vicinity  of  these  ruins. 

The  Coastal  J  ungles 

Thejungles  of  Faradun's  southeastern  coast  are 
rife  with  malathropes,  alatus,  aramatus,  and  other 
unpleasant  creatures.  The  climate  is  abysmally  hot  and 
humid,  the  terrain  alternating  between  flooded  swamp 
and  mountainous  jungle.  However,  costly  k' tall  ah, 
tantalus  and  scarlet  lotus  grow  here  in  substantial 
quantities,  a  fact  not  lost  on  the  Farad.  Keenly  aware  of 
the  dangers  inherent  in  such  work,  the  mercantilists 
send  work  crews  composed  of  cheap  slaves  and 
convicted  felons  into  the  jungles  to  gather  these  rare 
and  costly  plants. 


From  an  evolutionary  standpoint,  the  ravenger  is 
certainly  one  of  the  more  opportunistic  Talislantan 
lifeforms.  Ravengers  thrive  in  water,  on  land,  or  in  the 
air,  and  they  are  found  throughout  the  continent.  They 
have  both  lungs  and  gills  and  are  able  to  modify  their 
body  temperature  and  metabolic  rate  to  suit  almost  any 
climate.  The  ravenger's  wings,  tail,  and  sail-like  crest 
are  equally  useful  with  respect  to  undersea  or  airborne 
navigation.  Furthermore,  they  are  capable  of  bipedal 
ambulation  on  land  and  are  sure  climbers. 

C  ompensati  ng  f  or  thei  r  I  ack  of  a  si  ngl  e,  speci  al  ized 
talent,  ravengers  possess  an  almost  single-minded 
determination  to  survive.  They  can  subsist  on  almost 
anything,  including  wild  beasts,  carrion,  vermin,  and 
refuse.  Ravengers  will  steal  prey  from  other  creatures  if 
given  the  opportunity,  and  some  habitually  follow 
predators  such  as  omnivrax,  behemoths,  and  sea 
scorpions  for  this  very  purpose,  or  to  scavenge  bits  of 
uneaten  food.  Relentless  hunters,  ravengers  are  nearly 
i  mpossi  bl  e  to  deter  once  they  have  marked  a  creature  or 
otherfood  source  as  theirs.  If  unsuccessful  in  itsinitial 
attempt  to  obtai  n  sustenance,  a  ravenger  will  return  agai  n 
and  again  to  try  anew.  In  this  respect,  these  creatures 
can  be  quite  resourceful  and  even  ingenious. 

Size:  6-6' 6",  140-175  lbs. 
Attributes: 
INTO 
WIL  +4 
STRO 
CON0 


PERO 
CHA-3 
DEXO 
SPDO 
Ability  Level:  1-10 

Attacks/Damage:  Bite:  DR  4,  Claws:  DR  6 


Special  Abilities:  Ability  to  thrive  in  practically  any 
envi  ronment,  heat  or  col  d  i  nf  I  i  cts  onl  y  hal  f  damage,  flight, 
swimming 
Armor:  Hide,  PR  2 
HitPoints:  18 

VfKmOVKV  yPIRIT 

The  G  hostl  ands  of  F  aradun  are  said  to  be  haunted 
by  disembodied  spirits,  which  can  also  be  found  in 
graveyards,  ruins,  and  ancient  battlegroundsthroughout 
T  ali  si  anta.  These  spectral  entities  are  the  spiritforms  of 
deceased  creatures  and  beings  who  -  for  one  reason  or 
another  -  have  become  I  ost  or  stranded  en  route  to  thei  r 
nextincarnation.Some,  having  meta  particularly  violent 
or  unjust  end,  refuse  to  move  on  to  their  next  life  until 
they  have  been  avenged.  Others  were  the  victims  of 
miscast  spells,  abortive  attempts  at  astral  travel,  or  other 
unfortunate  circumstances.  Until  a  disembodied  spirit 
is  able  to  avenge  or  resolve  the  death  of  its  physical 
form,  itcan  never  rest,  norwill  itbeabletomoveonto 
the  next  world. 

Size:  5'-7',  weightless 

A  ttri  butes:  A  s  per  former  life  (physi  cal  attri  butes  do  not 
appl  y,  except  as  pertai  nstoSPDandDEX,  both  of  w  h  i  ch 
are  rated  at +2) 
Ability  Level:  3-18 

Attacks/Damage:  Energy  attack:  DR  1  perlevel 
Special  Abilities:  Possess/inhabit  inanimate  objects, 
flight,  pass  through  solid  substances  at  will,  harmed 
only  by  silver,  magic,  or  other  extra-dimensional  entities 
Armor:  None  (non-corporeal) 
HitPoints:  10 
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K'tallah  is  a  rare  variety  of  swamp  plantfound  in 
Faradun,  Rajanistan,  and  certain  tropical  forests  and 
jungles  along  the  Southern  Rim.  The  leaves  of  this  plant 
contain  a  resinous  substance  which,  when  smoked  or 
ingested,  enables  the  user  to  "see"  visions  of  the  near 
future.  Though  casual  users  of  this  substance  cannot 
control  or  dictate  the  nature  of  these  di  vi  natory  dreams, 
those  who  use  k'tallah  regularly  can  supposedly  acquire 
the  ability  to  do  so.  Unfortunately  for  those  seeking 
enlightenment  by  such  means,  k'tallah  is  one  of  the 
most  addictive  substances  in  Talislanta.  Individuals 
experimenting  with  the  drug  even  two  or  three  times 
often  become  completely  reliant  upon  its  euphoric  and 
mind-expanding  properties. 

K'tallah  addicts  must  partake  of  the  substance 
each  day  or  suffer  horrible,  and  invariably  fatal, 
consequences.  The  first  symptoms  of  withdrawal  are 
stomach  pains,  followed  by  the  uneasy  feeling  that 
something  is  growing  within  the  addict's  body.  Next 
comes  the  appearance  of  the  snake- 1  ike  tendrils  of  new 
k'tallah  plants,  sprouting  from  the  unfortunate  victim's 
eyes,  ears,  and  mouth.  Death  invariably  follows,  usually 
within  a  few  hours.  Heavy  users  of  k'tallah,  arguably 
amongstthemostwretchedfolkin  existence,  claim  that 
leaves  plucked  from  the  body  of  a  deceased  k'tallah 
addict  are  especially  savory. 

The  mantrap  is  a  giant  flowering  plant  native  to 
the  jungles  of  Faradun  and  the  swamps  and  marshlands 
of  the  Dark  Coast.  This  dangerous  organism  exudes  a 
scent  that  is  irresistible  to  most  living  creatures,  and 


may  be  borne  on  the  wi  nd  for  distances  of  several  mi  les. 
Once  an  affected  creature  or  individual  approaches  the 
mantrap,  the  plant  enfolds  the  unwitting  victim  in  its 
petals.  Death  by  asphyxiation  results  within  three 
m  i  n  utes'  ti  me,  after  w  h  i  c  h  th  e  mantrap  g  rad  u  al  I  y  beg  i  n  s 
to  dissolve  and  digest  its  prey.  An  hour  later,  the  plant 
will  disgorgeany  inedible  materials  (cloth,  metal,  bone, 
etc.)  that  it  has  swallowed.  Despite  the  considerable 
risks,  certain  entrepreneurial  sorts  are  known  to  hunt 
mantrap  for  its  pollen,  a  narcotic  substance  called 
euphorica. 

Size:6'-10',  120-200  lbs. 

Attributes:  STR  +3,  SPD  +1;  all  others  negligible 
Ability  Level:  3-7 

Attacks/Damage:  Asphyxiation:  DR  10  per  round 
Special  Abilities:  I rresi sti bl e scent ( W I L  roll  at-5  to  resist) 
Armor:  None 
HitPoints:  12 
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Hadj  is  a  walled  city  built  in  the  middle  of  an  arid 
plain  that  stretches  for  miles  in  all  directions.  To  the 
south  stand  the  Topaz  M  ountains;  to  the  north  lays  the 
desert  kingdom  of  Djaffa.  There  is  a  single  thoroughfare 
leading  to  the  citystate  —  the  Hadjin  Road,  which 
intersects  the  old  Wilderlands  Road  to  the  north.  This 
city  of  opulent  palaces,  marble  causeways,  and  scenic 
f  ountai  ns  i  s  home  to  a  weal  thy  peopl  e  of  I  of  ty  ai  rs,  cal  I  ed 
the  Hadjin. 

TYK  HflPJID 

The  Hadjin  are  a  tall  and  slender  folk  similar  in 
stature  to  the  Cymrilians.  They  daub  their  pale  green 
complexions  with  colored  powders,  and  dressin  layered 
robes,  upward-sweeping  caps  and  long,  velveteen 
gloves. 

The  Hadjin  are  descended  from  the  Phandre,  a 
sect  of  magicians  who  fled  from  the  Western  Lands 
during  the  Cult  Wars,  taking  with  them  a  vast  store  of 
wealth  that  had  been  accumulated  by  their  ancestors. 
Among  their  assets  were  three  parcels  of  land,  two  of 
w  h  i  ch  w  ere  I  eased  at  a  consi  derabl  e  prof  i  t;  these  became 
the  citystates  of  Danuviaand  M  aruk.  The  third  was  the 
site  upon  which  the  citystate  of  Hadj  was  built. 


THE  DESERT  KINGDOMS 
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T  he  ci  ty state  of  H  adj  i  s  a  monument  to  materi  al  i  sm 
and  a  haven  for  the  idle  rich.  There  is  no  such  thing  as 
public  property  in  Hadj,  where  every  square  foot  of 
I  and  i  s  al  I  ocated  for  rent  or  I  ease.  T  he  H  adj  i  n  ari  stocracy 
possess  no  useful  ski  I  Is  to  speak  of,  butaretheinheritors 
of  an  incredibly  vast  store  of  wealth  leftto  them  by  their 
early  ancestors.  They  live  in  luxury,  their  every  need 
attended  to  by  loyal  Hajan,  a  class  of  highly  "refined" 
servitors. 

Hajan  regard  themselves  as  "Penultimates"  — 
second  only  to  their  Hadj  in  masters,  and  as  such,  exalted 
in  comparison  with  other  peoples.  They  serve  as 
personal  valets,  chauffeurs,  gourmet  chefs,  factotums, 
magistrates,  and  ambassadors;  the  citystate's  Monad 
(q.v.)  population  and  foreign  immigrants  handle  all 
manual  labor,  and  comprise the"working  class"  of  Hadj. 
Hadj  in  eat  only  the  most  costly  delicacies,  and  dress  in 
finery.  M  arriages  are  elaborate  affairs  arranged  by  the 
parents  of  the  betrothed  in  order  to  enhance  status  and 
pedigree.  Their  children  are  raised  by  Hajan  servants 
and  instructed  in  the  intricacies  of  Hadjin  etiquette  by 
Hajan  tutors;  they  are  not  allowed  to  associate  with 
"commoners"  of  any  sort,  and  are  sheltered  from  all 
aspects  of  the  world  outside  of  Hadj. 

Born  into  great  wealth,  the  Hadjin  consider 
themselves  superior  to  common  folk.  They  are  in  the 
habit  of  waving  themselves  with  scented  fans  when  in 
the  presence  of  outsiders,  whom  they  deem  odious, 
coarse,  and  offensive  in  terms  of  appearance  and  odor. 
A  people  of  highly  refined  tastes,  the  Hadjin  shun  hard 
work  of  any  sort.  They  maintain  their  lofty  standard  of 
living  through  their  investments  and  by  allowing 
adventurers  to  explore  the  monolithic  tombs  of  their 
wealthy  ancestors,  a  privilege  that  does  not  come 
cheaply. 

The  hereditary  ruler  of  H  adj  is  known  as  the  H  adj  in 
Grandeloquence.  Hisfamily  name,  M  harquor,  bears  the 
highest possiblepedigree,afactor of  unparalleled  import 
to  the  Hadjin  and  Hajan  alike.  Lesser  Hadjin  will  do 
almost  anything  to  foster  close  ties  to  the 
Grandeloquence,  for  mere  association  with  him  and  his 
family  bestows  benefits  in  social  and  economic  status. 
To  be  snubbed  or  shunned  by  the  G  randeloquence  is  to 
suffer  a  great  loss  of  personal  and  family  prestige—  the 
ultimate  punishment  for  a  Hadj  in. 


WmK  &  Ration 

Though  their  ancestors  were  skilled  in  magic,  the 
Hadjin  lost  all  interest  in  the  arcane  arts  soon  after 
building  their  citystate.  Few  Hadjin  possess  the 
dedication  required  to  attain  such  abilities  anymore.  The 
closest  thing  to  "religion"  practiced  by  these  people  is 
their  reverence  for  gold  and  status.  Like  their  ancestors, 
Hadjin  lay  their  dead  to  rest  in  richly  made  sarcophgi 
and  bury  them  in  mausoleum-towers  along  with  certain 
of  their  most  prized  possessions.  M  ercenaries  are  hired 
to  guard  these  places  from  tomb-robbers  and  bandits. 

ThK  Art? 

T  he  H  adj  i  n  are  col  I  ectors  of  f  i  ne  art,  ow  nershi  p  of 
which  brings  one  status  in  H  adj .  H  owever,  they  practice 
no  arts  of  their  own.  As  in  most  things,  Hajan  servitors 
emulate  their  masters  in  this  regard.  Hadjin  enjoy 
pageants  and  spectacles  of  all  sorts.  Troupes  of  Bodor 
musicians  and  Thiasian  performers  are  often  hired  to 
come  to  Hadj  and  entertain  the  aristocracy.  Sauran 
gl  adi  ators  take  on  al  I  chal  I  engers  i  n  the  H  adj  A  rena  each 
week,  their  bloody  matches  providing  a  source  of 
entertainment  for  the  both  the  Hadjin  and  Hajan. 

Hadjin  and  Hajan  both  speak  High  Talislan,  and 
regard  less  sophisticated  tongues  as  vulgar,  uncouth, 
and  uncivilized.  Common  names  for  Hadjin  always 
include  a  grandiose  title  followed  by  a  first  name  and 
and  f  ami  ly  name.  F  or  exampl  e:  H  i  s  E  xempl  ary  E I  oquence, 
Hast-Boncour,  or  Her  Sophisticated  Elegance,  Helse- 
Boncour.  Other  family  names  of  high  pedigree  include 
Damourjalour,  and  Qualour.  Hajan  have  no  titles,  but 
use  similar-sounding  personal  and  family  names. 


In  mr  Lap  or  Luxury 

The  following  is  a  list  of  amenities  offered  by  the 
Farad-owned  resort  called  the  Hadj an  Palace: 

Luxury  accommodations,  including  sunken  bath, 
and  personal  valet:  300  gold  lumens  per  day. 

One  session  at  the  Hajan  Palace  Spa,  including 
mineral  bath,  massage,  alchemical  skin  toning,  full 
tonsorial,  and  refreshments:  200  gold  lumens. 

..The  Hajan  Emporium,  a  gaming  establishment 
which  offers  a  wide  selection  of  entertainments  Do- 
wagers, including  quatri  1 1  i  on,  pentadri  1 1  e,  and  i  n  the 
Colosseum  Room,  gladiatorial  combats. 

The  Hajan  Palace  Club,  offering  a  wide  range  of 
delectable  food  and  drink,  with  entertainment 
provided  nightly  by  Bodorian  troupes  and  Thiasian 
performers. 

[The  Hajan  Pleasure  Palace,  featuring  plush 
accommodations,  private  rooms  and  suites,  and  the 
most  al  I  uri  ng  mal  e  and  femal  e  consorts  i  n  T  al  i  si  anta. 
Open  to  members  only.  Annual  membership  fee: 
1000 gold  lumens. 

Guided  tours  of  the  Hadj  in  Tombs;  prices  range 
from  1000  gold  lumens  per  day  for  the  Economy 
Tourto  10,000  gold  lumensfortheLuxuryTour, 


Prrrnyry 

N  ei  ther  H  adj  i  n  nor  H  aj  an  w  ou  I  d  I  o  wer  themsel  ves 
to  serve  in  the  military.  Instead,  mercenary  troops  have 
always  been  hired  to  protect  H adj .  A  Hajan  functionary 
is  responsible  for  hiring  these  forces,  but  distances 
himself  from  the  odious  task  of  associating  with 
common  soldiers  as  much  aspossibleby  acting  through 
lower  ranking  intermediaries. 

The  Hadjin's  wealth  continues  to  be  derived 
largely  from  the  accomplishments  of  their  ancestors. 
Both  Danuvia  and  M  aruk  continue  to  pay  regular 
installments  to  the  Hadjin  Consortium,  though  it  is 
believed  that  the  M  arukans  are  several  decades  in  arrears 
on  their  payments.  The  Hadjin  Tombs  (see  Places  of 
N  ote) ,  a  sou rce  of  val  uabl  e  arti  f  acts  and  a  popu I  ar  tou ri  st 
attraction,  also  brings  in  a  substantial  amount  of 
revenue.  Hadj  produces  few  commodities  of  its  own, 
and  must  i  mport  most  of  the  foods  and  goods  consumed 
by  the  Hadjin  from  the  Seven  Kingdoms,  Faradun,  and 
Carantheum. 


(ilORWVKOl 

Officially,  the  independent  citystate  of  Hadj  is 
neutral  as  regards  al  I  other  nati  ons.  H  owever,  the  H  adj  i  n 
are  known  to  have  financial  connections  to  the  I  spasians 
of  Q  uan.  I  n  the  year  609,  F  aradun  acqui  red  an  i  nterest  i  n 
the  citystate,  and  constructed  a  fabulous  resort  for 
wealthy  Farad  and  other Talisl antans  (see  sidebar).  The 
Hadjin  were  paid  an  extravagant  sum  for  the 
development  rights,  and  continue  to  receive  lucrative 
dividends  on  the  deal.  The  exclusive  Hadjin  Sector  is 
still  off-limits  to  outsiders,  however. 

Vukzj  or  Dott 

TheHadjinTombs 

The  Hadjin  Tombs  are  comprised  of  a  series  of 
gi ant,  obel  i sk-l  i  ke  structures,  bui  1 1  centuri es  ago  to  house 
the  Hadjin  dead.  Over  seventy  feet  in  height,  most  of 
these  megaliths  still  stand,  though  some  have  fallen  or 
now  lurch  precipitously  at  odd  angles.  The  tombs 
contain  untold  thousands  of  mummified  corpses,  each 
interred  with  the  deceased's  most  prized  possessions. 
V  isitors  to  the  city  can  arrange  for  a  guided  tour  of  the 
ruins,  which  costs  upwards  of  two  hundred  gold  lumens, 
depending  upon  one's  choice  of  accommodations. 

Those  who  crave  adventure  first-hand  can  obtain 
permission  to  explore  the  ruins  at  a  cost  of  onethousand 
gold  lumens  per  person,  per  day.  Under  the  terms  of  the 
agreement,  the  Hadjin  retain  the  rights  to  half  of  any 
treasure  recovered,  along  with  any  and  all  corpses  that 
may  be  unearthed.  These  the  Hadjin  sell  as  souvenirs, 
at  prices  ranging  from  two  to  eight  thousand  gold 
lumens.  TheTombs  are  patrolled  by  mercenary  soldiers 
and  trained  guard  beasts. 


Monads  are  massive  creatures  who  stand  over 
seven  and  a  half  feet  in  height  and  may  weigh  as  much 
as  seven  hundred  pounds.  They  are  entirely  hairless, 
and h ave stri ated blackandwhiteskin.A  com parati vel y 
tiny  cranium,  and  immense  torso  and  limbs,  are  other 
characteristic  features.  Loincloth  and  sandals  are  their 
preferred  attire,  augmented  by  a  cloak  in  cold  weather. 
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M  onads  are  a  hybrid  race  created  in  ancient  times 
by  the  magicians  of  Phandril,  who  bred  them  for  heavy 
labor.  Unlike  most  of  their  masters,  M  onads  survived 
the  The  Great  Disaster,  and  are  still  extant  in  Talislanta 
today. 

The  M  onad  population  has  no  homeland,  but  is 
scattered  across  the  continent  of  Talislanta.  Most 
Monads  were  sold  into  slavery  following  The  Great 
Disaster,  ending  up  in  such  lands  as  Faradun, 
Rajani stan,  and  the  Kang  Empire.  In  the  Seven 
K  i  ngdoms,  w  here  si  avery  i  s  i  1 1  egal ,  they  are  treated  wel  I 
and  may  be  hired  at  reasonable  rates.  A  large  portion  of 
the  M  onad  population  now  resides  in  Hadj,  providing  a 
cheap  source  of  labor. 

Monads  are  monosexual  beings  who  prefer  to  live 
in  simple  dwellings  with  others  of  their  kind.  They  do 
not  mate  or  have  children;  they  simply  divide 
themselves  into  two  separate  entities  (see  sidebar).  No 
one  knows  exactly  how  the  process  works,  or  how  often 
it  occurs. 

Bred  strictly  for  size  and  strength,  Monads 
possess  no  formal  skills  or  training.  They  follow 
instructions  well,  however,  and  are  tireless  and  loyal 
workers.  Most  Talislantans  regard  Monads  as  dumb, 
lumbering  creatures,  useless  except  as  pertains  to  the 
most  menial  and  physically  strenuous  labors.  Y  et  others 
bel  ieve  there  is  more  to  these  si  mple  beings  than  meets 
the  eye  (see  Language). 

WmK  &  Ration 

Monads  possess  no  facility  for  magic.  It  is  not 
known  if  they  believe  in  a  supreme  being  or  beings, 
though  they  may  regard  their  ancient  A  rchaen  creators 
in  this  manner. 


All  trod)  t\k  Qn^ 


"Among  several  of  the  more  curious  featuresJ 
associated  with  M  onads  is  the  fact  that  they  appear 
/to  be  completely  devoid  of  sexual  characteristics. 
\  The  natural  question,  at  least  in  the  mind  of  my 
/  occasional  traveling  companion,  the  rogue  magician 
Crystabal  (who  seldom  thought  of  anything  but 
this  subject),  was:  how  do  such  creatures  procreate? 
While  visiting  the  city  of  Hadj  I  chanced  to  learn 
the  answer  to  thisquestion,  and  so  I  will  relateitto 
you. 

\  As  I  rodethrough  the  city  on  a  cargo  dray  acquired 
from  a  M  arukan  dung  merchant  (another  story 
entirely)  I  saw  a  solitary  Monad  trudging  along  the 
road.  On  its  broad  shoulders  was  a  great  bundle  of 
parcels;  a  shortdistance  behind,  its  owner,  aHadjin  : 
aristocrat,  reclined  in  comfort  within  a  canopied 
palanquin.  Suddenly  the  M  onad  slowed  to  a  stop, 
laid  its  bundle  down,  and  sat  upon  the  ground.  The 
Hadjin,  seeing  what  had  transpired,  instructed  his 
Hajan  servitor  to  have  the  M  onad  pick  up  its  parcels 
and  continue  on  without  delay.  The  Hajan  repeated 
these  orders  to  the  M  onad.  The  M  onad  seemed  , 
notto  hear,  butsatwith  its  eyes  closed.  The  Hajan^ 
servitor  raged  and  threatened;  her  Hadjin  master 
held  a  scented  handkerchief  to  his  nose  in  obvious 
di  staste.  Sti  1 1  the  M  onad  remai  ned  i  mmobi  I  e.  A  t  thi  s 
point  the  Hajan  servitor,  a  female  of  middle  years, 
risked  the  ire  of  her  master  and  informed  him  that 
he  must  wait  a  moment,  for  the  M  onad  was  about 
to  reproduce. 

This  thecreature  did,  by  the  most  incredible  process 
imaginable.  Concentrating  intently,  the M  onad  split 
itself  down  the  middle,  the  separation  occurring 
along  a  vertical  axis  from  the  head  down  through 
\the  entire  torso.  For  a  short  time  each  of  the  halves 
1  squirmed  and  twisted  about,  changing  in  form  with 
each  passing  minute.  Finally  there  were  two  new 
Monad,  each  fully  formed  and  identical  in 
appearance,  though  both  were  smaller  than  the 
original  by  half.  The  division  of  the  Monad  into 
two  creatures  took  perhaps  ten  minutes  in  its 
entirety,  during  which  time  I  could  not  help  but 
stare  in  complete  fascination  at  this  miraculous 
occurrence.  The  Hadjin  aristocrat  likewise 
witnessed  this  event,  which  caused  him  to  become 
physically  ill,  and  in  the  process  soil  his  rich 
garments.  The  H  ajan  driver  turned  her  head,  either 
from  a  lack  of  interest  in  the  procedure  or  to  disguise 
the  enjoyment  she  felt  at  observing  her  master  in 
such  an  undignified  condition." 
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Th^  Art? 

M  onads  are  not  known  to  practice  any  arts  or 
crafts.  They  appear  to  enjoy  music  of  all  sorts,  and  are 
fascinated  by  displays  of  color,  which  Monads  find 
highly  entertaining. 

M  onads  are  mute,  but  understand  common  sign 
language.  Among  their  own  kind  they  favor  a  complex 
variation  of  Sign  that  seems  to  have  been  devised  by 
the  M  onads  themselves  and  is  incomprehensible  to 
other  peoples.  Scholars  who  have  studied  the  Monad 
language  describe  it  as  rich,  detailed,  and  cryptic;  some 
go  so  far  as  to  cl  ai  m  that  M  onads  have  a  "secret  culture" 
that  is  completely  beyond  the  ability  of  non-M  onads  to 
perceive. 

Monads  have  no  ruler,  leaders,  or  government. 
Peaceful  by  nature,  they  generally  adhere  to  their  basic 
laws  and  customs  of  whatever  land  in  which  they  reside. 

Despite  their  great  size  and  strength,  Monads  are 
remarkably  gentle  creatures  who  usually  abstain  from 
violence.  If  forced  to  defend  itself,  a  M  onad  may  use  its 
great  bulk  to  knock  down  and/or  restrain  an  attacker, 
while  continuing  to  maintain  an  outwardly  placid 
demeanor. 

M  onads  understand  the  concept  of  work  for  pay 
or  barter,  but  seem  less  well-informed  as  pertains  to  the 
value  of  their  services.  As  such,  they  are  often  cheated 
by  unscrupulous  employers.  M  onads  produce  no  wares 
of  their  own. 

(UORLLWOl 

As  a  race,  M  onads  evince  little  capacity  for  self- 
determination,  and  have  no  formal  relations  with  any 
other  people  or  nation.  M  ostTalislantans  do  not  think 
they  have  the  intellectual  capacity  to  even  comprehend 
such  matters. 

aumw  aht-ra 


The  winged  aht-ra  is  a  hybrid  of  aht-ra  and  dractyl 
found  i  n  theTopaz  M  ountai  ns  near  H  adj  and  other  areas 
across  the  Desert  Kingdoms.  Originally  created  by  the 
Djaffir,  winged  aht-ra  resembletheir  land  roving  relatives, 
but  they  are  capable  of  sustained  flight.  They  are 


somewhat  slow  and  unmaneuverable  in 
the  air,  however,  and  like  dractyl  are 
loath  to  fly  at  altitudes  in  excess  of 
one  hundred  feet.  Winged  aht-ra 
can  also  travel  overland  and  can 
bear  up  to  400  pounds,  si  mi  I  ar  J^SL, 
to  the  one-humped  aht-ra, 
orontra. 


Size:  6'+  at 
shoulder,  24' 
wingspan,  500+ 
lbs. 
Attributes: 

INT-7  PER+1 
WIL-2  CHAN/A 
STR  +6  DEXO 
CON  46  SPD  4-5* 

*airborne;  +6  on  the  ground 
Ability  Level:  3-7 

Attacks/Damage:  Bite:  DR  6,  Kick:  DR  14 

Special  Abilities:  Flight,  travel  up  to  six  days  without 

requiring  rest,  subsistwithoutwaterfor  one  month,  bear 

burdens  of  four  hundred  pounds 

Armor:  Leathery  hide,  PR  2 

HitPoints:  46 

PURPLE  DflFKI57(jy 

The  purple  narcissus  is  an  enchanted  hybrid 
created  by  a  precocious  botanomancer  of  ancient  times, 
whose  name  has  long  since  been  forgotten.  The  plant 
blooms  only  if  it  can  see  its  reflection  in  a  mirror,  pond, 
or  other  reflective  surface;  this  peculiarity  has  endeared 
it  to  col  lectors  of  exotic  plants  such  as  the  H  adji  n,  who 
will  sometimes  pay  up  to  two  hundred  gold  lumens  for  a 
healthy  specimen.  Purple  narcissus  is  a  cultivated  plant 
and  can  only  be  grown  in  indoor  environments.  The 
plants  are  quite  frail  and  wither  if  exposed  to  direct 
sunlight. 


RfljflniyTfln 


Far  to  the  east,  beyond  the  scorching  sands  of 
theRed  Desert,  lies  the  warlike  nation  of  Rajanistan.  It 
is  a  harsh  and  arid  land,  made  hospitable  only  by 
numerous  small  oases  found  scattered  across  its  far- 
ranging  territories.  TheJ  ade  M  ountainsform  its  southern 
border,  merging  in  a  northward-sweeping  arc  with  the 
treacherous  Volcanic  Hills.  Elsewhere,  the  terrain  is 
monotonous  i  n  form,  a  spraw  I  i  ng  expanse  of  yel  I  ow  sand 
interrupted  only  by  patches  of  date-palm,  nettle,  and 
briarbush.  These  lands  are  home  to  several  nomadic 
tribes,  known  collectively  as  the  Rajansand  theVirds. 

The  Rajans  are  a  dark-skinned  folk,  tall  and  wiry 
of  build,  with  blood-red  eyes,  and  horn-like  protrusions 
jutting  forth  from  their  chins  and  foreheads.  They  dress 
in  dark  grey  capes,  veiled  headdresses,  and  loose-fitting 
garments  bound  with  cords  at  the  wrists,  ankles  and 
waist.  These  same  cords  are  used  for  many  practical 
purposes  by  the  Rajans,  including  the  strangling  of 
enemies. 
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Certain  Talislantan  scholars  believethatthe  Rajan 
races  may  be  related  to  the  Za,  a  theory  which  the  Rajans 
themselves  vehemently  deny.  Rajans  prefer  to  believe 


that  they  are  descended  from  the  Torquarans,  rulers  of 
a  dark  empire  that  once  spanned  much  of  theTalislantan 
conti  nent.  T  he  f  ol  k  now  know  n  as  the  R  aj  ans  were  once 
nomadic  hunters,  who  eked  out  a  meager  existence  in 
the  harsh  deserts  of  Rajanistan.  In  404  the  Rajan  tribes 
united  under  a  chieftain  called  the  Khadun,  and 
conquered  the  other  desert  peoples  of  Rajanistan. 

The  Rajans  now  livein  thecity  of  I  rdan,  a  fortified 
end  ave  bui  1 1  i  nto  the  si  de  of  a  mountai  n.  T  hei  r  dwel  I  i  ngs 
are  made  of  bri  cks  dri  ed  under  the  lightof  thetwin  suns, 
and  hung  with  dark  curtains  and  tapestries.  Rugswoven 
in  bold  reds  and  blacks  cover  the  earthen  floors,  and 
i  ron  brazi  ers  provi  de  i  1 1  umi  nati  on. 

Rajan  society  is  dominated  by  men.  Women  are 
total ly  subservi ent,  and  are f orbi dden  to  show  thei r  faces 
or  any  part  of  their  bodies  in  public.  Rajan  men  are 
allowed  to  take  as  many  wives  as  they  can  support. 
Wives  are  "bought"  from  their  fathers,  usually  at  age 
thirteen,  and  are  considered  property;  a  man  can  banish 
an  unwanted  wife  at  any  time.  Children  are  raised  by  the 
wives,  and  are  kept  out  of  sight  from  the  Rajan  men, 
who  have  little  patiencefor  child-raising.  A  tagethirteen, 
femalechildren  are  sold  off,  and  malechildren  aregiven 
to  priests  of  the  Nihilist  Cult  for  training.  M  ost  will 
become  warriors,  others  necromancer-priests,  according 
to  their  abilities. 


The  Rajin  are  a  secret  branch  of  the  Nihilist  Cult, 
which  rules  Rajanistan.  They  are  essentially  a  cult 
within  a  cult;  only  assassin-mages  can  belong  to 
this  cell,  which  serves  both  as  the  personal 
bodyguard  and  covert  militia  of  the  Khadun.  No 
one j oi  ns  the  R  aj  i  n  by  choi  ce.  W  hen  i  n  need  of  new 
initiates  the  assassin- mages  send  forth  agents  to 
steal  young  children,  whom  they  drug  and  take 
from  their  homes  at  night.  The  victims,  typically  \ 
boys  under  the  age  of  five,  are  brought  in  secret  to 
a  Rajin  sanctuary  for  training.  Such  incidents  are 
quite  common  in  Rajanistan  but  are  never  reported, 
'"for  to  do  so  would  mean  swift  and  certain  reprisal. 


Awakening  in  darkness,  the  young  initiates  are 
accosted  by  hooded  figures  who  tel  I  them  that  they 
have  died.  They  offer  to  give  back  their  lives,  but 
only  if  they  agree  thenceforth  to  serve  Death.  Those 
who  refuse  are  slain;  those  who  consent  are 
"reborn",  and  given  new  names.  No  longer  are  they 
allowed  to  speak  of  their  families  or  their  former 
lives,  which  are  now  meaningless.  So  begins  a 
period  of  intense  indoctrination  and  instruction  in 
the  arts  of  torture,  interrogation,  Nihilist  Cult 
dogma,  necromancy,  and  a  type  of  martial  arts  called 
rajira  -  the  Raj  an  art  of  assassination.  When  the 
Initiates  have  reached  the  age  of  eighteen  they  are 
ready  for  a  final  test.  In  secret,  each  is  given  the 
name  of  another  I  niti ate  whom  he  or  she  must  kill. 
Those  who  survive  the  test  are  officially 
acknowledged  as  R< 


Fatalistic  by  nature,  Rajans  believe  that  the  harsh 
circumstances  of  their  existence  are  punishment  for  the 
sins  of  their  ancestors.  In  essence,  Rajans  think  the 
Talislantan  world  is  Hell.  For  these  people,  death  isthe 
means  of  ascension  to  a  better  life  in  the  next  world  - 
the  Rajan  version  of  Heaven,  where  the  faithful  will  be 
rewarded  by  attaining  revenge  over  their  enemies, 
power,  wealth, and  the  meansto  satiate  all  mortal  desires. 

It  isthe  unfriendly  custom  of  both  maleand  female 
Rajans  to  carry  concealed  weapons  on  their  persons, 
curved  daggers  being  considered  especially  elegant. 
Rajans  also  favor  kaj,  a  potent  narcotic  made  from  a 
combination  of  Farad  k' tall  ah  and  the  resinous  buds  of 
an  hallucinogenic  plant  know  as  rajoum.  Abuse  of  this 
substance  is  common  in  Rajanistan. 


The  Khadun  is  the  absolute  ruler  of  Rajanistan, 
and  High  Priest  of  the  N  i  hi  I  ist  C  ult.  A  group  of  thirteen 
necromancer-priests  known  as  the  High  Council  are 
charged  with  the  administration  of  the  K  hadun's  edicts. 
The  Khadun  isthe  ultimate  authority  in  Rajanistan;  he 
passes  judgement  on  individuals  who  have  committed 
serious  offenses.  Under  his  iron  rule,  Rajanistan  is 
among  the  most  repressive  states  in  Talislanta.  The 
punishment  for  most  crimes  is  the  removal  of  an 
appropriate  body  part:  liars  have  their  tongues  cut  off, 
thieves  lose  a  hand,  and  voyeurs  lose  an  eye.  The 
penalty  for  adultery  is  especially  grim.  Individuals 
accused  of  treason  or  heresy  are  imprisoned  in  theTower 
of  I  rdan ,  w  here  the  R  aj  i  n  practi  ce  thei  r  arts  ( see  si  debar) . 

WmK  &  Ration 

Rajans  worship  the  Khadun,  whom  they  say  is 
the  earthly  manifestation  of  the  dread  entity  known  as 
Death.  M  ore  accurately,  the  Khadun  isthecentral  figure 
of  a  cult  of  personal  i  ty  that  exi  sts  pri  mari  ly  to  further  hi  s 
own  goals.  In  this  way  the  Nihilists  are  similar  to  the 
Torquaran  wizards,  acultof  black  magicians  whose  only 
religion  was  the  pursuit  of  power. 

Devotees  of  the  Nihilist  Cult  believe  that  only  by 
dying  can  they  become  one  in  spirit  with  the  Khadun, 
and  so  are  eager  to  sacrifice  their  lives  for  any  cause 
that  he  endorses.  A I  ong  the  same  I  i  ne  of  reasoni  ng,  the 
Rajans  claim  that  by  killing  non-believers,  they  convert 
them  to  their  morbid  religion  —  "conversion  by  the 
sword",  in  the  most  literal  sense.  Devotees  of  the  Cult 
are  embalmed  and  buried  with  full  ceremonies.  Non- 
believers  are  tossed  into  the  sacrificial  fires. 

The  Nihilist  Cult  operates  out  of  the  Temple  of 
Death,  in  the  city  of  Irdan.  Here,  the  Khadun  resides 
within  hissanctum,  protected  by  hislegionsof  fanatical 
fol  lowers.  P  ri  ests  of  the  N  i  hi  I  ist  C  ult  are  sai  d  to  consort 
with  the  spirits  of  the  deceased,  hoping  to  exhume  lost 
magical  secrets  of  the  Forgotten  Age. 

ThT  Art? 

Rajan  art  is  obsessed  with  death  symbology, 
which  appears  on  all  metal  weapons,  tools,  and 
implements,  and  in  sculpture,  pottery,  and  architecture. 
Their  music  is  dark  and  ominous-sounding,  as  befits 
these  folk.  Instruments  used  include  twenty-foot  long 
black  iron  temple  horns,  decorated  with  the  images  of 
leering  skulls;  the  uraj,  a  monstrous  pipe  organ  that 
requires  a  team  of  forty  slaves  to  fill  its  giant  bellows; 
black  iron  cymbals,  and  iron  drums  beaten  with  mallets 
carved  from  the  bones  of  the  Rajans'  enemies. 
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The  Rajan  Dance  of  Death  is  a  sacrificial  ritual 
dedicated  to  the  Khadun,  and  through  him,  Death. 
Participants  don  iron  death  masks,  dose  themselves  with 
kaj,  and  arm  themselves  with  long-bladed  ceremonial 
daggers.  The  dancers  whirl  about  the  intended  victim, 
si ashi  ng  at  the  ai  r  w i  th  thei  r  bl  ades.  T  he  musi c  bui  I  ds  to 
afrenzied  climax;  then,  as  one,  the  dancers  plunge  their 
daggers  into  the  victim's  f I esh. 

The  Rajans 
have  their  own 
language,  called 
Rajanin,  which  they 
claim  isderived  from 
the  ancient 
Torquaran  tongue. 
Common  male 
names  begin  with 
the  prefix  or  title 
"Raj",  which  means 
"servant  of  Death" 
in  Rajanin,  and  are 
hyphenated.  For 
example  Raj-Khan, 
Raj-Amon,  and  Raj- 
Omir.  Female  names 
begin  with  the  prefix, 
"Suraj"  (meaning 
"property  of"), 
followed  by  the 
name  of  the  male 
who  claims  her  as  his 
own.  In  the  case  of 
an  unmarried 
woman,  this  is  the 
father;  after 
marriage,  the  female  takes  the  name  of  her  "husband". 
For  example:  Suraj-Khan,Suraj-Amon,  and  Suraj-Omir. 

R  aj  ani  stan  mai  ntai  ns  a  I  arge  standi  ng  army,  though 
itiscomprised  mostly  of  conscripts  and  low-class  Vird 
infantry.  The  Rajans  are  believed  to  be  constructing  a 
fleet  of  windships,  having  recently  acquired  windship 
arcanol ogy  from  the  F arad. 

Rajanistan  is  rich  in  gold  and  oil,  both  of  which 
are  obtained  by  slave  labor  and  transported  by  caravan 
from  thejade  M  ountains  to  the  fortress-city  of  Irdan. 


The  Rajans  use  their  resources  to  purchase  weapons, 
slaves,  and  narcotic  herbs  from  Faradun,  theonly  nation 
with  whom  the  Rajans  have  formal  trade  ties.  No  other 
business  is  done  in  Irdan,  as  the  Rajans  do  not  fancy 
foreign  merchants  in  their  country.  Flax  from  the  desert 
thistle  is  woven  into  fabrics  of  various  types,  died  black 
and  adorned  with  skull  motifs,  but  is  only  sold 
domestically.  The  Rajans  mint  their  own  gold,  silver, 
and  copper  lumens,  each  bearing  the  image  of  a  Rajan 

death  mask.  This 
currency  is  mainly  used 
in  Rajanistan,  and  is  not 
honored  in 
Carantheum,  the  Seven 
Kingdoms,  orAaman. 

(llURLVVKOl 

R  aj  an  i  stan 
remains  the  primary 
military  threat  to  the 
other  kingdoms  of  this 
region.  The  Rajans 
continue  to  covet  the 
ore-rich  sands  of  the 
Red  Desert,  but  have 
thus  far  been  unable  to 
wrest  these  territories 
away  from  the 
Dracartans,  whom  they 
envy  and  despise.  The 
Khadun  has  sworn  to 
crush  Carantheum,  if 
every  man,  woman  and 
child  in  Rajanistan  must 
die  in  the  attempt.  As 
his  generals  are 
unfortunately  known 
more  for  their  fanatical 
obedience  than  their  tactical  abilities,  some  observers 
speculate  that  such  a  result  is  within  the  realm  of 
possibilities. 

Under  the  auspices  of  their  assassin-mages, 
Rajanistan  exports  terrorism  across  the  continent.  The 
Khadun  seeks  to  foment  rebellion  and  anarchy  in  other 
lands,  hoping  thereby  to  weaken  and  confuse  his 
enemies.  Prejudice  towards  Rajans  is  prevalent 
throughoutTalislanta,  especially  in  Carantheum,  where 
the  term,  "son  of  a  Rajan",  is  a  grave  insult.  Given  the 
Kang  Empire's  history  of  expansion  and  conquest, 
Rajanistan  may  also  have  some  reason  for  concern  in 
this  direction. 


RflJflD  y^TTLXID^DTy 
TheHolyCityof  Irdan 

I  rdan  i  s  a  w  al  I  ed  fortress  bui  1 1  i  nto  the  I  ow  er  si  opes 
of  the  J  ade  M  ountains.  The  massive  citadel  is  the  only 
major  settlement  in  Rajanistan,  and  serves  as  the 
country's  capital.  Aside  from  an  occasional  visit  by 
Farad  merchants,  the  city  is  closed  to  foreigners.  Gold 
and  lamp  oil  from  thejade  M  ountains  is  smelted  into 
ingots  in  Irdan,  then  conveyed  by  caravan  to  Faradun, 
where  it  is  traded  for  weapons  and  other  goods. 


Several  other  nomadic  tribes,  referred  to 
collectively  as  the  Virds,  make  their  homes  in  tent 
settlements  scattered  across  Rajanistan.  They  include 
the  Aramut,  the  Zagir,  and  the  giant  Shadinn.  All 
originate  from  the  same  root  stock  as  the  Rajans,  and 
have  similar  cultures.  They  share  a  common  language, 
homeland,  and  nomadic  background.  Conquered  by  the 
Rajans  long  ago,  they  have  been  assimilated  into  the 
ranks  of  Raj  an  society.  N  one  have  any  talent  for  magic. 


KAV^  BAT 


Cave  bats  are  found  in  the  mountains  of 
Rajanistan  and  in  ruined  structures  and  other  deserted 
areas.  Singularly  unattractive  creatures,  they  have 
horrible  fanged  visages  and  exhibit  a  definite 
predisposition  towards  vampirism.  Though  they  are 
blind,  these  winged  mammalians  have  superior  hearing 
and  sonar  capabilities.  Cave  bats  do  not  fear 
humanoids,  though  they  prefer  smaller  and  weaker  prey 
when  it  is  available.  They  spend  the  daylight  hours 
si  eepi  ng,  suspended  from  the  cei  I  i  ngs  of  thei  r  cavernous 
lairs.  The  stench  in  such  places  (primarily  ammonia  gas 
from  rancid  cave  bat  droppings)  is  often  sufficient  to 
render  humanoid  beings  unconscious.  This  is  generally 
a  fatal  occurrence,  given  the  nature  of  the  creatures 
who  dwell  within.  Except  as  pertains  to  their 
underground  haunts,  cave  bats  are  never  encountered 
until  after  dusk,  when  they  come  forth  in  numbers  to 
feed .  C ave  B  ats  are  carri ers  of  an  i  nf ecti ous  d i  sease that 


affects  the  brain  and  may  cause  irrational  and  violent 
behavior.  Magical  quicksilver,  taken  in  small  dosesmixed 
with  distilled  spirits  over  the  course  of  seven  days,  is 
said  to  be  an  effective  cure. 

Size:  12'+wingspan,  100-200  lbs. 
Attributes: 

INT-7  PER+2 
WIL+3  CHAN/A 
STR  +1  DEX  +1 

CON  +1  SPD  +3* 

*  airborne;  -3  on  the  ground 
Ability  Level:  2-5 

Attacks/Damage:  Bite:  DR  5  per  round  in  blood  drain, 
plus  chance  of  disease  (CON  roll  to  resist,  or  suffer 
increasingly  worse  incidents  of  irrational  and  violent 
behavior);  Claws:  DR  3 

Special  Abilities:  Navigate  by  sound,  immunity  to  spells 
of  illusion,  flight 
Armor:  Shaggy  fur,  PR  2 
H  itPoints:  17 


A  mi  raj  an  i  s  a  type  of  spi  ritform  found  only  among 
the  arid  lands  of  Rajanistan,  Djaffa,  and  Carantheum. 
The  Djaffir  tribes  refer  to  these  specters  as  "Phantoms 
of  the  Desert"  and  believe  that  they  are  the  spirits  of 
Rajan  necromancers  who  have  come  back  to  torment 
the  living.  Others  attribute  sightings  of  mirajans  to 
hal  I  uci  nati  on,  heat  exhausti  on,  or  the  mal  evol  ent  pranks 
of  sand  demons. 

M  irajans  typically  manifest  late  at  night,  usually 
without  warning,  brandishing  ghostly  scimitars  or 
curved  daggers.  When  ready  to  strike,  the  mi  raj  an 
begins  an  eerie,  whirling  "Dance  of  Death"  -  a  strange 
ritual  that  has  the  power  to  enthrall  any  who  do  not 
avert  their  gaze.  Once  a  victim  has  fall  en  under  its  spell, 
themirajan  attacks,  after  which  it  vanishes  into  thin  air. 
Should  the  victim  survive,  a  mi  raj  an  may  return  as  many 
as  three  timesin  asinglenight.  Victims  who  have  been 
"killed"  by  a  mirajan  show  no  visible  signs  of  damage 
and  will  appear  to  have  died  of  natural  causes.  However, 
if  one  opens  the  vi  cti  m' s  eyel  i  ds,  i  t  w  i  1 1  be  seen  that  the 
eyes  are  black  and  lusterless. 


i 

Size:  6-7' 
Attributes:* 

INT +2  PER +3 

WIL-3  CHA-3 
STR  +1  DEX  +2 

CON-1  SPD+3 

*  Attributes  pertain  only  to  the  mirajan's  spiritform 
Ability  Level:  8+ 

Attacks/Damage:  Spirit  blade:  DR  =  Ability  Level 
(damage  is  tallied  as  usual,  but  pertains  only  to  the 
victim's  astral  or  spiritual  self) 
Special  Abilities:  Ritual  dance  (WIL  roll  at  -5  or  be 
mesmerized  and  incapable  of  independent  action), 
manifest  or  disappear  at  will,  immune  to  non-magical 
attacks,  insubstantial,  flight 
Armor:  None 
HitPoints:  18 


Thisdesert-dwelling  species  is  found  primarily  in 
Rajanistan  (hence  its  name)  and  may  measure  up  to  a 
foot  in  length  when  fully  grown.  The  Rajan  scorpion's 
coloration  and  penchantforburrowing  allows  it  to  blend 
almost  unseen  into  its  desert  habitat  (stealth  at  +10),  a 
cause  of  someconcernto  individualswho  must  traverse 
these  areas.  The  insect's  powerful  sting  can  penetrate 
even  the  toughest  leather  (DR  3)  and  carries  a  lethal 
venom  (DR  3  per  round  for  10  rounds).  Rajan  assassins 
often  keep  Rajan  scorpions  as  "pets,"  employing  both 
the  insect  and  its  venom  in  certain  of  their  grisly  torture 
rituals.  A  dram  of  this  toxin  can  sell  for  as  much  as  75 
gold  lumens  on  the  black  market. 
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L'HflflD 


L '  H  aan  i  s  a  I  and  of  vast  snow  f  i  elds,  gl  i  tteri  ng  i  ce 
peaks,  and  frozen  lakes.  Located  in  the  nethermost 
reaches  of  eastern  Tali  si  anta,  the  region  is  predominantly 
wilderness,  populated  by  tundra  beasts  and  great  herds 
of  snowmane  and  wooly  ogriphant.  Along  the  shores 
of  the  Sea  of  Ice  live  the  only  civilized  folk  native  to 
L'Haan,  the  M  irin. 

ThK  [DIRID 

A  people  of  noble  bearing,  the  M  irin  are  tall  and 
statuesque.  They  have  bright  blue  skin  and  hair  as  fine 
and  white  as  gossamer.  M  irin  dress  in  robes,  boots,  and 
headdresses  trimmed  with  frostwere's  hide. 

The  M  irin  are  believed  to  be  descended  from  a 
group  of  Archaens  whose  cloud-city  fell  to  earth 
following  The  Great  Disaster.  Pursued  by  vengeful 
bands  of  Wild  Folk,  they  fled  north  into  the  wilderness,. 
Along  the  way  many  died  from  exposure,  wild  beasts, 
and  battles  with  their  pursuers.  Facing  certain  death, 
the  last  members  of  the  group  commended  their  souls 
into  the  hands  of  whatever  deity  held  sway  over  the 
region.  According  to  M  irin  legend  their  prayers  were 
heard  by  the  Forgotten  God,  Borean,  an  ancient 
elemental  deity  who  granted  them  a  miraculous  boon: 
immunity  to  cold.  The  grateful  survivors  went  on  to 
establish  the  first  shrine  to  Borean,  and  later,  the  first 
M  irin  settlement. 


M  irin  live  in  crystalline  ice  castles  constructed 
from  blocks  of  solid  ice,  cut  from  glacial  ice-quarries 
and  carved  into  useful  and  decorativeforms.  M  irin  have 
close  family  ties,  a  holdover  from  the  days  when 
cooperation  was  absolutely  essential  to  their  survival. 
Marriage  ceremonies  are  performed  by  priests  and 


priestesses  of  Borean,  and  are  joyous  occasions. 
Children  are  taught  to  read  and  write,  and  instructed  in 
Mirin  philosophy  and  culture.  Members  of  all 
professions  are  equally  valued  in  M  irin  society.  Hunters 
provide  the  settlements  with  edible  lichen,  wild  and 
aquatic  game,  hides  and  horn.  Priests  and  priestesses 
provide  guidance  and  keep  written  records;  warriors 
defend  the  settlements.  Alchemists  forge  adamant,  an 
alloy  of  blue  diamond  that  is  one  of  a  very  few  metals 
that  does  not  become  brittle  in  sub-zero  temperatures. 


It  is  the  custom  among  the  M  irin  to  undertake  a 
ritual  "bonding  of  spirits"  with  a  chosen  mate  or  close 
friend.  The  procedure,  known  as  "melding",  creates  a 
typeof  innate  psychic  link  between  the  two  individuals. 
While  melded  individuals  cannot  actually  communicate 
via  this  ability,  each  will  instinctively  know  if  the  other 
is  in  danger  or  in  great  distress.  For  entertainment  and 
diversion,  M  irin  enjoy  racing  sailed  ice  schooners  on 
the  frozen  lakes  of  L'Haan  and  across  the  Sea  of  Ice. 
The  winners  are  awarded  valuable  trophies  made  of 
adamant  and  blue  diamonds,  and  are  greatly  admired 
for  their  achievements. 

L'Haan  is  ruled  by  an  hereditary  monarchy  and 
magiocracy  led  by  the  Snow  Queen,  a  white  witch  of 
exceptional  capabilities.  Subservient  to  her  are  the  Royal 
Ministers,  each  of  whom  has  a  single  area  of 
responsibility,  such  as  defense,  alchemy,  justice, 
hunting,  shipbuilding,  public  works,  and  trade.  The 
M  inister  of  J  ustice  is  the  chief  judiciary  official  in  the 
country.  His  or  her  sub-ministers  preside  over  the  L'Haan 
courts,  where  all  legal  matters  are  adjudicated. 
Individuals  accused  of  offenses  are  entitled  to  counsel; 
convictions  result  i  n  either  restitution  or  i  mprisonment. 
There  is  no  capital  punishment  in  L'Haan. 

\T)mK  &  Ration 

A  deeply  religiousfolk, theM irin revereBorean, 
the  God  of  theNorth  Wind.  M  irin  Pri  ests  and  P  ri  estesses 
are  the  spi  ritual  advi  sors  of  thei  r  race,  and  regard  B  orean 
as  the  protector  of  their  land  and  its  ecology.  They  do 
not  build  temples  in  his  name,  but  erect  altars  on  the 
snowy  steppes  around  frozen  lakes  such  as  L 'Lai  and 
Rhin.  It  is  only  in  such  open  and  natural  surroundings, 
theM  irin  say,  that  one  can  truly  feel  the  presence  of  the 
God  of  theNorth  Wind.  M  irin  inter  their  dead  in  ornate 
coffins  carved  from  solid  ice,  which  are  "buried"  below 
the  surface  of  a  frozen  lake. 

Th^  £\KT7 

M  irin  practice  many  decorative  arts,  including  ice 
sculpture,  ornate  metal  working,  and  the  carving  of  horn. 
The  music  of  thetundra-dwelling  M  irin  is  related  to  the 
worship  of  Borean,  god  of  the  north  wind.  Their 
instruments  include  bells,  chimes,  and  an  unusual  type 
of  pipe  organ,  all  carved  from  solid  ice. 
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Mirin  converse  in  the  Elder  Tongue,  a  language 
dating  back  to  ancient  times;  some  say  they  learned  it 
from  the  lesser  el ementals  who  serve  Borean.  Examples 
of  common  malenamesincludeM  iralos,  M  irtos,  M  iral, 
and  M  i  ros.  C  ommon  f  emal  e  names  includeL'M  ir,  L'Lis, 
andL'Halla. 

L'Haan's  military  is  superbly  equipped  with 
adamant  weapons  and  armor,  well-trained,  and 
experi  enced  from  long  campai  gns  agai  nst  the  I  ce  G  i ants 
of  Narandu.  Thearmy  consists  primarily  of  light  cavalry 
mounted  on  swift  snowmanes.  The  M  irin  "navy"  has  a 
substantial  fleet  of  ice-going  vessels  of  various  sizes 
and  purposes. 

M  irin  adamants  are  the  coin  of  the  realm,  though 
the  lumen  is  honored  here  as  well.  Exports  include 
alchemical  products,  hides,  and  horn;  imports  include 
scintilla,  fabrics,  spices.  Despite  generous  offers  from 
other  I  ands,  theM  irin  refuse  to  trade  any  but  the  smal  I  est 
quantities  of  blue  diamonds  or  adamant,  substances 
which  they  consider  vital  to  the  defense  of  their  land. 
There  is  a  merchant's  guild  in  every  M  irin  settlement, 
through  which  all  trade  arrangements  must  be  made. 

T  he  M  i  ri  n  are  currentl y  at  war  w i th  the  I  ce  G  i  ants 
of  Narandu,  whose  forces  have  sought  to  conquer 
L '  H  aan  for  centuries.  I  n  the  recent  past  they  havef  ought 
against  the  Rasmiran,  members  of  a  sect  of  anarchists 
thatwas  exiled  from  L'H  aan  to  the  Outcast  Isles,  inthe 
M  idnight  Sea. 

IDlRlD  y^TTlXIWDTT 
TheCityof  Rhin 

0  n  the  eastern  shore  of  the  Sea  of  I  ce  i  s  the  M  i  ri  n 
capital  of  Rhin,  a  walled  city  of  shining  ice  castles.  Rhin 
is  renowned  for  its  alchemists,  who  are  ski  I  led  in  the  art 
of  magi  cal  I y  f orgi  ng  adamant.  T  he  S now  Q  ueen  I  i  ves  i  n 
a  fabulous  ice  palace  in  this  city. 

TheCityofL'Lal 

L'Lal  stands  on  the  western  shore  of  the  Sea  of 
Ice.  Closest  of  the  M  irin  cities  to  the  territories  of  the 
dreaded  Ice  Giants,  L'Lal  is  surrounded  by  ice  walls 
over  fifty  feet  in  height.  The  greater  part  of  L'Haan's 
formidable  military  force  is  stationed  at  this  fortress, 
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"After  a  long  and  arduous  journey  I  arrived,  more 
than  half-frozen,  at  my  destination:  the  capital  city 
of  Rhin.  It  is  truly  a  beautiful  place,  its  fantastic  { 
spi  res  gl  i  tteri  ng  I  i  ke  cut  di  amonds  i  n  the  I  i  ght  of  the 
twin  suns.  A II  the  buildings  here  are  made  from  ice, 
carved  with  great  precision  into  a  variety  of 
aesthetically  pleasing  shapes  and  forms.  Ice 
sculptures  of  winged  elemental s,  ice  dragons,  and 
notabl  e  f  i gures  f  rom  past  ages  I  i  ne  the  promenades 
and  causeways.  The  people  are  proud  of  bearing 
but  mild  in  nature,  and  an  atmosphere  of  peace  and 
serenity  pervades  the  city. 


Unfortunately,  as  beautiful  as  I  havefound  Rhin  to 
be,  the  place  lacks  one  virtue  for  which  I  can  find 
no  acceptable  substitute:  warmth.  I  mean  this  not 
!*  in  the  figurative  sense;  but  quite  literally.  Itisfreezing 
here,  both  indoors  and  out.  True,  inside  the  walls 
of  an  ice  castle  one  is  protected  from  the  winds,  but 
to  what  avail  when  all  about  is  nothing  but  solid 
ice?  TheM  irin  are  immuneto  cold,  and  have  no  use 
for  fire  or  fireplaces,  which  in  any  event  would 
prove  ruinous  to  the  local  architecture.  Orbs  filled 
with  amberglow  provide  such  illumination  as  they 
require,  which  is  not  much;  even  at  night,  the  light 
of  the  moons  and  stars,  reflected  off  the  ice  castles 
and  promenades,  issufficientto  illuminate  the  city. 

This  is  not  to  imply  that  theM  irin  were  oblivious  to 
my  discomfort.  Quite  the  contrary;  upon  noticing 
that  I  was  shivering  and  beginning  to  acquire  a 
blue  coloration  not  unlike  that  of  the  M  irin 
themselves,  my  host  immediately  took  pains  to 
provide  me  with  the  warmest  fur  garments  that  could 
be  found.  When  I  retired  to  my  chambers  for  the 
night  I  discovered  that  my  host  had  provided  piles 
of  fur  blankets  for  my  comfort,  and  also  the  company 
of  his  lovely  daughter.  The  former  helped  ease  the 
chill  considerably;  the  latter,  while  pleasant  in  the 
extreme,  was  for  the  most  part  ineffective.  For  the 
M  irin,  warm  hearted  though  they  may  be,  give  off 
it  even  the  slightest  amount 
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warding  against  possible  invasion  by  the  Ice  Giants  of 
Narandu. 

TheCityof  Myr 

Most  populous  of  the  Mirin  settlements,  Myr  is 
located  on  the  western  lake  shore,  opposite  Rhin.  This 
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city  is  famed  for  its  shipyards,  where  graceful  ice 
schooners  and  smaller  ice  skiffs  are  constructed.  The 
walled  city  is  also  L'Haan's  foremost  supplier  of  blue 
diamonds. 


Vukv  or  Dott 

The  Outcast  Islands 

The  frigid  and  rock-strewn  Outcast  Islands  serve 
as  hometo  the  exiled  cult  of  Rasmirin.  Numbering  only 
afew  hundred  orso  renegades, theRasmirin  population 
dwells  in  rude  ice  fortresses,  ever  plotting  new  schemes 
to  overthrow  the  ruler  of  L'Haan.  Their  ancestry  and 
culture  are  similar  in  most  respects  to  the  M  irin,  though 
theRasmirin  revere  the  destructive  forces  of  nature,  as 
represented  by  the  elemental  spirits  of  storms  and 
darkness. 
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Narandu  is  an  immense  and  frozen  wasteland  that 
stretches  across  much  of  the  far  northern  regions  of 
Tal  i  si  anta.  H  ere,  j  agged  mountai  ns  of  i  ce  pi  erce  the  bl  eak 
tundra,  and  frigid  winds  howl  through  chasms  ringed 
with  hoarfrost.  Only  the  hardiest  creatures  can  survive 
in  this  tortuous  region,  which  is  home  to  the  monstrous 
beings  known  as  the  Ice  Giants. 

I  ce  G  i  ants  are  aptly  named  i  ndeed,  for  thei  r  bodi  es 
are  composed  entirely  of  solid  ice.  They  arefrightening 
to  behold,  standing  well  over  ten  feet  in  height  and 


weighing  as  much  as  one  ton.  Spiky  protrusions  of  ice 
cover  their  bodies,  and  their  hands  and  feet  are  clawed. 
Ice  Giants  are  not  natural  lifeforms,  but  were  created  by 
a  powerful  wizard  or  entity  known  only  as  the  Ice  K  ing. 

Traveling  in  groups  of  up  to  two  hundred 
individuals,  Ice  Giants  stalk  the  frozen  tundra  of 
Narandu.  Their  very  bodies  emanate  a  piercing  cold,  so 
much  so  that  large  groups  of  Ice  Giants  can  effectively 
lower  temperatures  in  a  wide- radius  area.  They  advance 
without  rest,  destroying  all  living  creatures  in  their  path 
and  turning  even  verdant  plains  into  frozen  tundra. 

Ice  Giants  do  not  erect  permanent  structures  of 
any  kind,  though  they  are  known  to  carve  tunnels  and 
caverns  in  the  sides  of  glaciers  or  mountains  of  ice.  In 
these  places  are  stored  the  frozen  carcasses  of  such 
creatures  as  muskronts,  tundra  beast  and  wooly 
ogriphant.  Ice  Giants  cannot  obtain  nourishment  from 
anything  that  has  not  first  been  frozen  solid. 

I  ce  G  i  ants  exhibit  littlein  the  way  of  i  ndependent 
thought  or  volition.  If  separated  from  the  group,  a 
solitary  giant  will  wander  about  without  purpose  or 
direction.  They  do  not  possess  verbal  skills,  but 
communicate  in  a  very  simpleform  of  sign  language. 

By  advancing  further  and  further  south  each  year 
the  Ice  Giants  have  slowly  extended  their  territories, 
convert]  ng  temperate  I  ands  to  bl  eak  tundra  (see  si  debar) . 
The  avian  Gryphs  of  Tamaranth  have  long  warned  of 
these  intrusions,  though  generally  to  little  avail.  Even 
scholars  who  acknowledge  the  veracity  of  the  G  ryphs' 
claims  contend  that  the  Ice  G  i  ants'  southern  progress  is 
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so  gradual  as  to  warrant  little  concern;  most  estimate 
the  rate  of  advancement  at  less  than  one  half  foot  per 
year.  Despite  the  fact  that  the  Ice  G  iants  advance  along 
nearly  a  thousand  mile  front,  these  scholars  claim  that 
the  loss  of  land  in  real  terms  is  so  minimal  as  to  be 
insignificant. 

Vukz?  or  Dcnx 

TheRuinsof  Farnir 

D  eep  i  n  the  f  ri gi d  i  nteri or  of  N  arandu  I  i e  the  rui  ns 
of  Farnir,  a  city  frozen  under  layers  of  crystalline  ice. 
Before  the  coming  of  the  Ice  Giants,  Farnir  reputedly 
was  the  site  of  an  enlightened  civilization,  steeped  in 
the  arts  of  magic  and  alchemy.  No  less  a  personagethan 
the  great  sorcerer  Koraq  claimed  to  have  visited  here, 
and  the  ancient  mage  was  reportedly  impressed  by  the 
talents  of  the  Farnir  mages.  A  pparently,  their  talents  did 
not  extend  i  nto  the  real  m  of  military  defense,  si  nee  F  ami  r 
was  overrun  by  advancing  Ice  Giant  hordes  several 
centuries  ago.  The  M  irin  claim  that  some  of  the  Farnir 
magi  ci  ans  sti  1 1 1  i  ve,  frozen  i  n  stasi  s  by  the  extreme  cold. 

TheBlackPitof  Narandu 

Oneof  the  more  unusual  features  of  thisregion  is 
the  great  chasm  known  as  the  Black  Pit  of  Narandu. 
Located  just  north  of  Tamaranth,  this  supposedly 
bottomless  fissure  is  the  source  of  many  colorful 
legends.  Someclaim  the  Black  Pit  is  a  magical  gateway 
thatleadsto  some  demon-haunted  realm.  Others,  noting 
the  clouds  of  steam  which  issuefrom  its  gaping  mouth, 
theorizethatthe  Black  Pit  exits  into  a  vast,  underground 
sea.  Even  less  likely  explanations  of  this  geographical 
phenomenon  exist,  noneof  whichtheauthorwill  dignify 
by  mentioning  them  within  the  pages  of  this  tome. 
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Ice  Giants  are  magical  constructs  found  in 
numbers  throughout  the  frigid  wastes  of  Narandu. 
These  unnatural  golems  are  believed  to  have  been 
created  long  ago  by  the  Ice  King,  a  mysterious  figure 
who  i  s  sai  d  to  dwel  I  far  away  i  n  the  dark  northern  real  ms 
of  Talislanta.  Ice  giants  are  comprised  entirely  of 
magically  animate  ice.  They  emanate  waves  of  cold 
suf  f  i  ci  ent  i  n  i  ntensi  ty  to  freeze  the  ground  beneath  thei  r 
feet  or  slow  the  reflexes  of  other  creatures  in  their 
immediate  vicinity. 

Ice  giants  prey  upon  all  sorts  of  warm-blooded 
creatures,  storing  the  bodies  of  their  victims  in  tunnels 
and  caverns  carved  into  the  side  of  glaciers  until  they 
are  ready  to  be  eaten;  ice  giants  cannot  obtain 
nourishment  from  anything  unlessitisfrozen  solid  prior 
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Any  region  inhabited  by  a  sizeable  force  of  Ice 
Giants  undergoes  a  complete  and  rapid 
transformation.  The  ground  freezes  solid,  often  to  \ 
a  depth  of  six  feet  or  more.  All  sources  of  water  in  ' 
the  affected  area,  from  ponds  to  streams  and  even 
rivers,  turn  to  solid  ice.  Dark  clouds  form  in  the 
atmosphere  above,  blocking  the  rays  of  the  twin 
suns  so  that  even  duri  ng  the  day  it  is  nearly  as  dark 
as  night.  And  lastly,  all  living  plants  and  animals 
freeze  solid,  captured  in  such  attitudes  and  positions 
as  they  were  at  the  moment  the  freeze  took  effect. 

Because  the  fearsome  cold  emanated  by  Ice  Giants 
is  magical  in  nature,  the  freezing  process  can  be 
reversed,  but  only  by  the  application  of  counter- 
magics.  The  Ariane  possess  such  capabilities,  as  I 
witnessed  when  an  Ariane  I  had  been  traveling  with 
used  his  magics  to  rescue  a  young  equs  that  had^ 
been  frozen  in  mid-stride.  Once  the  freezing  process 
had  been  reversed,  the  creature  returned  to  its 
normal  state  and  ran  off  to  the  south,  apparently 
no  worse  for  the  experience. 

It  occurred  to  me  then  that  an  untold  number  of 
creatures  and  beings  might  still  exist,  alive  yet 
frozen  in  stasis,  in  lands  conquered  by  the  Ice 
Giants  since  they  began  their  southerly  advance. 
My  companion  confirmed  this  theory,  and  told  me 
that  the  Ariane  believe  that  an  entire  city  and  its 
inhabitants  had  once  been  frozen  in  such  a  manner, 
perhaps  even  as  long  ago  as  the  end  of  the  A  rchaen 
Age.  According  to  legend,  this  city  is  located  deep 
within  IceGiant territory,  and  has  remained  unseen 
by  outsiders  for  many  centuries.  W  hether  its  people 
still  live,  or  whether  they  have  long  since  been 
devoured  by  I  ce  G  iants,  isamatter  for  speculation 
—  or  perhaps  investigation,  though  at  some  future 
date.  For  at  this  point  in  the  discussion  the  two  of 
us,  half-frozen  in  spite  of  our  protective  devices, 
werecompelled  to  depart  the  area  for  warmer  climes." 


to  consumption.  Although  ice  giants  are  vulnerable  to 
fire,  normal  weapons  are  of  little  avail  against  them. 
A  damant  bl  ades  and  enchanted  weapons  provi de  a  more 
effective  deterrent,  and  elemental  spells  that  affect  water 
or  ice  can  be  used  to  dispel  the  magics  that  animate 
them.  Removed  of  such  enchantments,  icegiants  shatter 
into  inanimate  fragments. 
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Size:  9'- 10',  1,800-2,400  lbs. 
Attributes: 

INT-5  PERO 
WIL+6  CHA-6 
STR  +10  DEX  -4 

CON +10  SPD-6 
Ability  Level:  1-20 

Attacks/Damage:  Fist:  DR  18,  Club:  DR  26 

Special  Abilities:  Emanate  cold  in  10' radius  (causes -2 

penalty  on  opponents'  combat  rolls),  fire  inflicts  double 

damage,  vulnerable  to  aquamancy 

Armor:  Ice,  PR  6 

H itPoints:  50 

TciDPRfl  LOP^R 

H  ardy  and  bel  I  i  gerent  cousi  n  of  the  common, 
pi ai  ns  I  oper,  tundra  I  opers  are  i  ndi genous 
to  the  frozen  northern  realms  of 
Naranduand  L'Haan.  They  are 
distinguishable  from 
their  plains- 
dwelling 
relatives 


by  their  shaggy  white  manes.  Tundra  lopers  also  have 
an  additional  spike  on  their  clawed  lower  appendages, 
which  enables  them  to  negotiate  icy  terrain. 

Traveling  in  herds  of  up  to  thirty  individuals,  these 
rugged  bipeds  roam  the  frigid  wastelands,  feeding  on 
creatures  smaller  and  weaker  than  themselves.  They 
have  been  known  to  attack  frostweres,  but  usually  only 
in  self  defense.  When  food  is  scarce,  such  as  after  a 
deep  snowstorm,  tundra  lopers  may  hunt  larger  prey, 
including  humanoids. 

Size:  14'  in  length,  8'  in  height,  400-600  lbs. 
Attributes: 

INT-6  PER+2 
WIL  +6 

STR  +4  DEX  +4 

CON  +8  SPD  +5 


Ability  Level:  7-9 

A  ttacks/D  amage:  Bite:DR  6,  H  ind  Claws:  DR  10,Whip- 

likeTail:  DR  8;  oneattack  per  round 

Special  Abilities:  Sure-footed  climbers  (even  on  ice), 

leap  across  20'-30'  spans  with  running  start 

Armor:  Shaggy  fur,  PR  2 

H  itPoints:  44 
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Denizens  of  the  shadowy  Demonrealms,  night 
demons  are  believed  to  have  gained  access  to  the 
Northern  Reaches  of  Talislanta  via  an  ancient  gateway 
known  as  the  Black  Pit  of  Narandu.  These  winged 
humanoids  are  comprised  of  magical  darkness,  given 
substance  and  form  by  negative  elemental  forces. 
Nocturnal  by  need  and  choice,  night  demons  come  forth 
after  sundown  to  spread  terror  among  living  creatures, 
killing  in  seemingly  indiscriminate  fashion.  The  innate 
fear  of  the  dark  that  is  felt  by  many  Talislantan  peoples 
may  be  attributed  to  these  creatures. 

Weakest  of  the  demon  races,  night  demons  wield 
spears  and  swords  made  of  brass,  a  metal  shunned  by 
their  mortal  enemies,  the  race  of  devils.  They  possess 
an  aversion  to  daylight,  which  weakens  them.  M  agical 
I  i  ght  causes  them  extreme  pai  n,  and  can  be  used  to  ki  1 1  a 
night  demon. 
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Size:  6'-6'8",  180-260+lbs. 
Attributes: 


INT  +3  PER +2 

WIL+4  CHA-6 
STR  44  DEX  44 

CON  46  SPD  4-3* 

*  airborne  and  on  the  ground 
Ability  Level:  7-14+ 

Attacks/Damage:  Claws:  DR  6,  Brass  Sword  or  Spear: 
DR  14;  up  to  two  attacks  per  round 
Special  Abilities:  Necromancy  with  four  M  odes  atAbility 
Level,  flight,  invisible  in  darkness  (cannot  be  detected 
except  by  magic  or  special  ability,  such  as  night  vision), 
weakened  by  daylight  (-2  to  all  actions) 
Armor:  Hide,  PR  2 
HitPoints:  32 

7noai  Lily 

A  delicate  white  flower  found  only  in  the  coldest 
climes,  snow  lily  is  a  beneficial  plant  that  has  certain 
practical  uses.  Eaten  fresh,  the  lily's  stem  can  be  used 
to  ward  against  the  onset  of  frostbite.  Prepared  in  an 
el  ixi  r,  snow  lily  petal  s  are  sai  d  to  confer  virtual  immunity 
against  the  effects  of  cold. 

Vast  fields  of  snow  lilies  can  be  found  across  the 
Northern  Reaches  from  Narandu  to  the  borders  of 
Xanadas.  The  plants  lay  dormant  during  the  spring, 
bursting  into  bloom  only  after  the  weather  turns  cold. 
Borne  upon  the  winds,  their  frost-blue  pollen  covers 
the  snowfields  of  L'Haan  and  Narandu  for  miles, 
providing  food  for  numerous  small  creatures  and 
organisms. 

th^  yrapooj  FWflLm 

At  the  northernmost  edge  of  the  W  i  Iderlands  lays 
theShadow  Realm,  an  eerie  place  haunted  by  theghosts 
of  a  dozen  vanished  civilizations.  The  landscape  is 
correspondingly  unpleasant,  and  consists  largely  of 
broken  hills,  outcroppings  of  wind-blasted  rock,  and 
thickets  of  stunted  tanglewood  and  thornwood. 
Shattered  ruins,  worn  beyond  recognition  by  centuries 
of  time,  litter  the  region. 

Among  the  few  intelligent  beings  known  to 
inhabit  this  forlorn  land  are  Shadow  Wizards,  spectral 
entiti es  who  hai I  from  the  N  i ghtmare  D  i  mension.  These 
frightful  entities  cloak  themselves  in  hooded  vestments 
and  bear  ebony  runestaves  studded  with  crystals  of 
black  diamond.  Like  shadow  wights,  their  eyes  burn 
with  a  fiery  incandescence,  and  they  are  insubstantial 
to  the  touch. 
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Vmr  to  ti-k  yiwoai  R^alid 

LThe  intrepid  sorcerer  K  abros  claimed  to  havevisited 
i  the  Shadow  Realm  on  at  least  one  occasion.  In 
VolumeSixof  hisfamousGuideto  the  Lower  Planes, 
there  appears  a  brief  monograph  on  the  subject, 
recounted  here  in  part: 


"I  approached  the  Iron  Citadel,  heedless  of  the 
obsidian  orbs  that  stared  at  me  from  the  castle's 
black  metal  towers.  Twin  portals  of  solid  iron, 
engraved  with  weird  runes  and  sigils,  opened  slowly 
as  I  drew  near.  A  foul  wind  issued  forth,  cold  and 
unnatural,  as  if  originating  from  another  world. 
Summoning  the  remainder  of  my  resolve,  I  entered 
into  darkness.  For  a  time,  I  groped  about  blindly, 
fearing  lest  I  should  stumble  into  some  unseen  pit 
or  other  obstacle.  At  last  my  eyes  adjusted  to  the 
gloom,  and  I  could  discern  the  vague  outlines  of  a, 
long,  winding  stairway.  I  ascended  and,  after  a 
seemi ngly  i ntermi nabl e  period  of  ti me,  emerged  i nto 
a  vast  and  eerie  chamber. 

W  ithi  n,  a  group  of  shadowy  figures  stood  occupied 
at  various  tasks,  apparently  oblivious  to  my 
presence.  Several  worked  at  long  tables  piled  high 
with  tangles  of  alchemical  equipment  and  tubing, 
distilling  some  sort  of  dark,  viscous  liquid.  Others 
fed  malformed  imps  to  caged  demons,  attended 
/steaming  vats  and  cauldrons,  or  conversed  in 
hushed  whispers  with  winged  phantasms.  With  a 
pair  of  tongs,  one  of  theShadow  Wizards  brought 
forth  a  smal  I  creature  from  the  I  argest  of  the  vats:  a 
hideous  humanoid  with  a  bloated  head,  covered 
with  barbs,  horns  and  sharp  protrusions.  An  icy 
terror  gripped  my  soul  at  the  sight  of  this  thing, 
freshly  fashioned  from  the  stuff  of  which  nightmares 
are  made.  M  y  mind  reeled:  this  was  Fear  itself,  given 
tangible  form  and  substance  by  the  black  arts  of 
the  Shadow  Wizards.  I  fled,  unable  to  bear  the 
scrutiny  of  those  dark  eyes,  and  anxious  only  to 
return  to  the  world  of  light  and  reason. . ." 
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TheShadow  Wizards  dwell  within  the  Iron  Citadel, 
a  ruined  structure  of  ancient  and  obscure  origins.  Its 
towers  have  eyes  of  carved  obsidian  that  constantly 
scan  the  surrounding  environs,  alert  for  intruders.  From 
within  the  dark  confines  of  their  sanctum,  the  Shadow 
W  izards  reputedly  consort  with  creaturesf  rom  the  lower 
planes,  such  as  fiends  and  bat  mantas. 


Fiends  are  despicable  creatures  from  the 
Nightmare  Dimension  who  are  sometimes  drawn  to 
desolate  regions  such  as  the  Shadow  Realm  and  Khazad. 
They  possess  the  uncanny  ability  to  use  shadows  as 
gatew ays  from  one  pi  ane  to  another,  a  tal  ent  that  enabl  es 
them  to  travel  from  their  home  plane  to  other  locales 
and  renders  them  virtually  impossible  to  detect  in 
darkness.  On  their  home  plane,  fiends  serve  as 
kidnappers,  spies,  and  informers  of  the  worst  and  lowest 
sort.  On  the  material  plane,  they  are  able  to  take  on 
corporeal  form,  butonly  for  a  limited  time.  They  appear 
to  enjoy  scaring  and  tormenting  weaker  creatures,  but 
fear  magic  and  are  averse  to  strong  light. 

Size:  7',  weightless 
Attributes: 

INT +3  PER +5 

WIL-5  CHA-7 
STR  +5*  DEX  +3 

CON  +5  SPD  +5 

*  in  material  form 
Ability  Level:  4-11 

A ttacks/D amage:  Claws:  DR  11 +A bility  Level 
Special  Abilities:  Stealth  at  A  bility  Level  +D  EX,  inter- 
planar  travel  through  shadows,  +5  to  Stealth  in  darkness 
Armor:  None 
H  itPoints:  13 
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Bat  mantra  are  airborne  entities  from  the  Nightmare 
Dimension  that  resemble  giant  black  mantra  rays  with 
horned  protuberances  and  whip-like  tails.  They  radiate 
powerful  psychic  energies,  which  they  are  capable  of 
emanating  like  bolts  of  electrical  current.  These  energies 
can  be  used  to  stun  or  to  i  nsti  1 1  astral ,  ethereal ,  or  materi  al 
beings  with  a  sense  of  nameless  dread.  In  fact, 
ni  ghtmares  i  nvol  vi  ng  f  al  I  i  ng  are  often  the  result  of  a  bat 
mantra  gliding  past  the  dreamer's  astral  form  and 
disrupting  his  or  her  psychic  aura. 

On  their  home  plane,  these  creatures  may  often 
be  seen  soaring  above  the  nightmarish  terrain,  looking 
for  lesser  creatures  to  feed  upon.  Capable  of  detecting 
invisible,  astral,  and  ethereal  presences,  they  are  adept 
at  spotting  inter-planar  rifts  and  gates;  consequently, 
they  may  also  be  encountered  on  the  astral,  material, 
and  lower  planes.  They  are  sometimes  summoned  by 
the  Shadow  W  izards  or  other  magi  cians  for  use  as  steeds. 

Size:  20'+wingspan,  400+lbs.  (in  material  form) 
Attributes: 

INT-5  PER+7 
WILO  CHA-5 
STR  +10*  DEX  +5 

CON  +10  SPD  +5 

*  in  material  form 
Ability  Level:  6-13 

Attacks/Damage:  Electrical  Discharge:  DR  12  (range: 
100'),  C ause  F ear  ( W I L  rol I  to  resi st),  Tai l/W  i ngs:  D R  18 
Special  Abilities:  Flight,  night  vision,  detect  invisible, 
astral,  or  ethereal  presences  or  inter-planar  rifts 
(range:  100'  per  Ability 
Level),  immunity  to 
psychic  probing  or 
mental  influence 
Armor:  Hide:  PR  3,  in 
material  form 
H itPoints:  34 
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Shadowights  are  the  spiritforms  of  deceased 
persons  sentenced  to  spend  eternity  as  specters.  They 
can  be  found  throughout  Talislanta,  but  they  are  most 
numerous  in  the  Shadow  Realm.  Consigned  to  haunt 
the  areas  surrounding  their  grave  sites,  shadowights 
are  miserable  creatures.  They  despise  their  spectral 
bodies  and  crave  corporeality  and  physical  form  above 
all  things.  Shadowights  are  able  to  rob  living  creatures 
of  their  substance  by  touch,  thereby  attaining  a 
semblance  of  solidity  and  physical  being.  These  stolen 
qualities  last  but  a  few  hours  before  again  fading, 
requiring  shadowights  to  constantly  seek  new  victims 
in  order  to  satisfy  their  longings.  Living  creatures  may 
survive  an  attack  by  shadowights,  but  if  drained  of  all 
their  physical  substance,  their  bodies  simply  cease  to 
exist,  and  they  will  themselves  become  shadowforms. 

While  in  spectral  form,  shadowights  cannot  be 
harmed  by  weapons  of  any  sort.  They  are  dismayed  by 
strong  light  and  can  be  dispersed  by  magical  light. 
Ironically,  once  a  shadowight  has  gained  a  measure  of 
corporeality  from  a  I  i  vi  ng  bei  ng,  i  t  can  be  si  ai  n  by  si  I  ver 
or  magical  weapons.  Not  a  few  scholars  believe  that, 
even  subconsciously,  this  is  the  true  desire  of  all 
shadow  i  g  hts:  to  be  si  ai  n  w  h  i  I  e  possessi  ng  physi  cal  f  orm, 
so  that  their  spirit  selves  may  finally  pass  into  the  next 
world. 

Size:  6'6"-7'6",  weightless 
Attributes: 

M  ental  attributes  as  in  life 
STR  +2*  DEX  +1 

CON  +2*  SPDO 
*  incorporeal  form 
Ability 
Level:  1+ 

Attacks/Damage:  Touch:  DR  6  +Ability  Level  (drains 
substance  of  similar  creatures;  lasts  ten  minutes  per  hit 
poi  nt;  compl  etely  drai  ned  vi  cti  ms  become  shadowforms) 
Special  Abilities:  Immune  to  weapons  while  in  spectral 
form,  may  be  slain  by  silver  or  magical  weapons  in 
corporeal  form,  dismayed  by  strong  light  (-5  to  all 
actions),  dispersed  by  magical  radiance  (Ability  Level 
roll  versus  spell  level  to  resist) 
Armor:  None 

Hit  Points:  as  per  drained  hit  points 

Shadow  wizards  are  the  spiritforms  of  deceased 
magicians  from  various  dimensions,  worlds,  and  eras. 
Though  most  of  these  powerful  specters  are  consigned 
to  the  U  nderworld,  a  cabal  of  shadow  wizards  cal  led  the 


M  alum  is  known  to  dwell  in  the 
Iron  Citadel,  in  the  Shadow 
Realm.  Unlike  their  weaker 
cousins,  the  shadowights, 
shadow  wizards  are  able  to 
change  from  substantial  to 
insubstantial  form  at  will. 
Although    they  are 
susceptible  to  magical 
light,  non-magical  forms 
of  illumination  have 
little  effect  on  them. 

On  the  lower 
plane  known  as  the 
Underworld,  shadow 
wizards  are  subject  to  the 
rule  of  the  mysterious 
entity  known  as  Death. 
Some  serve  as  his 
advisors;  others 
dwell  alone  in 
isolated  towers 
located  among  the 
various  dimensions  that  lie  adjacent  to  the 
Underworld.  Others  are  merchants  who  trade  in 
soulstones  -  the  spirit  essences  of  living  creatures, 
captured  and  imprisoned  in  enchanted  crystals.  The 
shadow  wizards  of  the  Iron  Citadel  purportedly  engage 
in  occult  studies  and  magical  experimentation,  and  they 
are  believed  to  consort  with  their  brethren  from  the  lower 
planes.  As  such  they  are  believed  to  know  much  of 
what  transpires  in  the  lands  of  the  dead. 

Size:  6'6"-7'6",  weightless 
Attributes: 

INT  +6  PER  44 

WIL+2  CHA-5 
STR  44  DEXO 
CON  4-5  SPDO 
Ability  Level:  11-25+ 

Attacks/Damage:  Touch:  DR  10  4-Ability  Level  (drains 
substance  of  similar  creatures;  lasts  ten  minutes  per  hit 
point;  completely  drained  victims  become 
shadowforms),  or  as  per  spell  or  weapon  employed 
Special  Abilities:  Necromancy  or  Wizardry  with  seven 
Modes  at  Ability  Level,  immune  to  damage  by  normal 
weapons,  may  be  slain  by  silver  or  magical  weapons, 
dismayed  by  strong  light  (-5  to  all  actions),  dispersed 
by  magical  radiance(A  bility  Level  roll  versus  spell  level 
to  resist),  change  from  corporeal  to  spectral  form  at  will 
(change  takes  one  round),  detect  invisible,  ethereal,  or 
astral  presences  by  sight. 
Armor:  None 

Hit  Points:  49  4-drained  hit  points 
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Sardonicus 
"bottle- imps,"  as 
are  sometimes  know 
are  a  lesser  species 
of  devil  normally 
found  on  the 
plane  of 
Oblivion. 
Sardonicus 
range  in  color 
from  bright  red  to 
a  deep  purple;  the 
darker  the  imp's 
coloration,  the  greater 
its  age,  level  of  ability, 
and  power.  On  their 

home  plane,  sardonicus  serve  as  advisors,  underlings, 
and  lackeys  to  greater  devils.  Through  the  machinations 
of  Talislantan  wizards,  many  have  been  imported  to  other 
realms,  such  as  the  Shadow  Realms  and  Khazad. 

In  ancient  times,  these  creatures  were  much  in 
vogue  among  magicians,  who  favored  them  as  familiars 
and  imprisoned  them  in  amberglass  spheres  or  bottles. 
Their  malign  intelligence  and  uncanny  powers  of 
prescience  made  them  invaluable  as  occult  advisors. 
As  the  imps  are  self-sustaining,  they  were  easily 
mai  ntai  ned.  A  sphere  or  stoppered  cucurbit  of  f  i  ne  amber 
crystal  was  used  to  keep  the  creature  from  engaging  in 
at  I  east  the  more  overt  vari  eti  es  of  mi  schi  ef .  L  ess  easi  I  y 
controlled  was  the  sardonicus'  superior  intellect  and  its 
inherently  dark  and  malignant  nature.  Like  all  devils, 
sardonicus  are  trusted  only  at  one's  peril. 

An  imprisoned  sardonicus  may  be  asked  up  to 
three  questions  per  day  and  must  respond  to  the  best 
of  its  abilities.  If  a  fourth  question  is  asked,  the  imp  will 
be  at  liberty  to  either  break  free  of  its  magical  prison  or 
activate  an  ancient  and  malevolent  curse.  In  the  latter 
case,  the  sardonicus  remains  imprisoned,  but  it  gains 
control  over  its  master's  will.  Thereafter,  the  former 
master  must  do  the  bidding  of  the  sardonicus. 

Size:  4"-6",  1-2  lbs. 
Attributes: 

INT46  PERO 
WIL+3  CHA-4 
STR  -6  DEX  +2 

CON  +1  SPD  +2 

Ability  Level :  3-10+(maximum  of  16) 
Attacks/Damage:  Sting:  DR  1  plus  venom,  DR  6 
Special  Abilities:  Invocation  (Diabolism)  with  four 
M  odes  at  Ability  Level,  flight  (poor),  innate  powers  of 
divination  and  thought-reading  (range:  100'),  sense 
presences  (range:  1000') 
Armor:  Tough  skin,  PR  2 
Hit  Points:  5 
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The  Sinking  Land  is  situated  in  the  furthest 
northeastern  reaches  of  the  Wilderlands  of  Zaran,  just 
west  of  the  Volcanic  Hills  and  south  of  the  Opal 
M  ountains.  The  skies  above  this  region  are  ever  dark 
and  grey;  the  earth  below,  a  vast  quagmire  of  inert, 
brown  sludge.  Passage  through  the  Sinking  Land  is 
deemed  next  to  impossible,  the  muddy  terrain  having  a 
tendency  to  slowly  swallow  up  creatures  or  beings  who 
remain  stationary  for  more  than  a  few  minutes'  time.  A 
few  species  of  plants  and  animals  have  somehow 
managed  to  adapt  to  this  bleak  and  depressing 
environment,  including  several  varieties  of  giant  fungi, 
the  flat-rooted  barge  tree,  and  the  intelligent  mud- 
dwelling  creatures  called  Snipe. 

Snipes  are  large  mollusks  whose  shells  measure 
approximately  fourfeetin  diameter,  and  are  constructed 
of  convoluted  spirals  of  glistening  calcinate.  A  single 


appendage  serves  as  the  creatures'  eye  and  mouth  stalk; 
a  second  appendage  serves  as  a  "foot"  or  fin,  helping 
propel  the  Snipe  through  muddy  terrain. 

0n<^5TRY 

Snipes  are  a  highly  evolved  species  of  mollusk  of 
uncertain  descent.  Their  closest  relatives  may  be  the 
giant  mollusks  of  the  Dark  Coast  region. 

Jskkty 

Snipes  are  nomadic  creatures  who  burrow  beneath 
the  muddy  surface  of  theSinking  Land,  navigating  by  a 
form  of  "sonar".  In  spite  of  their  awkward  looking  bodily 
form,  snipes  are  surprisingly  swift.  They  are  able  to 
move  through  the  ground  as  fish  swim  through  water, 
and  can  w i thdraw  thei r  eye-mouth  stal ks  i nto  thei r  shel  I s 
in  the  blink  of  an  eye. 

Snipes  subsist  on  lichens,  molds,  and  various 
types  of  fungi.  They  are  social  creatures  who  travel  in 
groups  of  three- to- twelve  individuals  and  observe 
elaborate  courtship  rituals,  during  which  the  male  and 
female  intertwine  necks  and  whisper  endearments  to 
each  other.  Prior  to  mating  the  couple  submerges  into 
the  mud  for  privacy. 

Virtually  nothing  is  known  about  the  Snipe's 
reproductive  process;  young  Snipes  have  never  been 
observed  by  outsiders.  It  is  assumed  that  adult  Snipes 
hide  their  young  in  underground  warrens  in  order  to 
keep  them  safe  from  predators  until  their  shells  harden 
sufficiently  to  provide  adequate  protection.  Either  that, 
or  adults  may  actually  keep  the  young  inside  their  own 
shells,  which  are  as  resistant  to  damage  as  plate  armor. 

Snipes  are  intrigued  by  the  doings  of  other 
creatures  who  dwell  in  their  domains  and  elsewhere, 
about  whom  they  like  to  gossip  (see  sidebar).  The  are 
also  interested  in  the  movement  of  "mud-tides"  and 
"mud-currents",  which  have  an  effect  on  sub-surface 
travel. A  Snipewill  not  "swim  against  the  tide"  if  itcan 
avoid  doing  so.  Some  Snipes  are  amused  by  the 
appearance  of  humanoids,  who  they  think  look  naked 
without  shells. 


Among  these  creatures,  the  most  knowledgeable 
Snipes  are  regarded  with  the  greatest  esteem.  Such  a 
Snipe,  referred  to  as  "Great  Sage",  will  usually  be  the 
one  consulted  should  another  Snipe  wish  to  know 


"The  Snipes  in  this  region  have  been  most' 
congenial.  Last  week  a  pair  of  the  creatures,  having 
spotted  me  as  I  traveled  east  through  their  territory, 
projected  their  eye-mouth  stalks  from  the  mud  and 
called  out  to  me.  I  stopped  and  engaged  the  two  in 
conversation,  upon  which  they  informed  me  that 
the  terrain  directly  ahead  was  unsafe  for  bipedal 
creatures,  owing  to  the  presence  of  a  large  but  quite 
undetectable  pool  of  quickmire.  To  illustrate  their 
point  one  of  the  creatures  suggested  that  I  test  the 
soil  just  ahead  with  my  staff,  which  I  did.  Without 
any  great  effort  I  was  able  to  immerse  the  staff  to  a  , 
depth  of  four  feet,  and  no  doubt  could  have  easily 
gone  further,  had  it  been  my  intention  to  lose  the 
item  forever. 

1 1  expressed  my  gratitude  to  the  Snipes  in  no 
uncertain  terms,  for  their  intervention  had  no  doubt^ 
saved  mefrom  agreat  misfortune.  The  two  accepted 
my  thanks  graciously,  and  requested  a  favor  in 
return.  At  first  I  was  leery  of  their  intentions; 
however,  the  only  thing  they  asked  for  was 
information  about  where  I  came  from,  and  who  I 
was.  It  was  my  pleasure  to  comply,  and  thethreeof 
us  struck  up  a  conversation  that  continued  for  the 
better  part  of  six  days.  So  pleased  were  the  Snipes 
to  speak  with  someone  from  a  distant  land  that 
they  accompanied  me  on  my  journey,  guiding  me 

V  around  bogs,  quagmires,  and  other  obstacles.  Often 
their  unselfish  service  caused  the  Snipes  some 
inconvenience,  for  in  truth  the  wetter  the  terrain, 
the  easier  it  is  for  them  to  traverse. 

This  afternoon  I  came  to  the  far  eastern  border  of 
the  Sinking  Land,  and  was  here  compelled  to  say 
farewell  to  my  two  mollusk  friends.  We  bid  each 
other  goodbye  and  went  our  separate  ways;  I ,  much  / 
enlightened  regarding  the  race  of  Snipes  and  their  \ 
homeland,  and  they,  equipped  with  a  plentiful  j 
supply  of  knowledge,  gossip,  and  hearsay  with! 
which  to  trade  among  their  fellow  Snipes.  Suffice 
to  say  that  al  I  of  us  were  ri  cher  for  the  experience." 

_ — k.  .  


something.  Otherwise  these  creatures  have  no  leaders 
or  government. 

WmK  &  Ration 

Snipes  revere  the  deity,  Creator,  whom  they  depict 
as  an  extremely  large  and  intelligent  Snipe.  They  are 
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said  to  hold  ritual  observances  deep  underground, 
though  no  outsider  has  ever  witnessed  such  a  ceremony. 

Thir  Art? 

S n i pes  h ave a  ri c h  trad ition  of  storytelling,  which 
serves  as  both  oral  history  and  entertainment.  They  are 
sometimes  known  to  sing,  their  voices  having  a  strange 
and  almost  ethereal  quality. 

When  desiring  to  communicate  with  others, 
Snipes  extend  an  eye-mouth  stalk  some  threefeet  above 
the  earth.  They  are  fluent  in  several  tongues,  among 
them  Low  and  HighTalislan,  and  are  always  interested 
in  learning  new  languages  and  dialects.  Snipes  keep 
their  names  secret  from  outsiders. 

If  threatened,  Snipes  burrow  into  the  mud.  While 
they  are  not  violent  in  nature,  if  seriously  threatened 
Snipes  will  sometimes  tunnel  beneath  creatures  who 
mean  them  harm,  creating  cave-ins  and  pit-falls.  They 
have  no  weapons. 

^OIDIWR^ 

Snipes  have  a  unique  culture  and  an  "economy" 
based  upon  the  exchange  of  information.  They  require 
fair  payment  in  return  for  the  knowledge  that  they 
possess:  one  bit  of  gossip  or  news  for  another  is  the 
going  rate.  Insatiably  curious,  they  often  follow 
individuals  who  enter  their  territories,  listening  in  on 
their  conversations  and  occasionally  offering  their 
opinions. 

Eye-mouth  stalks  poked  above  the  ground, 
Snipes  see  and  hear  most  everything  that  occurs  in 
their  territories,  and  will  happily  relate  all  that  they  know. 
They  expect  news  in  return,  however,  and  will  not  give 
i  nf  ormati  on  u  nl  ess  th  i  s  consi  derati  on  i  s  met.  A  s  travel  ers 
in  the  Sinking  Land  are  quite  rare,  the  appearance  of 
such  individualselicits  much  excitement  amongst  these 
creatures. 

Vlpsx?  or  Dott 

The  City  of  the  Four  Winds 

It  is  perhaps  possible  that  no  reasonable  person 
would  care  to  enter  theSinking  Land  were  it  not  for  the 
legends  concerning  the  City  of  the  Four  Winds.  Once 
known  as  the  capital  of  the  ancient  kingdom  of  Elande, 


the  City  of  the  Four  Winds  is  believed  to  be  the  last 
surviving  vestige  of  an  advanced  and  enlightened 
civilization.  It  was  built  by  the  greatest  magicians  of 
Elande'sGoldenAge,  whoi nvested thecity  with  magical 
properties,  allowing  its  buildings  to  hover  suspended 
above  the  ground.  According  to  legend,  the  city  and  all 
its  treasures  and  wonders  survived  the  Great  Disaster, 
and  still  floats  somewhere  above  the  Sinking  Land, 
moving  slowly  on  the  winds.  Travelers  who  claim  to 
have  caught  a  glimpse  of  the  fabled  city  describe  it  as 
being  most  enchanting,  its  wind-worn  towers  and 
archways  still  capable  of  conjuring  up  visions  of  the 
halcyon  age  of  Elande.  The  sorcerer  Kabros  sought 
and  claimed  to  have  found  the  Lost  City.  Of  his 
discovery  he  would  only  say:  "The  city  of  the  Four 
Winds  must  be  believed  in  order  to  be  seen,  and  seen  in 
order  to  be  believed." 

y^flivrnq^R  7um 


Scavenger  slimes  are  a  variety  of  large,  single- 
celled  creatures  native  to  the  Sinking  Land  and  certain 
swamps,  deep  woodlands,  and  subterranean  regions. 
They  resemble  pale,  oozing  bags  of  viscous  fluid  and 
are  not  a  sight  recommended  to  those  who  have  weak 
stomachs.  V  i si bl e  w i thi  n  the  organi sm  i s  i ts  cytopl asm 
and  nucleus;  the  tentacle-like  appendages  attached  to 
its  surface  are  f  lagel  I  a,  which  enable  the  creatu  re  to  move 
about. 

Scavenger  slimes  feed  on  carrion  and  organic 
wastes,  which  they  ingest  by  surrounding  and 
enveloping  these  substances  within  their  bodily  forms. 
Once  consumed  in  this  manner,  the  substance  is 
dissolved  by  the  scavenger's  corrosive  internal  fluids. 
The  nutrients  and  degradable  organic  materials  are 
thereby  extracted,  leaving  only  bones  and  any  inorganic 
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materials  which  the  creature  may  have  inadvertently 
"swallowed".  These  the  scavenger  eventually  discards 
along  with  other  waste  products,  the  entire  process 
taking  a  day  or  two  to  complete.  The  areas  that  they 
i  n habi t  are  often  I  i ttered  w i th  these  materi al s. 

Size:  8'  in  height,  upto  10' in  diameter,  500+1  bs. 
Attributes: 

INT -14  PER  -5 

WIL-5  CHAN/A 
STR-2  DEX-5* 
CON  +5  SPD-1 
*  when  attacking;  otherwise,  -15 
Ability  Level:  1-5 

Attacks/Damage:  Whip-like  Flagella:  DR  4;  Acidic 

Internal  Fluids:  DR  6  per  round 

Special  Abilities:  Bodily  fluids  dissolve  all  types  of 

organic  materials,  unaffected  by  poisons,  acids,  or 

illusions 

Armor:  None 

H  itPoints:  25 

BflRQ^  TR^ 

The  barge  tree  is  an  unusual  species  of  squat, 
stumpy-limbed  tree  native  to  theSinking  Land.  Notable 
primarily  for  its  flat-edged  roots,  barge  trees  actually 
float  upon  the  surface  of  their  murky  surroundings. 
Though  incapable  of  independent  movement,  these 
organi  sms  are  propel  I  ed  to  some  extent  by  the  prevai  I  i  ng 
winds  and  so  tend  to  drift  slowly  from  one  place  to 
another. 

B  arge  trees  are  someti  mes  home  to  certai  n  speci  es 
of  birds,  who  roost  in  their  branches  and  feed  on  the 
tree' s  succulentfruits.  These  trees  are  al  so  of  ben  ef  i  t  to 
travelers  wishing  to  pass  through  the  Sinking  Land, 
who  may  rest  in  relative  safety  amidst  the  barge  tree's 
low-lying  limbs.  The  spongy  leaves  of  the  barge  tree 
are  exceptionally  buoyant,  and  can  be  used  to  create 
makeshift  "rafts"  to  keep  equipment  and  other 
necessities  from  sinking  in  the  mire. 


Ikshada  are  grisly  parasites  found  in  theSinking 
Land  and  other  isolated  locales.  There  are  three  known 
varieties:  yellow  ikshada,  which  inhabit  the  succulent 
fruit  of  the  barge  tree;  black  ikshada,  which  feed  upon 
carrion  and  arefrequently  encountered  in  tombs,  crypts, 
and  underground  habitats;  and  gray  ikshada,  an  aquatic 
species.  It  is  the  habit  of  all  three  species  to  attack  from 
hiding:  yellow  ikshada  from  within  the  melon-sized  fruit 


of  the  barge  tree,  black 
ikshada  from  coffins  or 
under  rocks,  and  gray 
ikshada  from  beneath  the 
ocean  floor  or  inside  the 
hulks  of  sunken  vessels. 


When  a  living 
creature  approaches,  the 
ikshada  springs 
forth,  biting  with 
its  powerful, 
fanged  jaws.  If  it 
succeeds  in  latching  onto  its  prey,  the  ikshada  attempts 
to  inject  the  victim  with  its  spawn,  using  its  hollow  tail- 
stinger.  The  frenzied  attack  of  an  ikshada  is  such  that 
the  victim  may  not  even  notice  that  it  has  been  stung;  a 
highly  unfavorable  situation,  for  the  spawn  become 
hatchlings  within  two  to  eight  hours  after  bei  ng  i  nj  ected 
into  a  host.  The  tiny  creatures  begin  to  feed,  slowly 
devouring  the  hostfrom  within.  Death  may  result  within 
four  days.  A  purge  or  strong  anti-parasitic  will  usually 
rid  a  victim  of  ikshada,  with  early  diagnosis  and 
treatment  affording  the  best  chance  of  survival.  Some 
claim  that  by  ingesting  noxious  or  even  poisonous 
substances,  one  can  force  the  horrid  parasite  to 
abandon  its  chosen  victim.  Such  remedies,  besides 
bei  ng  uncertai  n  at  best,  are  al  so  not  w  i  thout  a  substanti  al 
degree  of  risk. 

Size:  9"-12"  in  length,  1-3  lbs. 
Attributes: 

INT -8  PER+1 
WIL+3  CHAN/A 
STR-4  DEX+3 
CON  +1  SPD  44 

Ability  Level:  4 

Attacks/Damage:  Bite:  DR  2,  Sting:  DR  1  pi  us  injection 
of  parasitic  larvae 

S  pec i  al  A  bi  I  i  ti  es:  S ti  n g  i  nj  ects  v i  cti  m  w  i  th  1-  4  parasi  tes, 
each  capable  of  doing  one  point  of  damage  per  round 
when  fully  developed  (gestation  period  is  2-8  hours) 
Armor:  Exoskeletal  plates,  PR  6 
Hit  Points:  3 


TfllDflRflDTH 

Tamaranth  is  the  eldest  and  most  impressive  of 
Talislanta's  woodland  regions.  Thickets  of  low-lying 
trees  and  light  vegetation  dominate  the  perimeters, 
progressing  in  stages  towards  the  ever  deepening 
woods  of  the  interior.  Here,  ancient  span-oak  and 
fernwood  tower  above  the  forest  f  I  oor  thi  c  k  w  i  th  carpets 
of  moss  and  trailing  vines.  Swift  running  streams  course 
through  the  underbrush,  and  the  woods  teem  with  an 
abundance  of  plant  and  animal  life.  Two  humanoid 
peoples  live  here:  the  avian  Gryphs,  and  the  reclusive 
Ariane. 


and  mi  grated  to  Tal  i  si  anta  f  ol  I  ow  i  ng  T  he  G  reat  D  i  saster. 
Gryphs  have  inhabited  the  Forest  of  Tamaranth  for 
untold  centuries.  They  share  a  common  ancestry  with 
the  Aeriad  of  the  Seven  Kingdoms,  though  the  Gryphs 
do  not  suffer  from  the  effects  of  devolution  as  their 
western  brethren  do. 

The  Gryph  clans  live  in  eyries  built  in  the  tops  of 
the  tallest  span-oaks.  Their  dwellings  resemble  great 
bird's  nests  constructed  of  tightly  woven  vines  and 
roofed  with  canopies  of  living,  leafy  boughs.  Few  stand 
at  altitudes  of  I  ess  than  one  hundred  feet,  making  access 


An  impressive raceof  winged  humanoids,  Gryphs 
stand  up  to  seven  feet  tall,  with  wingspans  in  excess  of 
twenty-four  feet.  Their  bodies  are  covered  with  a  thick 
feathery  down,  usually  brilliant  red  or  orange  in  color. 
They  have  hawk- 1  ike  visages  and  bright,  piercing  eyes. 


Originally  the  first  inhabitants  of  Tamaranth,  the 
Gryphs  claim  descent  from  an  ancient  race  of  avians 
who  are  said  to  have  fled  from  their  ancient  homeland 


by  non-avians  a  somewhat  chancy  endeavor.  A  Gryph 
settlement  may  consist  of  as  many  as  forty  eyries,  each 
housing  a  family  of  up  to  eight  individuals.  The  largest 
settlements  often  include  great  "Council  Eyries" 
spanning  two  or  more  trees  in  length  and  breadth. 

Gryph  couples  mate  for  life  and  are  intensely  loyal 
to  and  protective  of  one  another.  While  the  female  sits 
with  her  eggs  the  male  stands  guard  from  a  higher 
vantage  point;  any  creature  that  approaches  the  nest  in 
a  threateni  ng  or  strange  manner  w  i  1 1  be  attacked  .Young 
Gryphs  remain  in  the  "nest",  fed  and  tended  by  both 


parents,  until  they  are  capable  of  independent  flight. 
Once  this  is  so  they  are  expected  to  learn  to  hunt  for 
their  own  food. 

Like  the  birds  of  prey  they  resemble,  Gryphs  are 
hunters  by  nature.  They  have  exceptionally  keen  vision, 
which  enables  them  to  spot  from  great  altitudes  even 
the  si  i  ghtest  movement  on  the  ground.  The  clans  subsist 
primarily  on  fresh  game,  usually  large  predators  and 
other  dangerous  beasts. 

The  W  i  nged  F  ol  k  (as  G  ryphs  are  someti  mes  cal  led) 
are  an  independent  and  strong-willed  race  who  prize 
freedom  above  all  things.  Gryphs  are  uncomfortable  in 
enclosed  spaces,  and  cannot  survive  for  long  in 
captivity.  They  are  an  honorable  people;  a  Gryph's  word 
is  his  or  her  bond,  and  their  promises  are  never  broken. 
Gryphs  despise  Stryx,  whom  they  regard  as  a  living 
plague.  Gryphs  will  break  off  from  other  activities  in 
order  to  attack  Stryx  who  have  ventured  too  close  to 
their  domains.  A  Gryph  who  has  been  touched  by  a 
Stryx  will  scour  the  affected  part  of  his  or  her  body  with 
sand  and  water  at  the  first  opportunity;  the  same  process 
is  used  to  clean  weapons  used  to  kill  Stryx. 

Each  Gryph  clan  has  its  own  chieftain,  who  serves 
as  leader  in  war  and  peace.  At  the  Great  Council  Eyrie, 
the  chieftains  of  all  the  clans  come  to  meet  each  year, 
during  thefirst  week  of  J  hang.  H  ere,  decisions  that  impact 
the  Gryphs  as  a  people  are  discussed.  Outsiders  who 
break  Gryph  laws  may  be  imprisoned  in  wooden  cages 
and  suspended  from  the  highest  trees.  Here  they  may 
be  all  owed  a  few  days,  or  perhaps  weeks,  to  contemplate 
the  consequences  of  their  actions.  Violent  offenders 
may  simply  be  slain  out  of  hand,  saving  all  concerned  a 
lotof  trouble. 

WmK  &  Ration 

G  ryphs  revere  the  deity  Creator,  whom  they  depict 
as  a  powerful  winged  warrior.  Unl  ike  the  A  eri  ad,  Gryphs 
hold  no  formal  religious  ceremonies  or  observances, 
though  every  Gryph  warrior  says  a  silent  prayer  to  his 
or  her  god  before  going  into  battle.  Like  A  eri  ad,  Gryphs 
believe  the  legend  of  the  "Tree  of  Life",  which  isthought 
to  be  the  ancestral  homeof  theoriginal  avian  race.  When 
a  G  ryph  dies,  the  body  is  borne  aloft  and  laid  to  rest  on 
a  bower  of  branches  atop  the  tallest  span-oak  tree. 


The  Great  Hunt  is  a  tradition  of  the  Gryph  clans  of 
Tamaranth  forest.  The  event  takes  place  once  a 
year,  following  the  spring  rains.  Only  the  most 
skilled  hunters  of  each  clan  are  allowed  to 
participate;  to  be  chosen  is  considered  a  great 
honor.  Prior  to  embarking  on  the  Hunt,  the 
participants  gather  around  the  great  council  eyrie 
atDhar.  Here  the  group  separates  into  small  hunting 
parties  of  two  individuals,  each  of  which  is  assigned 
its  own  territory.  When  this  has  been  done  the  | 
hunting  parties  fan  out  across  the  forest,  awaiting 
the  coming  of  dawn.  At  first  light  the  hunters  fly 
forth,  armed  with  duar  and  heavy  crossbows.  The 
Great  Hunt  has  begun. 

Flying  through  the  forests  of  Tamaranth,  the 
hunters  search  for  dangerous  predators  such  as 
omnivrax,  malathropes,  and  behemoths.  The  largest 
and  deadliest  predators  are  tracked  down  and 
engaged  in  combat;  fierce  battles  between  the 
hunter  and  the  hunted  are  not  uncommon.  The  vast 
majority  of  the  creatures  being  hunted  will  not  be 
killed,  but  will  instead  be  driven  out  of  Tamaranth 


\ into  the  surrounding  territories.  The  Great  Hunt 
(  lasts  for  two  weeks.  W  hen  it  is  over  the  woods  of 
Tamaranth  are  virtually  devoid  of  large  predators 
and  other  violent  creatures,  at  least  for  a  time.  At 
the  conclusion  of  the  Great  Hunt  a  feast  is  held  at 
Dharto  honor  the  participants.  Hunters  who  have 
shown  exceptional  skill  and  valor  are  awarded  with 
traditional  necklaces  made  from  the  claws  and  fangs 
of  their  prey.  They  return  to  their  clans,  to  tell  their 
people  stories  of  the  hunters'  exploits. 


Tyk  Art? 

G  ryphs  practice  few  decorative  crafts  but  are  expert 
weavers,  a  talent  which  they  use  to  good  effect  in  the 
construction  of  their  tree-top  eyries.  Gryph  songs  are 
anintegral  partof  their  people'stradition  of  oral  history. 

Gryphs  speak  avian  and  Talislan.  Gryph  names 
are  si  mi  I  ar  to  A  eri  ad  names  i  n  that  both  sound  a  I  ot  I  i  ke 
bird  calls.  For  example:  Rawk,  Kyaa,  Chak,  Kyaw,  and 
Kree.  Unlike  Aeriad,  Gryphs  do  not  "stutter"  when 
speaking,  though  they  pronounce  "ch"  or  "k"  sounds 
very  forcefully. 
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The  Winged  Folk  consider  themselves  the  self- 
appointed  guardians  of  Tamaranth  and  the  surrounding 
envi  rons,  and  are  known  to  patrol  far  beyond  the  borders 
of  their  own  territories.  They  are  skilled  in  the  use  of  a 
type  of  two- pronged  spear  cal  I  ed  the  duar  and  the  heavy 
crossbow,  utilizing  either  sharp  or  blunt  quarrels. 
Normally,  each  clan  guards  its  own  grove  of  trees  and 
the  territories  beneath  them.  However,  in  times  of  grave 
danger  two  or  moreclans  will  join  forces.  At  such  times 
theforests  resound  with  the  pierci  ng  war-calls  of  G  ryph 
warriors,  a  prelude  to  battle. 

Gryph  clans  trade  hides,  horn,  weapons,  tools, 
and  other  useful  goods  among  themselves,  and  also 
with  certain  Orgovian  bands.  They  also  trade  rare  herbs 
to  the  A  ri  ane  i  n  exchange  for  heal  i  ng  salves  and  phi  I  tres. 

(llVRLVVKUl 

Through  their  travels  and  communications  with 
other  avian  species,  the  G  ryph  clans  are  often  aware  of 
events  that  have  transpired  in  even  the  most  far  away 
places.  W  ith  the  exception  of  the  A  ri  ane,  and  to  a  lesser 
extent  the  Blue  Aeriad  of  Vardune,  they  have  close 
relations  few  peoples.  Although  they  are  territorial  by 
nature,  G  ryphs  will  someti mes  I eave thei r  ey ri es  to  travel 
to  distant  lands.  A  rarefew  have  chosen  to  live  amongst 
men,  taking  to  adventuring  for  profit  or  working  as 
mercenary  scouts,  guides,  or  bounty  hunters.  H  owever, 
the  majority  of  G ryphs  consider  such  prospects  to  be 
only  slightly  more  desirable  than  contracting  a  case  of 
gange  (also  known  as  "the  slow  death"). 

Qryph  5VTTLXnKDT7 
Dhar 

Located  in  the  southern  Woods  of  Tamaranth, 
Dhar  is  the  largest  of  all  Gryph  settlements,  consisting 
of  nearly  a  hundred  communal  eyries  nestled  high  in 
the  treetops.  A  mong  these  is  the  ancient  Counci  I  Eyrie, 
where  the  chieftains  of  all  the  Gryph  clans  come  to  meet 
each  year  during  the  first  week  of  the  month  of  J  hang. 

Span-oak  is  a  giant  species  of  deciduous  tree  that 
can  attain  heights  of  over  two  hundred  feet.  The  limbs 
of  this  tree  are  strong  and  sturdy  and  generally  span  a 
distance  equal  to  the  tree's  height  (hence  its  name,  span- 
oak).  The  avian  G  ryphs  make  their  eyries  in  these  great 
trees,  which  purportedly  live  for  thousands  of  years. 


The  tree  sheds  about  a  fourth  of  its  branches  each  fall, 
thef  al  I  en  I  i  mbs  bei  ng  coveted  as  excel  I  ent-qual  ity  ti  mber 
in  many  lands. 

ThK  oioopy  or 

Tamaranth  is  the  eldest  of  all  Talislantan 
woodlands,  its  most  ancient  trees  believed  to  be  well 
over  two  thousand  years  old.  Tamaranth  is  the  only 
Talislantan  forest  believed  to  have  remained  unaffected 
by  The  G  reat  D  isaster,  a  condition  that  may  be  attri  buted 
to  its  inhabitants,  the  A  riane. 

The  A  riane  are  striking  in  appearance.  They  have 
skin  the  color  of  onyx,  long  snowy-white  hair,  and  grey 
eyes  flecked  with  sparkling  silvery  motes.  Tall  and 
slender  of  build,  A  riane  exhibit  a  grace  and  serenity 
approximated  only  by  the  enchanting  folk  of  A  star  or 
Thaecia.  Their  mode  of  dress  is  simple  but  elegant:  their 
capes,  flowing  garments  and  high  boots  are  all  made  of 
spinifax,  asilken  cloth  derived  from  the  flax-bearing  pods 
of  the  thistledown  plant. 

flrx^TRY 

The  Ariane  are  the  oldest  of  Talislanta's 
inhabitants.  The  fabled  mystic,  Hotan,  referred  to  them 
as  "the  Elder  Ones",  and  claimed  to  have  discovered 
Ariane  records  dating  back  to  the  Time  Before  Time. 
Talislantan  scholars  now  believe  that  the  Ariane  were 
originally  not  native  to  Talislanta,  but  came  here  ages 
ago  when  their  own  home  was  ravaged  by  a  terrible 
cataclysm. 

5o^TY 

In  the  north  central  region  of  Tamaranth, 
surrounded  on  three  sides  by  the  purple-hued  peaks  of 
the  Amethyst  Mountains,  is  a  sylvan  valley  of  rare 
beauty.  The  woods  here  exude  an  ancient  magic,  as  if 
permeated  with  the  essences  of  a  forgotten  age.  At  the 
foot  of  the  mountains  stands  the  maze-city  of  Altan, 
home  of  the  A  ri  ane.  A I  tan  is  a  f  abul  ous  city  carved  from 
a  single  mound  of  violet  stone,  using  only  magic. 

Ariane  dwellings  are  enchanting  creations  of 
smoothly  polished  arches,  tunnels,  and  spirals  of  violet 
stone.  Furnishings  of  living  plants  and  trees  decorate 
the  interior  of  these  structures,  no  two  of  which  are 
alike.  Water  is  provided  by  running  streams,  which  pass 
through  and  amongst  the  Ariane  dwellings,  gathering 
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in  pools  and  grottoes.  In  all  the  city,  there  is  not  a  single 
door  or  lock  —  noArianewould  ever  steal  from  another. 

When  Ariane  decide  to  take  a  mate,  the 
commitment  is  notj  ustfor  life  but  for  all  eternity.  Such 
"soul-mates"  may  remain  bonded  to  each  other 
throughout  numerous  incarnations,  humanoid  or 
otherwise.  Ariane  children  are  wise  far  beyond  their 
years;  the  A  ri  ane  cl  ai  m  that  thi  s  is  because  thei  r  of  f  spri  ng 
have  lived  before  in  other  incarnations.  It  is  true  that 
Ariane  young  seem  to  have  an  intuitive  grasp  of  their 
culture,  and  require  little  in  the  way  of  training  or 
instruction  during  theirearly  years.  A  rianeare remarkably 
calm  and  patient,  showing  no  outward  emotion  even 
under  the  most  stressful  situations.  They  never  argue, 
nor  do  they  ever  lie.  Rather  than  utter  an  untruth,  an 
Ariane  will  simply  say  nothing. 


The  ways  of  the  A  riane  are  difficult  for  others  to 
comprehend.  On  the  surface,  they  seem  closed  and 
introspective,  as  if  dreaming  or  lost  in  thought.  In  truth, 
the  Ariane  possess  an  altogether  different  view  of  the 
world  than  most  Talislantans,  and  are  practitioners  of 
the  mystic  doctrine  known  as  Transascendancy  —  a 
philosophy  based  on  the  concepts  of  reincarnation  and 
animism. 

The  Ariane's  belief  in  Transascendancy  has 
influenced  their  culture  in  many  ways.  To  theA  riane,  all 
creatures  great  and  small,  and  even  inanimate  materials 
such  as  stone  and  water,  are  alive.  Fearing  to  do  harm  to 
some  reincarnating  lifeform,  theA  riane  eat  only  ri  pened 
fruits  and  vegetables.  Their  tools  and  utensils  are 
fashioned  from  stone  or  dead  wood,  never  from  living 
trees.  Ariane  make  a  distinction  between  physical  age 
and  "spiritual  age";  i.e.,  the  number  of  incarnations  that 
a  given  spirit  has  gone  through.  Spirits  who  have 
experienced  seven  or  more  incarnations  are  deemed 
"wise"  or  "venerable"  by  theA  riane.  All  others  are  still 
considered  "young". 

Ariane  value  the  experience  of  existence  above 
all  things,  and  consider  knowledge  to  be  the  greatest  of 
treasures.  They  record  the  collective  histories  and 
experiences  of  their  people  on  tamar  -  orbs  of  violet 
stone,  magically  imbued  with  the  thoughts  and 
memories  of  those  who  create  them.  Each  Ariane  has 
his  or  her  own  tamar,  within  which  is  contained  the  sum 
total  of  that  individual's  experiences.  The  devices  are 
also  used  to  contain  messages,  historical  data,  and  other 
information.  By  the  exchange  of  tamar,  the  Ariane  are 
abl e  to  communi cate  thei  r  thoughts  and  feel  i  ngs  i  n  ways 


which  mere  words  cannot  convey.  The  great  obelisk 
that  stands  at  the  center  of  the  maze-city  of  Altan  is 
actually  a  massive  tamar,  which  has  served  as  a 
repository  for  theaccumulated  knowledge  of  theA  riane 
and  their  ancestors  for  countless  centuries. 

Ariane  Elders,  known  for  their  mastery  of 
Transacendency,  serve  as  advisors  to  their  people. 
W  hen  deci si  ons  of  great  i  importance  are  to  be  made  the 
E I  ders  gather  around  A I  tan' s  central  obelisk  and  meditate 
on  the  problem,  sometimes  for  days  or  even  weeks. 
When  they  have  arrived  at  a  solution  the  Elders  call 
thei r  peopl e  together  and  expl ai  n  thei r  vi ews. 

TheArianehavenoformal  laws,  butbelievefirmly 
i  n  the  ri  ght  of  ai  1 1  i  vi  ng  thi  ngs  to  exi  st  i  n  peace.  H  owever, 
individuals  or  creatures  which  engage  in  violent  or 
disruptive  acts  are  dealt  with  decisively.  The  usual 
punishment  is  banishment  from  Tamaranth,  though 
violent  offenders  may  be  imprisoned  in  cages  of  living 
wood.  The  length  of  interment  varies  according  to  the 
severity  of  the  infraction,  the  Ariane's  somewhat 
abstract  conception  of  time  often  tending  to  add  to  the 
duration  of  such  stays. 

WmK  &  Ration 

J  oi  ned  i  n  spi  ri  t  as  members  of  the  nature-oriented 
"cult"  of  T  ransascendancy,  A  riane  are  able  to  commune 
with  all  things  in  nature  (see  sidebar).  Masters  of 
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^oiDnxonq  ojith  Datura 


f  The  Ariane  possess  a  unique  view  of  existence, 
[  attributing  sentient  virtues  to  all  things  in  nature 
plants,  trees,  earth,  stone,  wind,  water,  and  so  on 
By  communing  with  nature,  they  are  able  to 
\  communicate  telepathically  with  the  elemental 
spirits  that  reside  in  such  entities  -  creatures 
invisible  on  the  material  planes,  but  existing  in 
tangibleformontheElemental  Plane.  For  example, 
earth  and  stone  are  often  reluctant  to  answer 
questions  in  haste,  preferring  instead  to  ponder  for 
a  ti  me  before  maki  ng  thei  r  reply.  L  akes,  streams  and 
other  bodies  of  water  possess  knowledge  of  events^ 
transpiring  within  their  depths  but  may  have  a  ( 
distorted  view  of  occurrences  reflected  in  their 
surfaces  due  to  the  action  of  waves  and  ripples. 

Carried  upon  thewindsarecountl  ess  secrets,  many 
from  far-distant  lands.  Even  the  most  modest  breeze 

fmay  know  a  thing  or  two,  though  elemental  spirits 
of  the  air  are  unable  to  discern  whether  the  words 
they  bring  are  true  or  false.  Plants  and  trees,  having 
a  marked  I  ack  of  i  nterest  i  n  the  aff ai  rs  of  men,  may 
also  prove  to  be  limited  sources  of  information. 
Commune  with  beasts  and  animals  may  yield  more 
productive  results,  providing  the  creature  being 
addressed  is  not  occupied  with  other  concerns. 

1  .  


Transascendancy  claim  to  be  able  to  "read"  a  person's 
past  lives.  H  igh  M  asters  of  the  art  are  reportedly  able  to 
maintain  a  constant  consciousness  throughout  any 
number  of  future  incarnations,  and  can  choose  the 
nature  of  their  successive  future  reincarnations.  To  the 
Ariane,  time  is  "the  river  upon  which  all  living  things 
flow  enrouteto  their  next  incarnation".  "Following  the 
river"  in  astral  form,  High  M  asters  are  said  to  be  able 
see  into  the  past  or  the  future. 

When  an  Ariane  dies,  there  is  no  mourning.  It  is 
merely  part  of  the  cycle  of  life,  death,  and  renewal.  The 
body  is  returned  to  the  earth,  and  the  spirit  moves  on  to 
its  next  incarnation.  Finally,  the  deceased's  tamar  must 
be  brought  before  the  great  obelisk  atAltan,  so  that  his 
ife  experiences  can  be  transferred  within. 

Th^  Art? 

Ariane  arts  and  crafts  are  all  accomplished  by  the 
use  of  Transascendant  magics.  Tools  are  never 
employed,  norareliving  things  ever  harmed  in  order  to 
make  such  implements  and  items  as  the  Ariane  require. 


A  riane "  rock  scul  pture"  is  the  process  of  gently  shapi  ng 
stone  without  the  use  of  hammer  or  chisel;  a  single 
work  may  take  a  I  if  eti  me  or  I  onger  to  compl  ete.  T  he  M  aze- 
City  is  such  a  work,  on  a  vast  scale.  Ariane  music  is 
comprised  of  natural  sounds:  the  calls  of  insects,  avians, 
and  animals;  the  sound  of  water  coursing  along  a 
stream;  the  whisper  of  the  wi nd.  A  ri ane  "conduct"  thei r 
ambient  symphonies  of  sound  by  communing  with  the 
elemental  spirits  around  them. 

All  Ariane  are  fluent  in  the  Elder  Tongue,  old 
Archaen,  and  common  Low  Talisl an.  Additionally,  their 
Transascendant  abilities  allow  them  to  commune  with 
all  things  in  the  natural  world.  A  mongtheirown  people, 
Arianedo  not  use  names,  for  each  knows  who  the  other 
is. 

While  the  Ariane  are  a  non-violent  people,  they 
are  not  averse  to  the  use  of  force  when  it  comes  to 
defending  their  lives  or  land,  and  many  are  surprisingly 
proficient  with  their  weapons.  Mounted  on  swift 
si  I  vermanes,  bands  of  A  ri  ane  regul  arly  patrol  the  hei  ghts 
surrounding  their  Maze-City  of  Altan.  Unwanted 
intruders  are  sternly  urged  to  depart,  occasionally 
encouraged  by  a  fusillade  of  arrows.  In  extreme  cases, 
A  riane  reserve  the  right  to  ki  1 1 ;  the  A  riane  prefer  to  thi  nk 
of  this  as  just  another  way  of  hastening  the  natural 
process  of  reincarnation. 

^OIDIWR^ 

Visitors  to  the  maze-city  arefew,  this  due  as  much 
to  A I  tan '  s  i  so  I  ated  I  oc  ati  o  n  as  to  th  e  rec  I  u  si  ve  n  atu  re  of 
the  Ariane  themselves.  Gryphs  from  the  surrounding 
forests  of  Tamaranth  sometimes  come  here  to  obtain 
medicinal  mixtures,  orto  deliver  newsfrom  other  regions. 
The  A  riane  also  provide  the  G  ryph  clans  with  bolts  of 
fine  spinifax,  which  the  G  ryphs  use  to  barter  for  goods 
from  other  lands.  Travelers  in  need  of  food  or  shelter 
are  never  turned  away,  though  outsiders  not 
accompanied  by  a  Druas  (see  Worldview)  may  not 
remain  in  the  maze-city  for  longer  than  seven  days. 

GJORLLWOl 

The  A  riane  are  strict  neutrals;  they  never  involve 
themselves  in  the  affairs  of  other  peoples  or 
governments.  Secure  in  their  hidden  city  they  have 
remai  ned  al  oof  from  the  aff  ai  rs  of  other  Tal  i  si  antans  for 
thousands  of  years.  The  majority  of  the  Ariane  spend 
their  enti  re  lives  i  n  thecity  of  A  Itan,  where  they  stri  ve  to 
master  the  secrets  of  Transascendancy.  Y  et  for  some, 
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the  search  for  enlightenment  requires  them  to  journey 
beyond  the  Forest  of  Tamaranth,  perhaps  even  to  distant 
lands.  Such  individuals  are  known  asaDruas,  meaning 
"seeker".  Ariane  encountered  outside  of  Altan  will 
always  be  Druas,  who  have  left  the  maze-city  to  gather 
experiences  in  the  outside  world. 

flRlflrX  y^TTLXID^DT? 
TheMaze-C  ity  of  Altan 

Altan  is  a  place  of  magical  beauty,  its  timeworn 
structures  overhung  with  all  manner  of  fruiting  and 
flowering  vines.  The  maze-city  was  fashioned  over 
centuries  of  time  from  a  single  mound  of  violet  stone. 
Radiating  outward  from  a  central  obelisk,  each  of  the 
city's  many  unique  structures  was  designed,  formed, 
and  polished  smooth  solely  through  the  use  of 
Transascendant  magics.  Altan  is  situated  in  a  wooded 
valley  surrounded  on  all  sides  by  the  Amethyst 
M  ountains. 


ididor  a^DTflu 


M  inor  elementals  are  nature  spirits  that  inhabit 
both  theElemental  Plane  and  theTalislantan  continent. 
These  benign  entities  blend  into  their  natural 
surroundings  and  are  almost  impossible  to  detect.  Y  et 
every  blossom,  blade  of  grass,  pebble,  or  other  bit  of 
natural  matter  harbors  a  minor  elemental.  They  are  as 
numerous  as  grains  of  sand,  or  the  countless  dew  drops 
that  speckle  every  forest  of  every  world  on  the  material 
plane. 

If  summoned  by  magic,  or  by  one  who  knows 
how  to  commune  with  the  natural  world,  minor 
elementals  will  make  their  presence  known.  They 
generally  appear  as  tiny  imps  or  sprites,  one  or  two 


inches  in  height,  identical  in  coloration  to  the  organic 
matter  that  they  chose  to  inhabit.  All  are  comprised  of 
ambient  elemental  energy,  and  they  possess  talents 
related  to  their  natural  forms. 

Size:  l"-2" 
Attributes: 

INT-2  PER+2 
WIL-2  CHA+2 
STR-5  DEX+2 
CON  -2  SPD  +10 

Ability  Level:  1-5 

Attacks/Damage:  Energy  Attack  by  touch  at  Ability 
Level  DR 

Special  Abilities:  Elemental  M  agi  cor  Natural  M  agic  with 
Attack  and  two  other  M  odes  at  Ability  Level,  create 
area  of  elemental  force  (up  to  one  foot  in  diameter  per 
Ability  Level),  vulnerable  only  to  magical  weapons, 
opposing  elemental  forces,  and  negative  energy 
Armor:  None 

HitPoints:  1  per  A  bility  Level 

CJRflQ 

Urag  is  a  harsh  and  wind-swept  region  of  arid 
plains,  winding  canyons,  and  sprawling  mountain 
ranges.  Once  a  thriving  forest,  the  area  has  slowly  been 
reduced  to  a  near  wasteland  by  centuries  of  neglect  and 
abuse.  Its  streams  are  fouled  with  offal  and  refuse,  its 
woods  felled  for  timber  and  fuel,  its  hills  and  mountains 
ravaged  by  crude  mining  techniques.  None  but  the 
hardiest  species  of  plants  or  animals  can  thrive  in  Urag, 
though  numerous  varieties  of  mutated  lifeformscan  be 
found  here.  The  individuals  responsiblefor defiling  this 
land  are  a  brutish  folk  known  as  the  U  r. 

Standing  between  seven  and  eight  feet  tall  and 
weighing  upward  of  five  hundred  pounds,  the  Ur  are 
frightening  to  behold.  They  have  leathery  hide  of  a 
yellow-green  color,  curved  fangs,  and  facial  features  of 
a  most  unendearing  sort:  furrowed  brows,  pointed  ears, 
and  deep-set  black  eyes.  Necklaces  of  teeth  and  bone, 
pieces  of  hammered  plate  armor,  and  filthy  garments 
made  of  fur  and  hide  constitute  the  typical  Urclansman's 
wardrobe.  Rings  of  black  iron  are  commonly  employed 
to  restrain  their  hair,  which  the  Ur  wear  in  double  or 
triple  topknots. 


T  he  U  r  are  a  savage  race  w  ho  settl  ed  i  n  the  reg i  on 
after  being  driven  from  southern  Narandu  by  advancing 
hordes  of  I  ce  G  i ants.  Tal i si antan  natural  i sts  of  the  N  ew 
Age  theorize  that  they  are  an  offshoot  of  the  K  harakhan, 
a  raceof  giants  who  hail  from  theW  ilderlandsof  Zaran. 

Ur  live  in  crude  fortresses  of  stone  and  earth, 
which  they  optimistically  refer  to  as  "castles".  There 
are  th  ree  m ai  n  U  r  c  I  an s,  eac h  of  w  h i  c  h  resi  des  i  n  i  ts  o  w  n 
settl ement.  T  hese  f ol  k  subsi  st  on  a  di  et  of  roasted  beast- 
flesh,  tubers,  and  a  type  of  sour  and  foul-smelling  cheese 
made  from  spoiled  erd's  milk,  called  uryan.  It  is 
considered  an  acquired  taste  at  best.  A  type  of  grog, 
brewed  by  Darkling  slaves  from  tubers,  is  the  favorite 
drink;  the  cheaper  and  stronger,  the  better. 

Ur  mate  indiscriminately,  the  dominant  males 
choosing  whatever  females  they  desire.  Females  must 
often  attempt  to  repulse  the  advance  by  force  if  they  are 
not  interested.  Ur  children,  referred  to  as  "brats",  are 
wild  and  undisciplined.  They  roam  all  over  untended 
and  must  make  do  with  whatever  scraps  of  food  they 
can  find.  In  any  Ur  settlement  the  adult  males  eat  first, 
followed  by  the  adult  females,  and  lastly,  the  young. 
Brats  learn  quickly  to  fight  for  food  or  starve;  a  useful 
esson  in  Ur  philosophy,  and  about  the  only  training  or 
education  an  Ur  child  can  expect. 


The  Ur  are  a  warlike  folk  who  rule  by  force  of 
arms.  They  are  crude  and  vulgar,  with  the  manners  of 
swine,  and  are  prone  to  outbursts  of  violence.  U  r  bel  ieve 
that  only  the  strong  survive,  and  the  weak  follow  orders 


or  perish.  Ur  admire 
strength  and  power;  it  is 
the  only  thing  they 
respect.  Whenever 
possible,  U r  use  their 
ability  to  read  emotions  to 
gain  advantage  over  their 
enemies  and  rivals. 

Each  clan  is  ruled  by 
an  U  r-K  i  ng .  N  ext  i  n  I  i  ne  are 
his  Warlords, 
commanders  of  the  armies 
of  the  U r  clans,  which 
range  far  and  wide  across 
the  ravaged  terrain  of 
Urag.  Ur  shamans  serve  as  advisors  to  the  Warlords 
and  the  King.  The  Ur  Kings  makes  whatever  laws  he 
sees  fit  for  his  clan.  I  ndividuals  who  have  committed  an 
offense  are  cruelly  punished  or  put  to  death  (see 
sidebar). 

\T)mK  &  Ration 

The  Ur  have  no  gods,  but  prostrate  themselves 
before  immense  stone  idols.  The  nature  and  origin  of 
these  monstrous  effigies  is  unknown,  even  to  the  Ur 
themselves.  Scholars  believe  they  were  fashioned  long 
before  the  Ur  clans  settled  in  Urag.  I  cons  depicting  these 
three-eyed  idols  are  sometimes  worn  by  Ur  shamans, 
and  are  said  to  have  magical  properties.  However,  the 
shamans  of  Urag  are  generally  regarded  as  charlatans, 
most  seemingly  incapable  of  performing  any  but  the 
simplest  hoodoos  and  charms.  The  U  r  dispose  of  their 
dead  by  dumping  them  into  a  moat  or  well. 

Th^  Art? 

Ur  have  no  tradition  of  music,  art,  or  dance.  They 
force  Darkling  slaves  to  play  and  dance  when  in  the 
mood  for  entertainment.  Crafts  are  limited  to  weapons, 
tools,  and  implements;  craftsmanship  is  crude  at  best. 
The  Ur  possess  some  talent  for  the  making  of  siege 
engines  such  as  fire-throwers,  war  towers,  crude  battle 
wagons,  and  scourges.  They  also  brew  alchemical  toxins 
and  slag,  dumping  the  remains  into  streams  and  lakes. 

U  r  speak  a  rude  version  of  the  N  orthron  tongue, 
I  i  beral  I  y  p  u  n  ctuated  w  i  th  c  u  rse  w  o  rds  an  d  ep  i  th  ets.  M  al  e 
names  are  monosyl  I  abi  c  and  harsh  to  the  ear,  as  i  n  G  rud, 
V  rak,  D  urg,  and  G  rag.  Female  names  are  little  better,  but 
end  in  a  vowel. 
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A  cruel  and  domineering  folk,  the  Ur  clans  long 
ago  subjugated  the  miserable  creatures  known  as 
Darklings,  a  wretched  race  of  humanoids  who  once 
controlled  the  region  of  Urag  called  the  Darklands.  Ur 
employ  hordes  of  these  creatures  as  low-class  infantry, 
and  as  slave- laborers  in  their  mines  and  timber-cutting 
operations.  Of  more  use  to  the  U  r  are  the  Stryx,  a  race  of 
humanoid  avians  who  someti  mes  serve  the  U  r  as  scouts, 
spies  and  messengers.  Generally  speaking,  the  U  r  regard 
them  as  useful,  if  treacherous  and  untrustworthy, 
subordinates. 

Barter  is  used  extensively  for  inter-clan  dealings, 
though  Ural  so  know  the  value  of  gold  and  use  currency 
when  it  is  available.  Darkling  slaves  produce  most  of 
thetools,  weapons,  and  implements  that  theUrrequire. 
U  r  slave-drivers  make  sure  that  they  meet  their  quotas. 
W  hen  not  at  war,  the  three  U  r  clans  occasional ly  trade 
amongst  each  other. 

(LlVRLVVKUl 

S i nee thei r  arrival  from  the  N  orthl ands,  the  U  r  cl ans 
have  succeeded  in  ravaging  much  of  Urag.  They  have 
hunted  many  ani  mal  speci  es  i  nto  exti  ncti  on,  ki  1 1  i  ng  great 
numbers  of  creatures  in  order  to  indiscriminately  harvest 
the  hides,  claws  and  meat.  They  have  felled  entire 
woodlandsfor  timber  and  firewood,  and  have  ruthlessly 
stri  pped  the  hi  1 1  s  and  mountai  ns  of  val  uabl  e  ores,  I  eavi  ng 
behind  gaping  pits  and  mounds  of  toxic  slag  .  Having 
squandered  much  of  U rag's  natural  resources,  it  is 
bel  i  eved  that  the  U  r  cl  ans  must  eventual  ly  seek  to  expand 
into  "fresh"  territories  —  perhaps  A  rim,  the  Seven 
Kingdoms,  or  the  Plains  of  Golarin.  In  order  for  such 
pi  ans  to  succeed,  uni  f  i  cati  on  of  the  three  U  r  cl  ans  woul  d 
be  required  —  an  event  feared  by  many  Talislantans. 

(Jr  y^TTL^ID^DTy 
K  rag,  V  odruk  and  G  rod 

The  U  r  clans  have  three  large  settlements:  K  rag, 
Vodruk,  and  Grod.  These  primitive  stone  fortresses 
consist  primarily  of  rude  hovels  made  of  earth,  cracked 
stone,  and  rough-cut  timbers.  Surrounding  each 
settlement  is  a  ditch  filled  with  raw  sew  age  and  crawling 
with  scavenger-sl i mes,  urthrax  and  other  vermi n.  T hese 
places  are  havens  for  disease  and  filth,  and  contribute 
much  to  the  pollution  of  the  local  environs.  Conflicts 
between  the  three  rulers  and  their  disparate  factions  are 
common,  and  often  result  in  bloodshed. 


The  Ur  have  little  tolerance  for  slackers,  thieves, 
and  spies.  Those  who  commit  such  offenses  face  f 
certain  retribution,  often  of  the  most  grisly  sort. 
There  are  several  forms  of  corporal  punishment 
commonly  practiced  by  the  U  r.  The  first  and  most 
common  is  imprisonment  in  a  crude  spherical  cage 

}  made  of  hammered  metal,  called  an  iron  orb.  V  ictims 
usually  have  to  squat  to  fit  into  these  devices,  which 
are  intended  to  be  cramped  and  extremely 
uncomfortable.  Once  the  victim  is  inside,  the  cage  1 
is  either  rolled  down  the  side  of  a  mountain  or 
attached  to  the  tail  of  a  wild  beast,  such  as  a 
behemoth  or  omnivrax,  which  is  then  set  free  and 

11  al  I  owed  to  run  w  here  it  wi  1 1 .  M  any  U  r  gather  around 
to  watch  the  spectacle,  which  may  be  repeated^ 
several  times,  depending  upon  the  severity  of  the 
crime  and  the  durability  of  the  offender.  Fatalities 
are  not  uncommon,  though  victims  who  survive 
five  rolls  may  be  considered  "rehabilitated"  and 
allowed  to  go  free. 

For  the  most  serious  offenses  the  favorite 
punishment  is  "trolling".  This  procedure  involves 
^binding  the  offender  hand  and  foot  with  iron 
(  manacles,  then  using  a  chain  winch  to  lower  the 
I  victim  head-firstintoamoatorpitfilled  with  sew  age, 
stagnant  water,  and  hordes  of  vermin  such  as 
urthrax  and  alatus.  The  objective  is  not  to  drown 
the  victim,  but  to  repeatedly  dunk  the  offender  in 
and  out  of  the  water;  in  essence,  to  use  the  victim 
as  bait  for  the  many  vermin  and  scavengers  that 
I  i  ve  i  n  the  moat.  T he  puni  shment  i  s  regarded  by  the 
Ur  as  fine  entertainment,  and  often  continues  until 
there  is  little  left  of  the  victi  m  but  bones. 


YL(KKy  or  Dott 

Acid  Plains 

For  centuries  the  Ur  have  used  this  place  as  a 
dumping  ground  for  waste  products  derived  from  their 
slag  furnaces.  Crews  of  Darkling  slave  laborers,  assigned 
to  dump  or  retrieve  wagonloads  of  toxic  wastes,  are 
generally  the  only  humanoid  beings  who  ever  enter  the 
Acid  Plains.  The  Plains  are  largely  devoid  of  life,  with 
the  exception  of  abominations,  urthrax  and  other  types 
of  mutated  vermin. 


I 
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TheToxic  Hills 

Source  of  the  Smoke  River,  this  area  was  once 
used  for  the  testing  of  poisonous  alchemical  agents, 
which  the  Ur  hoped  to  develop  for  use  in  warfare.  The 
chance  discovery  of  a  substance  known  as  quintoxin 
led  to  the  inadvertent  contamination  of  the  entire 
highland.  The  clans  evacuated  the  area  post  haste, 
leaving  behind  several  hundred  gallons  of  quintoxin  in 
large,  open  cauldrons.  The  status  of  this  virulent 
substance  remains  unknown;  Darkling  slave  crews  sent 
into  the  area  have  never  returned,  and  the  region  is 
considered  completely  uninhabitable. 

The  Smoke  River 

Running  south  beyond  theToxic  Hills,  theSmoke 
River  is  so  polluted  that  it  boils,  giving  off  clouds  of 
noxi  ous  steam  or  smoke.  N  o  natural  I  if  ef  orms  can  tol  erate 
these  waters,  though  abominations  are  rumored  to  dwell 
in  the  roiling  deeps. 

OQRIPHflDT 


Ogriphants  are  ponderous  quadrupeds  native  to 
the  land  of  U  rag  and  the  forests  and  jungles  of  northern 
and  western  Talislanta;  a  shaggy-haired  variety  called 
the  wooly  ogriphant  is  known  to  dwell  among  the 
Northern  Reaches.  In  the  wild,  ogriphants  are  usually 
placid,  though  they  can  become  quite  aggressive  during 
the  mating  season.  With  their  long  tusks,  horns,  and 
great  body  mass,  these  creatures  are  more  than  capable 
of  defending  themselves  against  most  types  of 
predators. 

Ogriphants  have  been  domesticated  in  several 
lands,  where  they  are  used  primarily  as  burden  beasts, 
to  help  clear  jungle  or  forest  land,  and  as  transportation. 
In  U  rag  and  other  places  the  beasts  are  trained  for  use 


in  war  and  outfitted  with  plate  armor  and  wooden  battle 
towers.  In  some  places,  ogriphants  are  hunted  for  their 
ivory,  which  brings  up  to  ten  gold  lumens  per  pound. 

Size:  8-9' at  shoulder,  2,000+lbs. 
Attributes: 

INT-7  PER-1 
WIL+3  CHAN/A 
STR  +10  DEX  -8 

CON  47  SPD  -2 

Level:  3-6 

Attacks/Damage:  Tusks:  DR  20,  Trample:  DR  30 
Special  Abilities:  Trunk  can  be  used  to  grasp  objects 
Armor:  Hide,  PR  2 
H  itPoints:  67 

The  malavrax  is  a  twisted  hybrid  of  malathrope 
and  omnivrax  found  in  Urag  and  other  wilderness 
regions.  Scholars  of  ancient  arcana  theorize  that  the 
creature  is  either  some  Archaen  magician's  idea  of  a 
joke  or  the  result  of  a  deadly  experiment  in  sorcerous 
hybridization.  Whatever  their  origins,  malavrax  combine 
certain  of  the  more  extreme  attributes  of  its  two  forebears. 
Like  malathropes,  they  are  night-black  in  appearance 
and  possess  a  sinister  intellect  and  poisonous  bite.  Like 
omnivrax,  they  are  most  unparticular  with  regard  to  their 
diet  and  will  eat  practically  anything. 

Observers  have  noted  that  malavrax  are  quite 
deranged  and  tend  to  exhibit  sudden  and  extreme  mood 
shifts,  ranging  from  hysteria  to  rage  and  black 
depression.  The  noted  naturalist,  Thystram,  purported 
to  have  witnessed  a  malavrax  devour  itself  in  a  spasm  of 
pure  spite. 

Size:  7-8'  in  length,  500-600+lbs. 
Attributes: 


PER +5 
CHA-6 
DEX +3 
SPD  46 


INT +5 
WIL-3 
STR  46 
CON  4-2 
Level:  4-20 

Attacks/Damage:  Bite:  DR  12  plus  poison  (CON  roll  at- 
2  or  vi  cti  m  i  s  too  terri  f  i  ed  to  offer  resi  stance) ,  C I  aw  s:  D  R 
12;  total  of  two  attacks 

Special  Abilities:  Night  vision,  immunity  to  magical 
influence  and  control,  detect  prey  by  sound  and  scent 
(range:  100'+) 
Armor:  Scales,  PR  3 
H itPoints:  59 
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THE  NORTHERN  REACHES 
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(JRTHRflX 

Urthrax  are  an 
insidious  species  of 
vermin  found 
throughout  the 
continent  of 
Talislanta,  from  the 
Toxic  H  illsof  U  rag  to 
the  Western  Lands 
and  beyond.  They 
are  exceptionally 
prolific,  reproducing 
at  an  astounding 
rate;  the  naturalist, 
Thystram,  estimated 
that  a  si  ngle  female  can  gi  ve  bi  rth  to  as  many  as  two  thousand 
urthrax-spaw  n  i  n  i  ts  si  x-year  I  i  fed  me. 

Urthrax  dwell  in  filth,  preferring  such  places  as 
refuse  dumps,  cesspools,  brackish  waters,  and 
graveyards.  They  subsist  on  all  manner  of  organic 
wastes,  and  are  unaffected  by  most  sorts  of  pollutants 
and  toxins.  Protected  by  a  cartilaginous  exoskeleton 
and  a  noxious  odor,  urthrax  are  generally  threatened 
only  by  larger  predators,  such  as  aramatus,  skalanx, 
and  kra.  The  bite  of  these  wretched  creatures  is  believed 
to  cause  any  number  of  afflictions,  including  the  Red 
Death. 

U  rthrax  are  common  to  the  sewers  of  most  large 
Tal  i  si  antan  ci  ti  es,  parti  cul  arly  A  amahd  and  Zanth,  which 
continue  to  utilize  the  ancient  sewer  system  formerly 
employed  by  the  old  Phaedran  Dynasty.  It  is  said  that 
the  lower  levels  of  this  archaic  system  crawl  with  untold 
thousands  of  these  foul  creatures,  to  the  number  of 
approximately  twenty  urthrax  for  every  man,  woman, 
and  child  living  in  the  two  cities. 

Size:  3'-4'  in  length,  1'6"  at  shoulder,  25-50+ lbs. 
Attributes: 

INT-9  PER  +5 

WIL+3  CHAN/A 
STR  -4  DEX  +7 

CON  +10  SPD  +7 

Ability  Level:  4 

Attacks/Damage:  Bite:  DR  4,  Claws:  DR  2 
Special  Abilities:  Emanate  vile  odor  (CON  roll  or  all 
actionsat-5  due  to  nausea;  range:  10'),  immune  to  toxins 
and  poisons,  ten  percent  chance  of  contracting  disease 
from  bite 

Armor:  Exoskeleton,  PR  5 
H  itPoints:  13 


The  glistening  black  peaks  of  the  Obsidian 
Mountains  form  a  natural  barrier  between  Urag  and 
Durne  of  the  Seven  Kingdoms.  A  network  of 
underground  trails  winds  its  way  through  this  region, 
some  of  w  hi  ch  are  uti  I  ized  by  maraudi  ng  bands  of  Satada. 
Yaksha  also  prowl  the  mountains  in  numbers.  But  the 
Obsidian  Mountains  are  perhaps  best  known  as  the 
breeding  grounds  of  a  hostile  avian  folk  known  as  the 
Stryx. 

An  avian  race,  Stryx  would  stand  over  six  feet  tal  I 
if  they  didn't  tend  to  be  hunchbacked  or  stoop- 
shouldered.  Their  angular  bodies  are  covered  with  dark 
grey  or  black  feathers,  and  typical  specimens  have  a 
wingspan  in  excess  of  twenty  feet.  They  have  clawed 
talons,  horns,  and  misshapen  features. 

The  Stryx  are  a  mutated  species  of  Aeriad  that 
has  degenerated  over  the  course  of  several  thousand 
years.  They  are  believed  to  have  come  to  Talislanta 
long  ago,  from  a  distant  land. 

Stryx  make  their  homes  in  caves  dug  into  the  sides 
of  sheer  cliffs  and  mountains.  M  ost  live  in  clans  that 
may  number  as  many  as  sixty  adult  males,  as  many  adult 
females,  and  about  half  as  many  young.  Males  and 
females  mate  during  certain  weeks  of  the  year;  at  other 
times  they  exhibit  no  interest  in  each  other.  Two  out  of 
every  five  hatchlings  are  stillborn;  the  rest  are  as 
deformed  as  their  parents.  The  old  and  infirm  are  slain 
to  provide  food  for  the  other  members  of  the  clan.  Stryx 
feed  on  carrion,  and  upon  creatures  weaker  than 
themselves.  Despite  their  unhealthy  appearance,  they 
excel  at  gliding,  and  can  remain  aloft  for  hours  without 
difficulty.  Stryx  havesuperiornightvision,  but  see  poorly 
in  daylight. 

Stryx  culture  is  centered  around  death:  the  more 
dead  creatures  there  are,  the  more  the  Stryx  have  to  eat. 
Thus,  misfortunes  that  affect  other  species  —  such  as 
war,  disease,  and  death  —  are  regarded  as  fortuitous  by 
the  Stryx.  As  might  be  expected,  this  outlook  has  won 
the  Stryx  few  admi  rers  among  other  Tal  i  si  antan  peopl  es. 


certain  black  magics,  but  generally 
exhibit  little  facility  in  the  arcane 
arts. 

Th^  Art? 

Preoccupied  with 
scavenging  for  carrion,  Stryx  have 
I  i  ttl  e  appreci  ati  on  for  the  arts.  T  hei  r 
music  is  dismal  and  morbid:  dirge- 
like in  tempo,  with  squawking 
chants  accompanied  by  the 
pounding  of  wooden  drums 
covered  with  the  skins  of  past 
victims.  Stryxian  music  is  used  in 
necromantic  rituals,  never  for 
entertainment  or  enjoyment. 

Stryx  speak  a  form  of 
Northron  interspersed  with  harsh, 
squawking  sounds  used  to  convey 
varying  shades  of  emotion.  Stryx 
favortwo- syllable  names  ending  in 
"yx".  For  examples:  Naryx,  Koryx, 
Y  aryx,  Zaryx,  and  Saryx. 


■a 
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Each  Stryx  clan  has  its  own  chieftain  -  typically,  a 
mal  e  w arri or  w  ho  has  show  n  an  abi  I  i  ty  to  I  ocate  suf f  i ci  ent 
carrion  to  feed  the  members  of  his  group.  When  he 
growsold,  or  should  hefail  to  obtain  adequate  supplies 
of  carrion,  the  chieftain  will  be  challenged  by  another 
warrior.  The  victor  earns  the  right  to  be  chieftain;  the 
loser  is  offered  to  the  clan  for  its  next  meal,  illustrating 
the  victorious  chieftain's  ability  to  provide  food.  Stryx 
chieftains  rule  their  clans  by  force  and  resolve  all 
disputes.  The  punishment  for  most  offenses  is  death, 
as  i  s  the  case  for  i  ndivi  dual  s  caught  trespassi  ng  i  n  Stryx 
terri  tori  es.  E  xecuti  ons  are  usual  ly  festi  ve  occasi  ons,  w  i  th 
the  rest  of  the  clan  feasting  on  the  victim  immediately 
afterwards. 

\T)mK  &  Ration 

Stryx  N  ecromancers  revereTaryx,  the  "Scavenger 
of  Souls",  a  creature  purported  to  be  a  minion  of  the 
entity  known  as  Death.  The  so-called  "Servants  of 
Taryx"  consider  carrion  to  be  a  gift  from  their  dark 
patron.  The  dead  are  served-up  as  "offerings"  from 
Taryx,  and  eaten  by  the  rest  of  the  clan.  Stryx  shamans 
practice  a  crude  form  of  necromancy,  and  perform  grisly 
sacrificial  rituals  in  honor  of  their  morbid  god.  They 
possess  some  capacity  for  the  reading  of  omens  and 


Tenuous  allies  of  the  Ur  clans,  Stryx  sometimes 
serve  the  Ur  clans  as  scouts,  airborne  troops,  spies, 
and  messengers.  Some  say  the  Stryx  associate  with  the 
clan  armies  only  because  this  allows  the  avians  to 
scavenge  battl  ef  i  el  ds  f  or  carri  on,  w  hi  ch  i  t  i  s  thei  r  nature 
to  feed  upon.  In  battle,  Stryx  warriors  use  spears,  pole- 
hooks  and  other  pole-arms,  but  lack  the  manual  dexterity 
required  to  employ  more  sophisticated  weaponry. 

ThevariousStryx  clanssometimestradewith  each 
other  for  weapons,  tools,  and  scavenged  food  and 
possessions.  Stryx  covet  shiny  objects  of  all  sorts. 

(UORLPUIOjJ 

Stryx-Ur  alliances  appear  to  be  matters  of 
convenience.  The  avians  exhibit  no  great  loyalty  to  the 
Ur,  and  often  switch  al  I  iances  among  the  three  Ur  clans 
depending  upon  which  is  offering  the  best 
arrangements.  The  hated  rivals  of  the  Stryx  are  their 
fellow  avians,  the  Gryphs  of  Tamaranth.  Some  of  this 
ani  mosity  may  stem  from  resentment  over  the  fact  that 
the  race  of  G  ryphs  does  not  suffer  from  the  numerous 
afflictions  that  plague  the  Stryx  themselves. 


| 


Lire  fliDonq  ti-k  Jwv^mzK? 


"As  is  true  of  most  scavengers,  the  Stryx  have  few 
friends  among  those  not  of  their  own  kind.  At 
best,  most  civilized  folk  find  scavenging  for  food 
of  any  kind  to  be  an  unclean  and  unpleasant 
practice.  W  hen  carrion  is  the  food  of  choice,  the 
scavenger  is  often  regarded  asgrotesque,  horrible, 
a  carrier  of  disease  and  death. 

It  is  the  fate  of  the  Stryx  and  others  of  their  ilk  to 
carry  upon  their  persons  the  lingering  stench  of 
their  last  meal,  which  clings  to  their  garments, 
fc claws,  and  feathers,  and  cannot  be  easily 
disguised.  The  same  is  true  of  Stryx  cave  ^ 
dwellings,  which  reek  from  the  rotten  flesh  that  is 
stored  and  eaten  within.  The  very  sight  of  carrion 
is  often  sufficient  to  make  non-scavengers 
nauseous;  the  scent  of  decomposing  flesh, 
buzzing  with  flies  and  hanging  off  the  bone,  is 
virtually  guaranteed  to  do  so. 

Conversely,  the  Stryx  regard  rotting  carrion  as  the 
f  choicest  food,  not  unlike  the  way  non-scavengers 
favor  a  well-aged  cheese  or  bottle  of  wine.  To  the 
Stryx,  the  odor  of  carrion  is  as  appetizing  as  the 
scent  of  a  home-cooked  meal  is  to  others.  The 
sound  of  buzzi  ng  corpse-f  I  i es  i s  I  i  ke  musi  c  to  thei  r 
senses;  the  pale  forms  of  writhing  maggots  are 
I  i  ke  a  del ectabl e  garni sh  to  the  mai  n  course.  G  i  ven 
su  c  h  d  i  f  f  eren  ces,  itis  not  surprising  that  theStryx 
do  not  get  on  well  with  other  folk,  who  tend  to 
regard  them  as  ghouls. 


TtK  PflRRLflDPy 

The  mountainous  southern  realms  of  Urag 
together  comprise  the  region  known  as  the  Darklands 
—  a  hostile  wilderl and,  long  since  stripped  of  much  of 
its  natural  resources  by  the  U  r.  A  bove  ground,  erosion 
by  wind  and  rain  has  rendered  the  land  barren  of 
vegetation,  and  unable  to  support  anythi  ng  but  the  most 
persistent  varieties  of  chokeweed,  lichen  and  briars.  Far 
beneath  the  earth,  toiling  ceaselessly  in  the  played-out 
silver  and  black  iron  mines  or  hiding  in  secret  tunnel 
complexes,  are  the  main  inhabitants  of  this  region:  the 
Darklings. 

Darklings  are  short  and  wiry  of  build,  rarely 
exceeding  four  feet  in  height,  with  soot-grey  skin,  large 
pointed  ears,  sharp  fangs,  and  distorted  features.  M  ost 


dress  in  rag  loincloths,  with  scraps  of  discarded  metal 
and  slag  serving  as  rude  ornamentation. 

Darklings  are  creatures  of  subterranean  origin 
whom  naturalists  believe  may  be  a  mutated  species  of 
Ferran,  or  a  cross  of  Ferran  and  some  lower-planar 
I  if  ef  orm.  T  hei  r  tri  bes  once  control  I  ed  the  regi  on  know  n 
as  the  Darklands,  until  they  were  conquered  and 
enslaved  by  the  Ur. 

B  ef  ore  bei  ng  subj  ugated,  most  D  arkl  i  ngs  I  i  ved  i  n 
subterranean  cavern-settlements,  the  largest  of  which 
may  have  accommodated  tens  of  thousands  of 
inhabitants.  Using  toxic  gasses  and  poisonous  liquids, 
the  Ur  flushed  the  Darklings  out  of  their  lairs,  killing 
thousands  in  the  process.  The  survivors  were  taken  by 
the  Ur  and  brought  to  their  settlements,  where  the 
majority  are  kept  in  pens  or  cages  and  forced  to  work 
day  and  night.  Those  who  escaped  capture  remained 
underground,  hi  di  ng  i  n  holes,  caves,  or  whatever  shelter 
was  available. 

Darklings  are  prolific  and  unparticular  as  regards 
their  mating  habits.  The  average  female  may  give  birth 
to  dozens  of  young  during  her  lifetime,  most  by  different 
fathers.  D  arkl  i  ng  young  are  born  wi  thout  eyes,  the  I atent 
optical  nerves  typically  developing  by  the  end  of  their 


sixth  year.  They  cling  to  their  mothers  until  the  female 
casts  them  off;  generally  at  the  first  opportunity,  after 
which  the  young  are  forced  to  grope  about  for  food, 
using  their  keen  senses  to  survive  and  avoid  predators 
or  large  creatures  such  as  the  U  r. 

Physically  weak,  Darklings  have  learned  to  be 
cunning  and  conniving  in  order  to  survive.  They  have 
acute  senses,  including  superb  night  vision,  and  the 
ability  to  sense  other  life  forms  by  scent.  Nearly 
undetectable  in  shadow,  they  are  able  to  hide  almost 
anywhere.  The  word  of  a  Darkling  is  meaningless.  If 
gi  ven  a  choi  ce,  a  D  arkl  i  ng  w  i  1 1  al  ways  I  i  e  rather  than  tel  I 
the  truth.  Darklings  see  nothing  wrong  with  lying.  To 


^Among  the  race  of  Darklings,  lying  isconsidered  a 
C  valuable  skill,  not  unlike  the  way  otherfolk  regard 
'  such  talents  as  hunting,  metal  working,  orfarming 
L  y  i  ng  i  s  a  part  of  al  I  transacti  ons  between  D  arkl  i  ngs, 
their  associates,  and  their  masters;  it  is  viewed  as 
vital  tothesurvival  of  thespecies.  Liarswho  exhibit 
t  exceptional  fluency  and  believability  are  held  in 
h i  g h  regard  by  thei  r  f  el  I  o w  D  arkl  i  ngs.  W  i  th  trai  ni  ng 
and  practice  they  may  aspire  to  become  an 
"intermediator"  -  in  essence,  a  professional  liar.  ■ 
Darklings  often  retain  the  services  of  an 
intermediator  to  assist  them  in  transactions,  or 
when  accused  of  wrongdoing.  In  theformer  instance 
i,an  intermediator  may  be  hired  to  lie  about  how 
much  his  or  her  client's  goods  are  worth  in  the^ 
hope  that  sub-standard  goods  can  be  bartered  for  1 
things  of  greater  value.  In  the  latter  case,  an 
intermediator's  services  may  be  required  when 
excuses,  alibis,  and/or  denials  are  necessary  in 
order  to  avoid  punishment. 

The  services  of  an  intermediator  can  cost  anywhere 
from  as  little  as  a  single  copper  piece  to  as  much  as 
\ ten  gold  lumens,  depending  upon  the  type  and 
complexity  of  the  lie.  The  potential  for  danger, 
always  present  when  dealing  with  the  Ur,  is  also  a 
consideration  affecting  the  cost  of  an 
intermediator's  services.  Since  intermediators  set 
their  own  prices  and  always  lie  about  the  value  of 
their  services,  prices  tend  to  be  on  the  high  side. 
The  best  intermediators  can  lie  so  well  that  even 
thei  r  cl  ients  soon  lose  track  of  w  hat  i  s  the  truth  and 
what  is  not.  In  fact,  many  Darklings  who  claim  to  be 
i  ntermedi  ators  are  not  i  ntermedi  ators  at  al  I ,  and  vi  ce 


the  contrary;  they  regard  it  as  a  vital  survival  skil 
sidebar).  Despite  their  shortcomings  itmustbesaid  for 
the  race  of  Darklings  that  they  are  durable.  They  have 
been  known  to  endure  terrible  deprivations,  hunger,  lack 
of  sleep,  insults,  and  abuse,  yet  they  continue  their 
struggle  to  survive. 

The  Ur  now  control  most  of  the  Darkling 
population,  treating  them  as  slaves.  The  rest  survive  in 
small  tribal  groups  led  by  their  shamans. 

\T)mK  &  Ration 

All  Darklings  are  members  of  a  secret  society 
known  as  the  Shadow  Cult.  Adherents  of  the  Cult's 
doctrines  revere  Sham,  the  so-called  "K  i  ng  of  Lies"  and 
patron  deity  of  the  Darklings.  "Priests"  of  Sham  are  in 
reality  thieves,  charlatans,  or  assassins,  and  rarely 
possess  any  but  the  most  limited  spell  casting  abilities. 
Though  the  Ur  have  outlawed  all  aspects  of  the  Shadow 
C  ul  t,  D  arkl  i  ngs  conti  nue  to  practi  ce  thei  r  bel  i  ef  s  i  n  secret. 

Darklings  consider  art  in  any  form  a  blight  upon 
the  senses,  but  regard  lying  as  a  talent  to  be  perfected 
through  long  years  of  practice.  Other  skills  considered 
worthy  of  cultivation  include  sneak-thievery,  hoarding, 
hiding,  knife-play,  and  thetormenting  of  lesser  creatures. 
D  arkl  i  ngs  are  so  accustomed  to  bei  ng  abused  that  they 
see  nothing  wrong  in  abusing  others,  a  practice  which 
they  regard  as  both  a  form  of  revenge  and  as  sport. 
Darklings  have  no  musical  tradition,  and  actually  care 
nothing  for  this  art  form.  H  owever,  their  U  r  masters  insist 
upon  music  at  their  feasts,  and  so  the  Darklings  must 
play.  The  "music"  produced  at  such  occasions  consists 
of  loud  pounding  on  iron  kettles,  gongs,  and  such  drums 
as  can  be  acquired  from  the  Stryx  or  other  races,  and 
random  notes  produced  on  such  crude  instruments  as 
squawk-horns,  skreedle-pipes,  and  tube-horns.  It  is  said 
to  be  quite  awful  to  hear. 

Darklings  speak  a  crude  version  of  the  Northron 
tongue.  M  ostDarkling  names  arecomprised  of  asingle 
syllable,  either  beginning  or  ending  with  a  sibilant, 
whispered  sound.  For  example:  Shaz,  Zaas,  Y  ash,  Zhaan, 
and  Shiz. 

V^ny^y 

The  Ur  herd  Darklings  together,  arm  them  with 
crude  weaponry,  and  force  them  to  serve  as  unskilled 
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i  nfantry.  A  si de  from  this,  D  arkl  i  ngs  have  no  defenses  or 
armies  of  their  own. 

D arkl i ngs  are  virtual  slaves  of  the  U  r,  who  force 
them  to  labor  in  their  mines  and  timber-cutting 
operations.  They  receive  no  pay  for  their  services,  but 
are  "rewarded"  with  gruel  and  wretched  cages  in  which 
to  I  i  ve.  D  arkl  i  ngs  tri  bes  that  live  outsi  de  the  j  uri  sdi  cti  on 
of  the  Ur  trade  tools,  weapons,  and  bits  of  precious 
metal  or  semi-precious  gems  -  when  they  are  not 
preoccupied  with  stealing  from  each  other. 

The  fate  of  the  Darkling  race  is,  for  the  most  part, 
in  the  hands  of  the  Ur.  Thousands  die  each  year  in 
skirmishes,  in  the  mines,  or  simply  from  abuse  and 
malnutrition.  The  Darkli  ngs  themselves  have  no  friends 
or  allies. 


Xanadas  isan  isolated  region  located  high  amidst 
the  towering  peaks  of  the  Opal  M  ountains.  Like  the 
lands  that  lay  to  its  north,  this  mountainous  land  is 
covered  year  'round  with  deep  layers  of  snow  and  ice. 
Atop  the  highest  mountain  in  the  known  world,  called 
Mt.  Mandu,  stands  an  ancient  edifice  known  as  the 


Temple  of  the  Seven  M  oons.  Here,  where  even  the 
dreaded  Ice  Giants  will  not  go,  dwell  the  fabled 
Chroniclers  of  Xanadas. 

The  Chroniclers  of  Xanadas  are  ancient  beyond 
reckoning,  their  slender  forms  stooped  with  age.  Their 
golden  skin  is  wrinkled,  theirlong  hairand  beards  gone 
white;  still,  their  almond-shaped,  golden  eyes  remain 
bri  ght.  C  ustomary  atti  re  i  ncl  udes  si  I  ver  and  bl  ack  robes, 
and  long  cloaks  and  caps  decorated  with  arcane 
symbols. 

flrx^TRY 

The  last  survivors  of  an  ancient  and  secret  order 
of  mystics,  the  Chroniclers  are  believed  to  have  resided 
in  theTempleof  theSeven  M  oonsfor  untold  thousands 
of  years.  It  is  said  that  they  were  followers  of  a  great 
seer  and  mystic  named  Xanadas,  who  disappeared 
sometime  before  the  coming  of  The  Great  Disaster,  and 
whose  tenets  they  still  follow. 

Self-appointed  recorders  of  Talislantan  history, 
the  Chroniclers  observe  and  record  phenomena  of  all 
sorts:  the  positions  of  the  stars  and  planets,  the  delicate 
fluxes  of  time  and  space,  the  emergence  and 
disappearance  of  pi  ant  and  animal  species,  and  so  forth. 


Seated  on  pedestals  of  lavender  stone,  they  gaze  into 
crystals  of  polished  blue  diamond,  monitoring  and 
noting  the  activities  of  the  continent's  peoples.  Every 
event  of  note  is  recorded  in  massive  leather-bound 
tomes.  When  filled  with  information,  these  books  are 
stored  in  great  underground  vaults.  There  are  said  to  be 
only  twelve  Chroniclers  at  Xanadas,  all  of  them  old 
beyond  reckoning. 

The  Chroniclers  are  said  to  welcome  visitors, 
whom  they  question  at  length  in  order  to  supplement  or 
veri f y  thei  r  observati ons.  1 1  i s  thei r  custom  to  al  I ow  any 
who  come  here  to  study,  and  on  occasion,  some  do. 
Otherwise,  life  in  the  Temple  continues  as  it  did  when 
X  anadas  was  sti  1 1  there,  for  the  C  hronicl  ers  bel  ieve  that 
Xanadas  will  one  day  return,  as  he  prophesied  (see 
sidebar). 

The  C  hroni  cl  ers  have  had  no  I  eader  si  nee  X  anadas 
departed.  However,  Xanadas  provided  his  followers 
w i  th  a  stri  ct  set  of  I  aws  and  d i  ctu ms,  w h i  ch  he  i  nstructed 
them  to  carry  on  in  his  absence.  These  include: 
abstinence  from  intoxicants,  diligence  by  night  and  day, 
modesty  in  dress  and  mien,  neatness,  legibility  of 
transcripts,  and  unshakable  neutrality  as  regards  all 
outside  influences.  For  the  most  part  the  Chroniclers 
have  remai  ned  true  to  the  wi  shes  of  thei  r  founder,  though 


Thir  L^qto  or  Xflrapiqy 

According  to  legend,  many  centuries  ago  a  great 
mystic  named  Xanadas  was  summoned  by  Death 
to  meet  his  inevitable  end.  His  followers  grieved 
upon  hearing  of  their  master's  imminent  demise, 
but  the  sage  bade  them  not  to  worry,  and  said  that 
he  would  visitwith  the  gods  for  a  time,  after  which 
he  pledged  to  return  to  the  material  plane  and  relate 
the  sec  rets  of  th  e  af  terl  ifeto  all  who  waited  for  him. 

Though  many  scholars  think  the  legend  to  be  a  bit 
far  fetched,  others  point  out  that  the  tale  is 
supported  by  certain  odd  traditions  observed 
^among  the  Chroniclers.  These  include  the  leaving 
of  a  I  ight  in  each  of  the  Temple's  windows  by  night, 
the  custom  of  setting  one  extra  place  at  all  meals, 
and  a  few  other  minor  eccentricities.  When  asked 
the  significance  of  such  observances,  the 
Chroniclers  merely  shrug  and  cast  their  eyes 
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they  have  been  known  to  indulge  in  a  tipple  of  wine 
from  time  to  time,  strictly  to  "soothe  the  nerves  and 
cleanse  the  blood". 

\J)mK  &  Ration 

The  Chroniclers  revere  the  memory  of  their 
founder,  Xanadas,  as  a  being  of  near-deific  wisdom. 
They  are  adept  in  many  forms  of  magic,  by  means  of 
which  they  are  purported  to  have  extended  their  lifespans 
almost  indefinitely. 

Thir  Art? 

Scholars  by  profession,  the  Chroniclers  have  an 
avid  appreciation  of  the  artistic  and  musical  traditions 
of  other  peoples,  which  they  study  and  record  for 
posterity.  However,  the  task  of  chronicling  leaves  them 
I ittle  ti me  to  indulge  in  such  pastimes  themselves. 

The  Chroniclers  are  fluent  in  many  languages, 
including  Quan,  High  Talislan,  and  old  Archaen.  The 
twelve  are  named  after  their  founder,  and  are  called 
Xantheus,  Xanthar,  Xantil,  Xanthir,  Xandros, 
Xanademos,  Xanpelos,  Xanmoro,  Xandavius,  Xanwar, 
Xanmilos,  andXanfalir. 

While  outsiders  who  visit  the  temple  seeking 
knowledge  and  enlightenment  are  treated  with 
hospitality,  those  who  come  seeking  personal  gain  may 
find  the  Chroniclers  to  be  less  than  personable  hosts.  It 
is  said  that  the  Chroniclers  have  access  to  cogent 
magics,  which  they  can  employ  at  need  to  defend 
themselves  and  the  Temple. 

The  Chroniclers  perform  their  duties  strictly 
through  a  sense  of  duty,  and  have  never  sought 
compensation.  Their  needs  are  said  to  be  provided  for 
by  enchanted  vessels,  which  supply  an  endless  source 
of  food  and  drink. 

GJORLPUirO] 

F  ew  T  al  i  si  antans  are  aw  are  of  the  ex  i  stence  of  the 
Chroniclers.  Most  who  have  heard  of  these  folk  regard 
them  as  little  more  than  the  stuff  of  legends,  though  a 
few  know  the  truth.  As  specified  by  Xanadas,  the 
Chroniclers  remain  neutral  as  pertains  to  all  outside 
influences. 
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THE  NORTHERN  REACHES 


Frostweres  are  a  species  of  werebeast  native  to 
Xanadas  and  the  cold  Northern  Reaches  of  Talislanta. 
In  many  respects  they  resemble  their  relatives,  though 
their  hide  is  white,  enabling  them  to  blend  into  their 
snowy  surroundings.  Prowling  the  glacial  wastes  of 
Narandu  and  the  vast  snowfields  of  L'Haan  by  night, 
frostweres  hunt  for  snowmanes,  tundra  lopers,  and  other 
warm-blooded  prey.  They  usually  travel  in  pairs,  though 
when  the  female  is  in  estrus,  the  male  will  hunt  alone. 
When  on  the  hunt,  the  creatures  emit  a  frightful  howl 
that  can  be  heard  for  miles  in  all  directions.  Frostweres 
will  readily  attack  humanoids  in  lieu  of  other  prey,  but 
they  otherwise  prefer  to  keep  their  distancefrom  civilized 
locales. 


Size:  6'6"-7',  290-400+lbs. 
Attributes: 

INT-5  PER+3 
WIL+6  CHAN/A 
STR  +5  DEX  4-2 

CON  49  SPD  4-2 

Level:  5-15 

Attacks/Damage:  Bite:  DR  8,  Claws:  DR  13 
Special  Abilities:  Keen  hearing,  track  prey  by  scent  at 
Ability  Level  4-PER,  nightvision 
Armor:  Shaggy  hide,  PR  2 
HitPoints:  49 
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ThK  ttilLC^RLflDPy 
ROflP 

An  ancient  thoroughfare  that  dates  back  to  the 
Archaen  Age,  the  Wilderlands  Road  runs  from  eastern 
edge  of  the  Seven  Kingdoms  across  the  Borderlands 
and  beyond,  to  the  gates  of  the  Kang  Empire.  Though 
commendably  long,  the  roadway  is  neither  safe  nor 
particularly  reliable.  In  the  spring,  heavy  rains  sometimes 
render  sections  of  the  road  useless  for  weeks  on  end. 
D  uri  ng  I  ess-rai  ny  ti  mes  of  the  year  the  hi  ghway  i  s  heavi  ly 
traveled  by  Djaffir  merchant  caravans,  Aamanian 
pi  I  gri  ms,  massive  I  and  arks  from  the  D  esert  Kingdoms, 
and  sometimes  Dracartan  duneships.  Regardless  of  the 
ti  me  of  year,  the  presence  of  bandit  gangs  and  predatory 
beasts  makes  passage  along  the  Wilderness  Road  in 
anything  I  ess  than  a  large,  well-armed  group  a  fool  hardy, 
and  possibly  suicidal,  endeavor. 

TYK  AB^RRflDT 

for^t 

To  the  south  of  the  B  orderlands  lies  the  A  berrant 
Forest,  a  woodland  region  rendered  weird  and  grotesque 
by  a  magical  mishap  of  unparalleled  proportions.  All 
manner  of  rare  and  exotic  vegetation  can  be  found  in 
this  place,  though  nothing  that  grows  or  lives  here  is  as 
nature  intended  it  to  be.  The  plants  and  trees  are  gnarled 


and  twisted  into  strange  forms.  M  urky  streams  flow 
uphill,  and  the  very  ground  seems  at  times  to  undulate 
as  if  alive.  From  the  underbrush,  animate  tendrils  of 
tangl  ewood  reach  out  to  ensnare  the  i  ncauti  ous  travel  er, 
hedgerows  of  serpentine  thornwood  making  swift 
passage  through  these  woodlands  an  implausible 
stratagem.  Less  easily  identifiable  types  of  flora  and 
fauna  make  their  presence  known  by  biting,  tripping, 
speaking  in  tongues,  or  through  even  more  unusual 
methods.  Among  the  many  anomalies  found  in  the 
A  berrant  Forest  are  two  races  of  plant-like  humanoids: 
theVerdir,  and  the  A  rborin. 

V  erdi r  are tal  I  and  somew hat  gangl y  i n  appearance, 
and  have  skin  the  color  and  texture  of  new  grass.  An 
elongated  cranium  decorated  with  a  mane  of  yellow- 
green  leaves  is  typical  of  members  of  this  unusual 
species.  Verdir  wear  loincloths  of  woven  grass,  with 
bracelets  and  necklaces  of  woven  vines.  The  females 
augment  this  costume  with  garlands  of  meadow 
blossoms  in  a  variety  of  hues. 

fln>^5TRY 

T he  V  erdi  r  are  bel  i eved  to  be  rel  ated  to  the  G  reen 
M  en  of  the  Dark  Coast,  though  their  people  may  have 
been  "mutated"  or  altered  in  some  respects  by  The  G  reat 
Disaster  or  some  other  phenomenon. 


1 

Senti  ent  pi  ant-f  ol  k,  the  V  erdi  r  tri  bes  I  i  ve  i  n  vi  1 1  ages 
made  of  living  plants,  set  atop  the  giant  flowering  lily- 
pads  that  grow  in  the  lakes  and  ponds  of  this  region. 
They  make  useful  tools  and  implements  from  woven 
vines,  leaves,  gourds,  and  roots,  and  have  domesticated 
a  species  of  water-bug  known  as  cibants,  which  they 
empl  oy  as  steeds  to  carry  them  to  and  from  thei  r  f  I  oati  ng 
settlements.  Verdir  subsist  on  sunlight,  rainwater,  and 


minerals  derived  from  certain  plants,  roots,  and  tubers. 
The  ingredients  are  mixed  with  water  to  form  a  paste 
that  is  served  either  as  a  type  of  porridge,  a  liquid 
collation,  or  —  when  dried  in  the  suns  —  as  wafers. 
V  erdir  do  not  usefire,  which  terrifiesthem. 

Verdir  reproduce  via  a  strange  combination  of 
humanoid  and  plant  activity,  involving  the  transfer  of 
pollen  from  male  to  female.  The  process  is  apparently 
pleasurable,  as  Verdir  spend  much  time  either  preparing 
to  mate  or  actually  participating  in  the  act.  Dedicated 
pleasure  seekers,  male  and  female  Verdir  mate  often, 
and  prefer  variety  in  their  choice  of  partners.  Verdir 
young  begin  life  as  seeds,  growing  together  in  a  pod- 
like protuberance  that  forms  on  the  back  of  the 
impregnated  female.  When  the  pod  is  approximately  a 
foot  in  length  it  is  gently  removed,  planted  in  the  soil, 
and  watered  regularly  for  a  period  of  seven  days.  At  the 
end  of  this  time  a  dozen  or  more  young  "seedlings" 
emerge  from  the  soil.  They  remain  rooted  for  another 
two  weeks,  feeding  on  sunlight  and  water  and  growing 
ike  weeds.  At  the  end  of  this  time  the  young  uproot 
themselves  and  begin  to  walkabout.  Vestigial  root  f  i  bers 
on  the  feet  disappear  after  a  few  days. 


Verdir  are  hedonists  who  take  their  pleasure  in 
the  here  and  now.  They  love  music,  art,  and  romantic 
conclaves,  and  engage  in  these  favored  pursuits  as  often 
as  possible.  V  erdir  seem  to  have  a  feast  or  "lustral  rite" 
for  every  occasion,  from  the  blossoming  of  a  favored 
flower  to  the  various  positions  of  the  twin  suns,  and 
visitors  are  always  invited  to  take  part.  It  is  the  custom 
of  these  folk  to  partake  in  various  intoxicating  plant- 
mixtures,  considered  an  important  preparation  for  their 
traditional  fertility  and  nature  rituals.  M  ost  popular  is 
the  substance  known  as  sashesh,  a  powerful 
hallucinogen  derived  from  a  type  of  local  fungi,  which 
the  Verdir  regard  as  sacred.  Verdir  foragers  regularly 
venture  i  nto  the  W  i  I  d  W  ood  i  n  order  to  obtai  n  quanti  ti  es 
of  this  fungi,  despite  the  dangers. 

\J)mK  &  Ration 

Verdir  have  no  formal  religion,  though  they 
recognize  a  being  known  as  "theKagan"  as  their  Great 
Creator. They  know  little elseaboutthis i ndi vidual  except 
the  general  location  of  his  abode,  yet  dedicate  lustral 
rituals  and  erect  images  in  his  name  on  the  off-chance 
that  he  may  indeed  be  some  sort  of  deity.  The  Verdir 
figure  that  the  practice  is  harmless  enough,  and  may 
w el  I  of  f  er  benef  i  ts  i  n  th e  af  terl  i  f  e,  i  f  there  i  s  su c h  a  th  i  n g . 
V  erdi  r "  pi  ant"  thei  r  dead,  returni  ng  them  to  the  soi  I  from 
which  they  sprang. 

ThK  Art? 

As  part  of  their  rituals  Verdir  paint  themselves 
with  multi-hued  pollens  and  plant-dyes,  with  wildly 
colored  results.  They  also  enjoy  painting  flowers  and 
leaves  in  different  colors,  weaving  necklaces  and 
garlands,  and  creating  topiary  "sculptures"  in  various 
unusual,  abstract  shapes.  Verdir  music  is  quiet, 
emotional,  and  exquisitely  delicate.  Bellflowers,  wind 
chimes,  and  grass  flutes  are  used  to  create  languid 
melodies  that  are  interwoven  in  complex  harmonic 
tapestries. 

Verdir  speak  the  secret  language  of  plants.  Their 
names  are  long,  colorful,  and  flowery.  For  example: 
B  ri  1 1  i  ant  B I  ue  S  un  B I  ossom,  Seductive-Scented  M  eadow 
F I  ower,  and  B I  ush-  R  ed  L  umi  nous  L  ake  Petal . 

Each  settlement  is  governed  by  an  elder  known 
as  the  Dao,  who  is  regarded  as  a  great  and  wise  sage. 
The  Dao  makes  all  decisions  of  importance  to  the 


settlement,  such  as  when  to  hold  various  lustral  rites, 
what  to  serve  at  these  celebrations,  and  when  to  go 
forth  and  collect  sashesh.  The  Verdir  follow  his 
commands  without  question. 


here.  Of  particular  concern  i s  the  Ravant,  a  malefic  and 
terrifying  monster  over  ten  feet  tall  with  metallic  claws 
and  spines.  It  is  said  to  be  indestructible,  and  is  greatly 
feared  by  both  the  local  Verdir  and  A  rborin  tribes. 


Verdir  have  no  weapons  or 
armies,  and  virtually  no  talents  as 
warriors.Thew  aters  surrounding 
the  Verdir  settlements  provide 
sufficient  protection  from  most 
predators,  in  particular  the  hostile 
A  rbori  n  tri  bes  and  a  I  ocal  monster 
known  as  the  Ravant,  which  is 
greatly  feared.  A  s  V  erdir  are  plants 
rather  than  beings  of  flesh  and 
blood,  they  are  not  bothered  by 
carnivores,  though  herbivorous 
creatureswill  sometimes  graze  on 
sleeping  Verdir.  When  faced  with 
dangerVerdireitherflee  or  attempt 
to  blend  i  nto  the  foliage.  G  iven  the 
natural  coloration  of  these  folk,  the 
latterform  of  defense  can  bequite 
effective. 


T  he  concept  of  currency  or  barter  appears  to  have 
no  meaning  to  theV  erdir,  who  givefreely  and  ask  nothing 
but  friendship  in  return. 

(LlVRLVVKUl 

T  he  V  erdi  r  are  a  peaceful  f ol  k  w ho  pose  no  threat 
to  other  peoples.  They  sometimes  socialize  with  the 
inhabitants  of  other  Verdir  settlements,  but  otherwise 
have  no  formal  relations  with  outsiders.  A  rival  race  of 
pi  ant-f  ol  k,  the  A  rbori  n,  are  hosti  I  e  towards  the  V  erdi  r. 

Vl(kzj  or  Dott 

TheMyrk 

The  Myrk  is  an  eerie  swampland  located  in  the 
western  part  of  the  Aberrant  Forest.  Unpleasant 
creatures  such  as  giant  alatus  and  skalanx  reside  in  the 
brackish  waters  of  the  M  yrk,  and  the  fetid  smell  of  dead 
and  decaying  vegetation  hangs  heavy  in  the  air.  An 
island,  overgrown  with  masses  of  swamp-trees  and 
vines,  sits  at  the  center  of  the  M  yrk. 

The  Wild  Wood 

This  woodland  region  is  notable  for  the  large, 
mi  sshapen ,  and  mai  n I y  hosti  I  e  vari  eti  es  of  f  I  ora  that  grow 


flRBORID 

The  A  rborin  are  a  race  of 
sentient,  tree-dwelling  plant 
creatures  native  to  the  Aberrant 
Forest.  Hostile  plant-folk  who 
readily  attack  creatures  that  stray 
i  nto  thei  r  terri  tori  al  groves,  A  rbori  n 
build  no  permanent  settlements 
and  revere  no  god.  They  subsist 
on  stumpwater  and  humus,  and  are 
a  quarrel  some  and  bitter  lot.  When 
i mmobi I e,  A  rbori n  are  abl e  to  bl end 
into  their  surroundings,  their 
gnarled  forms  being  practically 
indistinguishablefrom  the  limbs  of 
the  trees  in  which  they  dwell. 

A  rborin  are  known  to  raid 
V  erdi  r  settl  ements  for  thei  r  femal  es 
and  for  sashesh,  a  potent 
hallucinogen.  Their  tribes  consider  themselves  the 
masters  of  the  Aberrant  Forest  but  fear  the  Ravant,  a 
monstrous  creature  that  dwells  in  the  nearby  wood. 

In  combat,  A  rborin  warriors  wield  crude  wooden 
clubs  and  blowguns  that  fire  missiles  madefrom  thorns. 
These  darts  are  tipped  with  a  vegetable  toxin  that 
induces  drowsiness  in  most  types  of  living  creatures. 
Once  drugged,  victims  are  captured  in  nets  of  woven 
vines,  hung  from  the  treetops,  and  I  eft  to  die  -  a  warning 
to  others  who  would  venture  into  A  rborin  territories. 

Size:  6'6"-7',  160-180  lbs. 
Attributes: 

INT-1  PER+1 
WILO  CHA-4 
STR  +1  DEX  +2 

CON0  SPD-1 
Ability  Level:  5-10 

Attacks/Damage:  Blowgundart:  DR  1+Level  5  poison 
(poison  stuns  for  3  rounds  unless  CON  roll  is  made  at 
minus5);Club:DR  7 

Special  Abilities:  Blend  into  treetops  for  Stealth  of  10 

when  immobile 

Armor:  Fibrous  bark,  PR  3 

H  itPoints:  22 


Ci  bants  are  a 
species  of  tall, 
st  i  c  k  - 1  i  k  e 
insects  native 
to  the  Aberrant 
Forest. 
Normally 
placid  by 
nature,  ci  bants 
spend  most  of 
their  time 
grazing  on  the 
nectar  of  wild 
blossoms  and 
polyp  pi  ants.  T  he  V  erdi  r  tri  bes  uti  I  ize  C  i  bants  as  steeds, 
with  mixed  results.  The  creatures  are  swift  runners  and 
have  appendages  that  enable  them  to  walk  upon  the 
surface  of  lakes  and  ponds,  like  giant  water  bugs. 
However,  ci  bants  are  stubborn  and  obstinate,  and  they 
must  often  be  goaded  or  cajoled  into  performing  even 
the  simplest  tasks.  Even  worse,  it  is  most  unwise  to 
disturb  a  sleeping  cibant.  If  awakened  abruptly,  these 
creatures  swell  to  twice  their  normal  size,  turn  bright 
red,  and  attack  anything  within  range,  thrashing  with 
their  legs  and  long,  sinuous  tongue. 

Size:  7'  long,  6'  at  shoulder;  160+1  bs. 
Attributes: 

INT -14  PER  +6 

WIL+8  CHAN/A 
STR  +1  DEX  +2 

CON-1  SPD+5* 
*SPD  44  over  water 
Ability  Level:  4-6 
Attacks/Damage:  Normally 
none (seeSpecial  Abilities) 

Special  A  bilities:  Walk  on  water,  expand  in  size  if  angered 
(DR  10  per  round  to  anything  within  reach,  lasting  for 
four  rounds) 
Armor:  None 
H  itPoints:  15 

mvam 

The  Ravant  is  a  nightmarish  monster  that  some 
say  was  created  by  the  Kagan,  a  sorcerer  of  reclusive 
and  mysterious  habits  who  makes  his  home  in  the 
depths  of  the  Aberrant  Forest.  The  Ravant  is  the 
personification  of  the  destructive  forces  of  nature;  its 


sole  purpose  is  to  destroy.  Its  claws  are  capable  of  slicing 
through  metal  armor  with  ease.  Its  armored  visage  is 
adorned  with  spikes  and  sharp  protrusions;  its  tail,  an 
eyeless  serpent  whose  bite  means  death. 

The  Ravant  is  believed  to  be  virtually 
indestructible,  though  due  to  its  heavily  armored 
exoskeleton  the  monster  cannot  stay  afloat  in  water; 
despite  the  presence  of  bat-like  wings,  the  monster  is 
too  heavy  to  fly. 

Size:  12',  2,000  lbs. 
Attributes: 

INT -5*  PER +5 

WIL  +10  CHA-10 
STR  +14  DEX  -5 

CON  +15  SPD  +1 

*INT  -10  when  angered 
Ability  Level:  40 

Attacks/Damage:  Bite  or  Claws:  DR  20,  Tail:  DR  4  +Level 
25  poison. 

Speci  al  A  bi  I  i  ti  es:  V  i  rtual  ly  i  ndestructi  bl  e;  regenerate  ( 10 
points  of  damage  per  round),  tireless,  immune  to 
poisons,  immune  to  magical  or  non-magical  control  or 
i  nf  I  uence,  magi c  resi  stance  ( +10  on  al  I  resi stance  rol  I  s) . 
Armor:  Exoskeletal  plates,  PR  12 
Hit  Points:  500 
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THE  WILDERLANDS 


The  Borderlands  lay  to  the  east  of  the  Seven 
K  i  ngdoms,  i  n  the  W  i  I  derl  ands  of  Z  aran .  T  hese  terri  tori  es 
consist  of  the  Barrens,  the  western  Wilderlands,  and 
the  Seven  K  i  ngdoms'  border  outposts  of  A  kmir,  I  karthi  s, 
and  K  arfan 

ThK  barred? 

The  Barrens  is  a  region  of  shifting  deserts,  rocky 
hills,  salt  flats,  and  wide  stretches  of  scrub  plains.  Herds 
of  land  lizards,  valued  throughout  Talislanta  as  pack 
and  burden  beasts,  roam  the  area  in  great  numbers.  A  Iso 
native  to  the  alkali  plains  of  this  sector  are  mangonel 
lizards,  a  combative  species  of  reptile  em  ployed  aswar- 
steeds  by  the  Thralls  of  Taz.  The  craggy  hills  of  this 
region  are  riddled  with  underground  passageways,  many 
the  work  of  earth  demons.  0 ther  caves  serve  as  I  ai  rs  for 
the  E  nim,  a  giant  race  of  cannibal  istic  devils  who  regard 
Talislantans  as  fine  eating. 

The  only  humanoid  people  indigenous  to  this 
hostile  environment  are  the  Danelek,  hardy  tribesfolk 
who  live  among  the  great  salt  flats  and  oases  of  the 
B  arrens. 


The  Danelek  have  glossy  black  skin,  and  stark 
white  hair,  which  is  worn  in  long  dreadlocks.  They  dress 
in  loincloths  and  sandals,  their  warriors  wearing 
ornaments  such  as  feathers,  ear  and  neck  rings,  bones, 
stripes  of  paint,  animal  claws,  and  the  fingers  of  slain 
victims. 


S  ome  say  the  D  anel  ek  are  a  I  ost  tri  be  of  D  racartans 
who  passed  through  the  Plaguelands  en  route  to  the 
western  Wilderlands,  and  were  changed  in  mind  and 
body. 

T  he  D  anel  ek  tri  bes  roam  the  B  arrens  reg  i  on  of  the 
Borderlands,  hunting  for  land  lizards  and  wild  game. 
They  also  mine  the  salt  flats  for  rock-hard  salt  crystals, 
which  the  tri  bes  trade  to  other  peoples.  A  Danelek  tri  be 
may  consist  of  twenty-to-forty  f  ami  I  ies,  al  1 1  i  vi  ng  together 
in  hutsfashioned  from  blocksof  salt.  Danelek  society  is 
governed  by  a  caste  system,  at  the  top  of  which  are  the 
Warriors.  Shamans  are  next,  followed  by  Hunters  and 
Traders. 

Danelek  are  monogamous.  Marriage  between 
members  of  different  castes  is  taboo,  and  will  result  in 
expulsion  from  the  tribe.  Unblooded  warriors  cannot 
hope  to  marry,  as  no  self-respecting  Danelek  female 
would  wed  one  without  caste  status.  Danelek  children 
are  expected  to  work  in  the  salt  mines  or  as  gatherers  as 
soon  as  they  are  old  enough  to  walk. 

The  Danelek  are  a  primitive  people  of  harsh  and 
occasionally  cruel  habits.  Travelers  passing  through 
the  Barrens  may  be  amused  by  the  fact  that  the  Danelek 
perspire  through  their  tongues  as  well  as  their  pores. 
S  how  i  ng  such  amusement  i  s  i  1 1  -advi  sed,  as  the  D  anel  ek 
do  not  take  lightly  to  being  ridiculed.  Danelek  warriors 
are  protective  of  theirtribe'sterritories,  and  will  attack 
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,'  Among  the  Danelek  tribes  of  the  Wilderness  of 
Zaran,  salt  is  an  important  commodity.  Blocks  of 
salt  are  used  in  the  construction  of  Danelek  abodes. 
In  powdered  form,  salt  is  used  to  preserve  durge 
and  land  lizard  meat.  This  protects  the  meat  from 
spoiling,  allowing  the  tribes  to  store  food  for 
extended  periods  of  time. 


Salt  crystals,  which  the  Danelek  say  are  created 
when  black  lightning  strikes  the  salt  flats,  are  used 
both  as  a  form  currency  and  as  barter.  BrilliantandH 
durable  as  gemstones,  salt  crystals  are  valued 
according  to  their  hardness  and  clarity.  Danelek 
sometimes  cut  and  polish  their  crystals  in  order  to 
enhance  their  worth  and  beauty. 

The  importance  of  this  substance  is  such  that  the 
Danelek  zealously  guard  theirsaltminesfrom  rival 
tribes  and  outsiders.  Clans  have  been  known  to  go 
to  war  over  disputes  regarding  the  rights  to  a 
particularly  rich  salt  mine,  and  many  an 
unsuspecting  traveler  has  been  killed  for  daring  to 
trespass  through  salt  flats  claimed  by  one  or  more 
of  the  local  Danelek  tribes. 


small  caravans  or  groups  of  travelers  who  stop  to  drink 
from  thei  r  oases  without  permi  ssion.  Stealth,  ambush  or 
a  stab  i  n  the  back  are  al  I  permi  ssi  bl  e  under  thei  r  code  of 
conduct. 

Although  of  a  single  culture,  the  Danelek  are 
sharply  divided  into  tribal  units  centered  around 
hereditary  family  leaders  known  as  the  N  az.  Each  N  az  is 
the  undisputed  leader  of  his  or  her  tribe;  all  others  are 
subservient.  The  Naz  is  guided  by  several  traditional 
beliefs  held  as  indisputable  by  the  Danelek:  that  their 
people  own  the  local  salt  flats  and  oases,  and  that  the 
Danelek  are  permitted  to  kill  those  who  trespass  into 
their  territories  or  steal  water. 

IDiw  &  Ration 

Danelek  worship  the  Creator,  who  is  said  to  have 
given  their  people  salt,  spring  rains,  and  the  oases:  the 
necessities  of  survival  in  this  harsh  land.  Danelek 
shamans  are  skilled  in  the  healing  arts,  and  are  said  to 
havesome  small  talentfor  divining  the  location  of  water 
and  salt  crystals.  However,  few  have  actual  spell-casting 


abilities.  Danelek  preserve  the  bodies  of  theirdead  with 
salt  and  bury  them  deep  in  underground  ossuariums. 

Thir  Art? 

Danelek  warriors  carve  notches  into  the  handles 
of  their  war-axes  to  represent  the  number  of  victims 
they  have  killed;  this  is  basically  the  extent  of  "art" 
among  the  Danelek,  most  of  whom  are  too  hard-pressed 
by  the  demands  of  their  environment  to  devote  their 
energy  to  purely  aesthetic  pastimes.  However,  some 
tri  bes  are  sai  d  to  practi  ce  a  form  of  ri  tual  dance,  eeri  e  to 
outsiders  as  the  dancers  perform  in  complete  silence. 

LflP<3<Jfl<^ 

M  ost  Danelek  are  able  to  converse  both  in  Low 
Talislan  and  Sign.  The  nomenclature  of  the  Danelek  uses 
three- syllable,  hyphenated  names  that  always  end  in 
the  suffix,  "Lek".  For  example:  Na-ta-Lek,  Ka-na-Lek, 
Ma-na-Lek,  and  Ja-ma-Lek.  The  oral  history  of  each 
Danelek  tribe  is  kept  by  its  N  az,  who  passes  the  stories 
down  from  one  generation  to  the  next. 

Danelek  villages  have  no  fortifications.  In  the 
event  of  an  attack,  gongs  are  sounded,  alerting  the 
tri  be' s  warri  ors  of  danger.  D  anel  ek  are  skilled  atguerilla- 
type  tactics,  and  can  survive  in  desert  regions  for 
extended  peri  ods  without  difficulty.  They  make  excel  I  ent 
Wilderlands  scouts  and  guides. 

^OIDIWR^ 

Because  they  live  in  such  a  barren  land,  Danelek 
are  largely  dependent  on  trade  for  food,  goods,  and 
modern  implements  and  weaponry.  For  these  they  trade 
land  and  mangonel  lizards  herded  from  the  salt  flats, 
salt  crystals,  gemstones,  and  rock  urchins  gathered  from 
caverns  in  the  hills.  Food,  goods  and  weapons  are  also 
acquired  by  theft  or  as  spoils  of  combat.  Among  the 
Danelek  tribes,  salt  crystals  are  also  used  as  currency 
(see  sidebar). 

(UORLPUIOjJ 

Danelek  tend  to  prefer  the  company  of  their  own 
kind,  and  are  generally  distrustful  of  strangers.  Their 
tribes  have  trade  relations  with  some  of  the  Orgovians, 
Djaffir,  and  even  the  Za,  but  rarely  associate  with  other 
folk.  The  Danelek  practice  of  ambushing  travelers  who 
stop  at  their  oases  has  not  endeared  them  to  many  other 
Talisl  antans. 
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THE  WILDERLANDS 


The  fortified  outpost  of  Akmir  stands  at  a 
crossroads  between  the  citystates  of  M  aruk  and  Hadj, 
and  serves  as  a  way-station  for  travelers  headed  to  and 
from  the  Desert  Kingdoms,  the  Seven  Kingdoms,  and 
beyond.  It  is  also  frequented  by  troupes  of  Bodor 
musicians,  Orgovian  traders,  Rahastran  cartomancers, 
Aamanian  pilgrims,  Danelek  salt  miners,  and  even 
stranger  sorts,  such  asXambrian  wizard  hunters.  Djaffir 
merchant  caravans  sometimes  stop  at  Akmir,  though 
they  generally  prefer  richer  locales  in  which  to  ply  their 
trade. 

Akmir  is  manned  by  a  contingent  of  Borderlands 
L  egi onai res,  hard-bitten  mercenari es  enl i sted  from  across 
the  continent.  M  ost  were  exiles,  renegades,  expatriates, 
or  career  soldiers  before  they  came  here.  Inside  the 
fortress  walls  are  stables,  barracks  for  the  outpost's 
defenders,  atrading  post,  and  an  inn  with  alargecommon 
room  where  meals  are  served.  The  prices  are  steep  and 
the  accommodations  attractive  only  by  comparison  with 
the  alternative:  sleeping  outside  the  walls,  in  the  wilds. 

IMRTHiy 

The  walled  fortress  of  I  karthi  sis  perhaps  the  only 
visible  sign  of  demarcation  between  the  far  western 
territories  of  the  Borderlands  and  the  far  eastern  edge 
of  Kasmir;  there  is  nothing  else  here  but  featureless 
desert.  I  karthis  is  regarded  as  the  Seven  Kingdoms'  last 
line  of  defense  against  invasion  from  the  east,  and  a 
sizeabl  e  conti  ngent  of  T  hral  I  s,  B I  ue  A  eri  ad,  and  C  y  mri  I  i  an 
troops  is  stationed  here  at  all  times.  Of  the  three 
Borderlands  outposts  it  is  the  largest,  the  most  heavily 
fortified,  and  the  best- maintained. 

I  karthi  s  has  a  smal  I  marketpl  ace  w  here  goods  from 
the  Seven  K  ingdoms  are  sold  to  foreign  merchants  and 
travelers;  a  trading  post,  a  Kasmiran  moneylender  and 
money-changer,  stables,  and  a  large  inn  of  reasonable 
quality.  Its  military  facilities  include  separate  barracks 
complexes  for  Thralls,  Cymrilians,  and  Aeriad,  and  a 
windship  port  large  enough  to  hold  on  windship-of-war 
or  two  smaller  vessels. 

A  small  walled  fortress  maintained  by  the  Seven 
Kingdoms,  Karfan  is  located  near  the  terminus  of  a 
bridge  that  spans  the  Dead  River  canyon.  L  ike  A  kmir  it 
is  manned  by  mercenary  warriors  from  many  lands,  most 
of  whom  have  shadowy  pasts.  Djaffir  merchant  caravans 
almost  never  bother  to  come  to  Karfan,  preferring  to 


take  the  Wilderlands  Road  straight  to  the  Seven 
K  i  ngdoms.  S mal  I  but  rugged  bands  of  0  rgovi  an  traders 
fill  the  niche  left  by  the  Djaffi r's  absence,  carry i ng  parcel s 
of  goods  on  the  backs  of  their  lopers. 

Karfan  has  a  trading  post,  stables,  barracks,  and 
an  ancient  inn  of  Phaedran-era  construction  and 
disreputable  quality.  Visitors  to  the  outpost  include 
Sindaran  collectors,  Rahastran  cartomancers,  and  the 
occasional  bounty  hunter.  Bands  of  hostile  Satada 
sometimes  emerge  from  hidden  tunnels  to  prey  upon 
parties  headed  to  and  from  Karfan. 

Several  di  f  f  erent  peopl  es  i  nhabi  t  the  vast  terri  tori  es 
of  the  Wilderlands.  M  ost  are  descended  from  refugees 
who  survived  The  Great  Disaster,  their  homelands 
destroyed  and  long  ago  fallen  into  ruin.  Some  are  exiles 
from  the  Kang  Empire  or  other  lands.  Others  are  either 
members  of  conquered  races  or  hybrids  created  by 
Archaen  sorcerers  and  later  abandoned.  The  most 
common  of  these  displaced  peoples  are  described  in 
the  following  sections. 

TYK  BOPOR 

An  amber-skinned  people,  the  Bodor  are  short, 
round  faced,  and  somewhat  portly  of  build.  Their  choice 
of  costume  is  eccentric,  and  consists  of  a  loose-fitting 
smock,  blousey  pantaloons,  chain-loop  earrings  and 
bracelets  of  lacquered  metal. 

The  Bodor  are  descended  from  a  race  of 
neomorphs  created  by  the  ancient  Archaens,  but 
abandoned  after  T  he  G  reat  D  i  saster.  S  i  nee  that  ti  me  thei  r 
people  have  had  no  permanent  home,  but  have  traveled 
throughout  Talislanta. 

Bodor  are  musicians  of  consummate  skill.  Their 
people  travel  in  musical  troupes  of  up  to  a  dozen 
individuals,  seldom  staying  in  one  place  for  any  great 
length  of  time.  A  troupe  will  always  have  one  or  more 
wagons,  in  which  they  carry  their  young  and  all  their 
possessions.  Bodor  are  promiscuous  during  their  early 
adulthood,  though  couples  usually  settle  down  after 
marriage.  Bodor  parents  are  loving  and  attentive, 
singing  their  children  to  sleep  with  beautiful  lullabies. 
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"During  the  course  of  my  travels  through  the 
Wilderlandsitwasmy  good  fortune  to  spend  some 
ti  me  i  n  the  company  of  a  troupe  of  B  odor  musi  ci  ans. 
I  found  them  to  be  a  pleasant  and  easy-going  folk 
who  are  partial  to  good  food  and  drink,  playing  far 
into  the  night,  and  sleeping  late  into  the  day.  In 
\  short,  we  had  much  in  common,  and  so  got  along 
famously.  While  with  the  troupe  I  learned  much 
about  the  uncanny  talent  possessed  by  all  Bodor, 
called  soundsight.  This  ability  allows  Bodor  to  see 
sound  as  shapes  and  colors,  and  is  an  integral  part 
of  their  music  and  everyday  lives. 

According  to  the  Bodor,  all  sound  is  comprised  of 
color,  intensity,  shape,  and  texture.  In  musical  terms, 
the  use  of  soundsight  enables  Bodor  musicians  to 
play  with  perfect  pitch,  and  in  perfect  time.  Their 
visual  connection  with  the  music  allows  Bodor^ 
instrumentalists  to  develop  superior  tone,  and  to 
match  or  blend  tonal  colors  with  great  accuracy 
and  subtlety. 


From  my  traveling  companions  I  also  learned  that 
soundsight  also  has  certain  non-musical 
applications.  Because  language  is  primarily  sound, 
it  too  can  be  seen  by  the  Bodor,  who  claim  that 
every  language  or  dialect  has  its  own  color  and 
texture.  All  voices  are  likewise  unique,  no  two 
looking  exactly  alike.  Simply  by  watching  an 
individual  speak,  Bodor  can  often  determine  what 
part  of  Talislanta  the  speaker  is  from,  the  speaker's 
emotional  state,  and  even  whether  or  not  the 
speaker  i  s  tel  I  i  ng  the  truth .  B  odor  say  that  the  most 
colorful  Talislantan  languages  are  those  spoken 
by  the  Thaecians,  Sarista,  and  the  Zandir.  The 
anguage  of  plants,  which  is  spoken  by  the  Green 
Men,  is  said  resemble  a  garden  in  bloom.  Bodor 
especially  favor  the  spell-songs  of  theSawila,  which 
they  say  are  intricate,  complex,  and  beautiful 
beyond  compare.  Conversely,  the  least  colorful 
speech  is  that  of  the  Aamanians,  which  the  Bodor 
devoid  of  int 
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Jtterly 


Children  are  raised  on  the  road;  they  study  music  under 
one  or  both  of  their  parents,  and  practice  their 
instruments  for  hours  each  day.  All  Bodor  possess  the 
uncanny  ability  known  as  sound-sight,  which  enables 
them  to  see  sounds  as  a  series  of  colors  (see  sidebar). 


Bodor  tend  to  be  quiet  and  soft  spoken  off  stage, 
but  are  more  animated  when  performing.  They  tend  to 
be  clannish,  but  can  be  outgoing  when  performing  for 
appreciative  audiences.  As  Bodor  havefew  other  talents 
and  are  averse  to  manual  labor,  they  are  sometimes 
considered  lazy  by  other  Talislantans. 

Qoi^RDIWDT 

All  Bodor  troupes  have  a  leader,  orM  aestro,  who 
books  all  engagements,  makes  travel  arrangements, 
purchases  supplies,  and  contracts  mercenary  guards  or 
guides  as  needed.  The  Maestro  also  conducts  the 
troupe  in  performance,  a  position  requiring  the  most 
ref  i  ned  sense  of  sound-si  ght  of  al  I  the  troupe.  I  n  musi  cal 
terms,  Bodorian  Virtuosos,  or  master  musicians,  may 
command  as  much  or  even  more  respect  than  a  M  aestro. 
Sti  1 1 ,  i t  i  s  the  M  aestro  who  resolves  al  I  di  sputes,  most  of 
w hi  ch  ari  se  over  dif f  eri  ng  i  nterpretati  ons  of  the  vari  ous 
musical  pieces  in  the  troupe's  repertoire,  or  a  clash  of 
creative  egos. 

\J)mK  &  Ration 

B  odor  bel  i eve  i  n  the  enti  ty  cal  I  ed  C  reator,  whom 
they  regard  as  an  aural,  rather  than  tangible,  presence. 
They  envision  their  patron  deity  as  the  first  and  greatest 
of  all  magicians,  who  composed  the  music  of  the  spheres. 
When  a  Bodor  dies,  he  or  she  is  buried  in  a  wordless 
ceremony,  while  the  remainder  of  the  troupe  plays  a 
traditional  funeral  ode  over  the  gravesite. 

Thir  Art? 

The  Bodor  are  the  most  accomplished  musicians 
in  Talislanta.  Their  favorite  instruments  include  the 
tambour,  gl  ass  f  I  ute,  gl  ass  bel  I  s,  the  i  ntri  cate  spi  ral  horn, 
and  the  four-man  bellows-pipes.  Bodorian  music  is 
intricate  and  complex,  and  requires  exceptional 
virtuosity.  Bodor  practice  no  other  arts,  though  some 
have  a  tal  ent  f  or  maki  ng  or  repai  ri  ng  musical  i  nstruments. 

Most  Bodor  speak  High  and  Low  Talislan.  The 
former  is  used  when  negotiating  contracts  and 
engagements  with  prospective  employers,  while  the 
latter  is  employed  when  speaking  to  common  folk. 
Among  their  own  people,  Bodor  converse  by  means  of 
a  musical  language  called  Bodorian,  which  requires  no 
words  to  convey  meaning.  Common  Bodorian  names 
includeBoda,  Salo,  Dore,  M  ifa,  Sola,  andTido. 
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Bodor  possess  little  aptitude  for  combat.  When 
they  must  travel  through  dangerous  territories  Bodor 
often  hire  an  armed  escort  of  mercenaries  to  protect 
them.  These  arrangements  are  often  negotiated  as  part 
of  the  troupe's  performance  contract,  along  with 
expenses  for  travel,  food,  and/or  lodging. 

B  odor  general  ly  prefer  to  work  for  gold  and  si  I  ver 
lumens,  though  they  may  also  accept  such  things  as 
accommodations,  meals,  and  travel  arrangements  in 
exchange  for  thei  r  servi ces.  T  he  troupe' s  M  aestro  takes 
an  additional  percentage  from  each  of  the  other 
performers  to  cover  travel ,  I  odgi  ng,  and  other  expenses. 

Bodor  are  strict  neutrals  who  have  ties  with  no 
other  races  or  nations.  Their  traveling  troupes  can  be 
encountered  throughout  the  Wilderlands,  and  in  such 
lands  as  Zandu,  Faradun,  the  Seven  Kingdoms, 
Carantheum,  andtheKang  Empire. 

Orgovians  are  a  wiry,  rugged  people,  hard  and 
spare  as  flints.  Notable  features  include  dusky-orange 
skin,  protruding  chin,  squinty  eyes,  and  nostrils  that 
resemble  vertical  slits.  They  dress  in  leather  vest  and 
curl-toed  boots,  loincloth,  and  brown  felt  headdress. 
Iron  armbands  are  worn  for  decoration,  typically  by  the 
dozen. 

flrxaTRY 

The  Orgovians  are  the  last  remnants  of  a  people 
who  once  hailed  from  the  small  kingdom  of  Orgovia. 
Following  The  Great  Disaster,  their  homeland  was 
overrun  by  savage  tribesmen  and  their  nation  driven 
into  ruin.  They  now  roam  the  Wilderlands  of  Zaran  and 
surrounding  regions,  making  their  living  as  traders. 

Orgovians  are  nomadic  traders  who  range  from 
the  Wilderlands  of  Zaran  to  the  Desert  Kingdoms,  and 
sometimes  as  far  as  the  Eastern  and  Western  Lands. 
They  travel  in  small  armed  bands  of  up  to  twenty 
individuals,  carrying  parcels  of  goods  from  many  lands 
on  the  backs  of  their  loper  steeds.  Orgovian  bands  are 
loosely  organized  and  usually  consist  of  one  or  more 
extended  families,  plus  a  number  of  males  or  females 
from  other  bands  who  have  joined  the  group  through 


marriage  or  choice.  M  ales  and  females  marry  in  a  brief 
ceremony  that  involves  the  exchange  of  gifts, 
symbol  i zi  ng  a  rel  ati onshi  p  of  mutual  trust.  A  s  bands  are 
always  on  the  move  females  must  often  give  birth  while 
"in  the  saddle".  Infants  are  wrapped  in  swaddling  and 
affixed  to  the  back  of  their  mother's  steed  with  the  rest 
of  the  baggage  and  possessions.  Most  learn  to  ride 
before  they  can  walk.  Orgovians  subsist  on  foods 
gathered  i  n  the  w i I d  or  obtai ned  through  trade  wi th  other 
peoples. 

Kuyjomy 

Orgovians  have  dealt  exclusively  in  barter  ever 
since  the  fall  of  the  old  nation  of  Orgovia  and  the 
subsequent  devaluation  of  its  currency,  a  lead  coin  called 
the  yatma  (hence  the  origin  of  the  popular  phrase,  "not 
worth  a  lead  yatma").  If  offered  coin  instead  of  barter 
for  their  wares,  Orgovians  may  accuse  the  unwitting 
offender  of  attempting  to  rob  them,  generally  with 
disastrous  results  (see  sidebar).  They  tend  to  be 
suspicious  of  civilized  folk,  whose  ways  the  Orgovians 
neither  fully  understand  nor  trust. 

Since thef al I  of  thei r old  ki ngdom,  0 rgovi ans  have 
been  suspicious  of  all  governments  and  institutions. 
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Th^  Art  or  mr  P^al  J 

"M  erchants  and  entrepreneurs  who  plan  to  have 
dealings  with  the  Orgovians  would  do  well  to 
keep  several  facts  i  n  mi nd .  F  i rst  and  foremost:  i  n 
all  dealings  with  Orgovians,  the  most  important 
factor  is  the  appearance  of  fairness.  Until  proven 
otherwise,  foreigners  are  regarded  as  potential 
thieves,  assassins,  or  worse.  It  is  the  custom 
among  the  Orgovians  to  exchange  gifts  before 
entering  into  trade  negotiations  of  any  sort.  Be 
prepared  to  do  so,  and  do  not  stint  in  your 
offering  -  your  generosity  and  overall 
trustworthiness  will  bejudged  on  thebasisof  its 
value.  Bear  the  added  cost  of  these  gifts  without 
complaint;  the  price  of  theoffering  isdeductible 
as  a  business  expense,  and  is  well  worth  the 
investment  in  any  case. 

By  all  means  do  not  offer  coins  to  an  Orgovian, 
either  in  payment  for  goods  or  as  a  gift .  These 
people  use  barter  exclusively  in  all  transactions, 
so  remember  to  bring  other  goods  to  trade.  Fine 
fabrics,  jewelry,  rare  spices,  and  ornate  Zandi 
blades  are  highly  valued  by  Orgovians.  Trinkets 
and  worthless  brumagem  are  not,  and  may  be 
regarded  as  a  sign  of  bad  faith.  If  coins  are  all 
you  have,  you  might  try  to  hammer  them  flat  and 
barter  them  as  precious  metals,  allowing  the 
Orgovian  to  determine  their  worth  by  weight 
rather  than  denomination  (using  the  phrase, 
"These  are  not  coins",  may  also  be  helpful). 

Should  yourgift  or  offering  fail  to  meetwith  the 
Orgovians'  approval,  you  may  put  aside  all 
thoughts  of  trades  or  transactions.  Instead,  your 
primary  concern  now  becomes  one  of  survival. 
Bow  politely,  say  your  farewells,  makewhatever 
excuses  you  wish,  but  leave  the  area  without 
delay.  For  once  you  have  curried  an  Orgovian's 
disfavor  or  distrust,  you  will  be  regarded  as  an 
enemy.  Should  you  argue  or  haggle  at  this  point, 
the  Orgovians  may  perceive  that  you  are  trying 
to  cheat  them,  and  elect  to  do  violence  upon 
your  person.  Such  difficulties,  while  not  always 
inevitable,  occur  with  some  frequency.  This  may 
go  far  to  explain  why  many  merchants  prefer  to 
deal  with  the  Djaffir,  who  -  though  conniving  in 
their  own  right  -  are  at  least  more  placid  of 
temperament  than  Orgovians. 


Their  bands  have  no  leaders;  instead,  decisions  are  made 
by  majority  rule.  The  band  may  elect  to  expel  any  member 
who  fails  to  adhere  to  accepted  customs  or  practices,  or 
who  commits  an  act  of  violence  toward  a  fellow 
Orgovian. 

WmK  &  Ration 

The  Orgovi  ans  once  had  a  god,  but  no  more.  A  fter 
The  Great  Disaster  they  said  their  god  had  abandoned 
them,  and  so  they  did  the  same.  They  know  little  or 
nothing  of  magic,  which  they  regard  with  suspicion  and 
distrust.  Orgovians  bury  their  dead  in  shallow  graves 
and  quickly  move  on. 

Thir  Art? 

Orgovians  have  no  musical  tradition,  and  have 
little  time  to  devote  to  artistic  endeavors.  However,  in 
order  to  pass  the  time  while  riding  on  their  steeds, 
Orgovians  create  intricately  tooled  leather  items  such 
as  belts,  bracers,  and  vests.  These  goods  are  superbly 
crafted,  and  are  highly  valued  by  the  Djaffir  and  other 
tri  bes. 

Most  Orgovians  speak  both  Low  Talislan  and 
sign.  Common  male  names  typically  begin  with  theprefix 
"Or",or"Org"  forfemales.  For  example:  Orfir,Ordavo, 
Orva,  Ortu  (male);  Orgovi  a,  Orgala,  Orgolas,  Orgavi 
(female). 

U^ny^y 

Orgovians  rely  on  the  speed  of  their  mounts  and 
pay  close  attention  to  their  surroundings  in  order  to 
avoid  potential  trouble.  If  faced  with  no  recourse,  or  if 
offended  in  some  manner,  a  band  will  attack  en  masse. 
In  such  cases  Orgovians  exhibit  great  ferocity,  and 
should  not  be  taken  lightly.  The  traders  carry  fierce- 
looking  prod-hooks  and  star-throwers  to  defend 
themselves  against  thieves  and  brigands.  Their  steeds, 
called  lopers,  will  also  fight  if  threatened  and  are  quite 
vicious. 

^OIDPXR^ 

Orgovian  clans  travel  far  and  wide,  and  have 
access  to  goods  and  commodities  from  many  distant 
lands  and  strange  places.  They  are  canny  traders,  and 
have  a  knack  for  obtaining  rare  merchandise  that  may 
bedifficulttofind  elsewhere.  Only  by  dealing  in  unusual 
and  uncommon  wares  are  Orgovians  able  to  compete 
with  the  Djaffir  merchant  tribes,  whose  goods  are 
generally  of  a  morecommon  and  widely  marketable  sort. 


THE  WILDERLANDS 
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Though  suspicious  by  nature,  Orgovianswill  deal 
with  most  anyone,  provided  they  are  offered  fair  value 
for  their  wares.  They  despise  bandits  and  cheats,  and 
routinely  kill  such  individuals  in  order  to  trade  their 
scalps  and  possessionsforuseful  goods.TheOrgovians 
are  on  good  terms  with  theY  itek  and  Djaffir,  both  trusted 
trading  associates.  The  Dracartans  also  enjoy  good 
relations  with  these  people,  as  do  the  Sindarans  of  the 
Seven  Kingdoms;  many  Sindaran  collectors  maintain 
close  friendships  with  Orgovian 
traders  in  order  to  obtain  items  that 
they  wish  to  acquire. 

The  Rahastrans  are  a  tall  and 
dark-skinned  folk  who  carry  about 
them  an  air  of  mystery  and  magic. 
The  wear  cloaks,  gloves  and  long 
coats  of  blue  fustian,  and  pendants 
of  carved  amethyst.  Every 
Rahastran  carries  a  deck  of 
enchanted  cards  known  as  the 
Zodar. 

The  Rahastrans  are  the  direct 
descendents  of  a  sect  of 
cartomancers  who  once  served  the 
rulers  of  the  ancient  kingdom  of 
P  handri  I .  A  ccordi  ng  to  thei  r  I  egends, 
their  people  were  banished  after  a 
Rahastran  displeased  the  ruler  of 
Phandril  by  giving  an  unfavorable 
reading  regarding  the  future  of  the 
kingdom  (the  reading  turned  out  to  be  accurate,  and 
Phandril  was  destroyed  during  The  Great  Disaster). 
Since  that  time  Rahastrans  have  been  wanderers,  who 
give  their  allegiance  to  no  government. 

Rahastrans  are  traveling  seers  who  wander  from 
place  to  place,  earning  a  living  as  fortune  tellers  or 
gamblers.  It  is  the  custom  of  these  individuals  to  trust 
to  the  luck  of  the  Zodar,  an  archaic  and  magical  game 
employing  a  deck  of  twenty  cards,  each  marked  with  a 
different  arcane  symbol.  While  Zodar  is  often  thought 
of  as  a  game  of  chance,  the  cards  are  most  often  used  to 
divinethefuture,  orto  reveal  a  person's  deepest  thoughts 


and  desires.  In  addition  to  supplying  a  livelihood,  the 
Zodar  guides  virtually  every  aspect  of  a  Rahastran's 
life  on  a  day-to-day  basis.  It  is  said  that  no  Rahastran 
would  ever  make  an  important  decision  without  first 
consulti  ng  the  cards  and  readi  ng  the  portents,  nor  would 
he  or  she  take  any  action  that  the  cards  indicate  to  be 
unwise. 

Rahastrans  tend  to  be  loners;  there  are  no  bands 
or  tribes  of  Rahastrans,  nor  do  they  haveany  homeland. 
Some  Tali  si  antan  scholars  believe  that  there  may  be  no 
more  than  a  few  hundred 
R  ahastrans  extant  on  the  conti  nent, 
if  that. 

Rahastrans  do  not  marry, 
though  on  rare  occasions  they  may 
indulge  in  romantic  affairs  or 
dalliances  -  if  it  is  in  the  cards. 
Should  the  pairing  of  a  Rahastran 
and  a  mate  of  any  other  race  result 
in  pregnancy,  the  child  will  always 
be  a  Rahastran,  both  in  appearance 
and  inspirit.  Unwilling  to  abandon 
the  call  of  the  Zodar,  Rahastrans 
leave  their  offspring  in  the  care  of 
others  and  continue  on  their  way. 
Should  the  child  one  day  decide  to 
seek  out  his  or  her  Rahastran 
parent,  the  Rahastran  will  agree  to 
teach  the  young  one  the  secrets 
and  traditions  of  the  Zodar. 

To  the  Rahastrans,  life  is  an 
intricate  game  of  chance.  Most 
tend  to  be  loners,  though  some  are 
able  to  tolerate  the  company  of  a 
few  trusted  companions,  at  least  for  a  time.  Because 
they  are  able  to  predict  the  future,  Rahastrans  are 
regarded  with  mixed  emotions  by  other  Talislantans, 
who  are  fascinated  with  the  Zodar,  yet  fearful  of  the 
secrets  that  the  cards  may  reveal. 

\T)mK  &  Ration 

For  Rahastrans  the  Zodar  is  religion,  magic,  art, 
and  craft.  They  turn  to  the  cards  for  spiritual  guidance, 
and  ascribe  sentient  virtues  to  their  cards,  which  they 
claim  are  imbued  with  divinatory  powers  by  the  higher 
spirits.  A  ble  to  foresee  the  means  of  their  death  in  the 
cards,  Rahastrans  often  prepare  a  will  indicating  how 
their  possessions  are  to  be  divided  among  their  chosen 
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Fatt  in  ti-k  Kmv?  ~) 

i  "The  ability  to  foresee  the  coming  of  unfortunate 
or  tragic  events  by  means  of  the  Zodar  is  a  burden 
carried  by  all  Rahastrans,  who  are  viewed  by  many 
Talislantans  as  harbingers  of  doom  and  ill  fortune. 
Often  shunned  as  loners  and  outsiders,  it  is  not 
surprising  that  many  Rahastrans  become  moody, 
sombre,  and  withdrawn.  So  it  is  that  the  majority  of 
these  people  rarely  remain  in  one  place  for  long, 

£  preferring  to  travel  from  place  to  place  as  dictated 
by  the  cards  *t 


To  a  Rahastran,  the  knowledge  bestowed  by  the 
Zodar  is  both  a  blessing  and  a  curse.  On  the  one 
hand  they  know  that  the  cards  may  show  them 
how  to  attain  whatever  they  desire,  whether  it  be 
^riches,  love,  or  influence.  In  fact,  some  say  that  the 
'  power  of  the  Zodar  is  addictive,  and  that  this  is  the 
true  nature  of  the  Rahastrans  attachment  to  their 
cards.  Y  et  weighing  heavily  on  the  mind  of  every 
Rahastran  is  the  knowledge  that  the  Zodar  also 
holds  the  key  to  their  own  fate,  and  that  one  day 
they  will  draw  the  card  that  foretells  their  own 
death." 


heirs  and  successors.  M  ost  prefer  to  be  cremated  along 
with  their  cards. 

Th^  Art? 

Rahastrans  maketheirown  cards  by  hand,  inditing 
each  with  the  traditional  illustrations  and  symbology. 
They  also  fashion  the  silver  cases  used  to  hold  the 
Zodar  deck,  decorating  them  with  intricate  scrollwork. 
Both  the  cards  and  cases  are  considered  works  of  art  by 
many  folk.  However  a  Rahastran  will  never  sell  his  or 
her  own  deck,  which  was  made  especially  for  that 
individual. 

Rahastrans  are  fluent  both  in  Low  Tali  si  an  and 
old  Archaen.  Because  they  travel  so  extensively,  many 
are  able  to  pick-up  a  smattering  of  other  tongues  along 
the  way.  Common  names  are  highly  individualistic, 
reflecting  the  eclectic  tastes  of  the  Rahastrans.  For 
example:  Rashir,  Tarean,  Dalusia,  and  Falusche. 


Rahastrans  consider  themselves  masters  of  their 
own  fate,  their  actions  influenced  only  by  the  cards  of 


the  Zodar  deck.  They  normally  adhere  to  the  laws  of 
whatever  land  they  are  visiting  in  order  to  avoid 
unwanted  attention. 

Normally  non-violent,  Rahastrans  will  use  their 
magics  to  defend  themselves  if  left  with  no  other 
alternative.  M  any  Talislantans  believe  that  it  is  bad  luck 
to  do  harm  to  a  Rahastran,  and  so  give  them  a  wide 
berth. 

Rahastrans  tell  fortunes  for  coin,  barter,  or  if  the 
mood  strikes  them,  for  free.  W  hen  gambling,  they  prefer 
to  deal  in  silver  and  gold  lumens,  though  a  Rahastran 
may  accept  any  attractive  wager  —  provided  the  cards 
indicate  that  doing  so  would  be  propitious. 

Rahastrans  are  deeply  distrustful  of  the 
A  amanians,  who  i  n  the  past  and  present  have  persecuted 
and  hunted  their  people  as  witches.  Consequently,  a 
Rahastran  will  never  travel  toAaman  unless  such  atrip 
is  decreed  by  the  cards.  Generally  speaking,  Rahastrans 
regard  most  other  peoples  neither  with  animosity  nor 
trust. 


Xambrians  resemble  the  Ariane  in  stature,  but 
have  bone-white  skin  and  long,  raven-black  hair.  Their 
customary  mode  of  dress  includes  a  cape,  high  boots,  a 
vest,  and  tight  breeches  of  black  strider  hide,  with 
gauntlets  of  fine  silver  mesh. 

flnK<;5TRY 

These  folk  are  descended  from  the  ancient 
Xambrians,  a  peaceful  people  who  were  all  but 
exterminated  by  a  cult  of  black  wizards  known  as  the 
Torquarans.  At  their  hands,  untold  thousands  of 
Xambrians  perished  in  the  Firepits  of  M  alnangar.  A  few 
Xambrians  escaped  into  the  Wilderlands  and  went  into 
hiding.  Assisted  by  unknown  benefactors,  they 
somehow  managed  to  survive  The  Great  Disaster, 
disease,  and  starvation.  To  the  spirits  of  their  ancestors 
they  swore  an  unbreakable  oath,  to  find  and  bring  to 
justice  the  murderers  of  their  people.  The  last  of  their 
descendents,  theXambrian  wizard  hunters,  can  still  be 
found  scattered  across  the  Talislantan  continent. 


The  few  remaining  Xambrians  have  but  one  goal 
in  life:  to  hunt  down  and  bring  to  justice  the 
rei  ncarnations  of  their  ancient  enemies,  theTorquarans. 
The  Xambrians  have  no  homeland,  no  clans,  and  no 
families.  They  do  not  marry,  and  can  mate  only  with 
another  Xambri  an;  no  other  union  will  bear  fruit.  Unable 
to  bring  infants  with  them  while  undertaking  such 
dangerous  work,  Xambrian  females  are  forced  to 
abandon  their  offspring  at  birth;  usually  to  a  family  or 
individual  whom  the  Xambrian  has  come  to  know  and 
trust. 

N  o  matter  how  they  are  raised,  X  ambrian  children 
are  doomed  to  grow  up  as  outcasts  (see  sidebar).  They 
look,  act,  and  feel  differentfrom  others,  and  are  subject 
to  protracted  periods  of  depression.  During  their  early 
years  they  may  hear  "voices"  in  their  heads,  or  experience 
hal I  uci  nations  of  varyi  ng  duration  and  severity.  A  s  they 
get  older  they  begin  to  develop  strange  powers,  for 
which  there  seems  to  be  no  logical  explanation.  Then, 
on  the  eve  of  thei  r  thirteenth  bi  rthday,  young  X  ambri  ans 
receive  a  vision  from  an  ancestral  spirit,  who  explains 
the  Xambrians'  heritage  and  the  reason  for  their 
existence.  From  this  point  on  the  child  is  a  Xambrian 
wizard  hunter,  and  will  receive  spiritual  guidance  and 


training  from  the  ancestors,  until  he  or  she  is  ready  for 
"the  Calling". 

At  any  time  following  the  first  spirit  vision,  a 
Xambrian  may  recei ve " the C al I i ng "  —  asummonsfrom 
the  spi  ri  t  gui  des,  I  etti  ng  the  X  ambri  an  know  that  one  of 
the  enemies  of  his  people  has  returned  to  Talislanta  in 
the  form  of  a  rei  ncarnator,  and  di  recti  ng  hi  m  to  travel  to 
the  place  called  Omen,  the  mountain  of  skulls.  Once 
here,  the  ancestor-spirits  will  tell  theXambrian  how  to 
I  ocate  the  rei  ncarnator,  and  w  i  1 1  i  n vest  the  w  i zard  h unter 
with  a  portion  of  their  spiritual  strength.  From  this 
moment  on,  theXambrian  will  not  rest  until  he  or  she 
has  carried  out  the  vendetta. 

X  ambri  ans  are  gui  ded  by  the  anci  ent  code  of  thei  r 
ancestors:  "Justice,  not  vengeance."  Aside  from  this 
Xambrians  recognize  no  other  law  or  authority. 

WmK  &  Ration 

Xambrians  revere  and  obey  the  spirits  of  their 
ancestors,  whose  souls  can  never  know  rest  until  their 
murderers  have  been  brought  to  justice.  From  their 
ancestors,  Xambrians  learn  abilities  that  enable  them  to 
resist  and  combat  magicians;  talents  necessary  to  the 
pursuit  of  thei  r  I  if  e's  goal .  X  ambri  ans  bel  ieve  that  upon 
passing  from  the  mortal  worldthey  will  be  reunited  with 
their  ancestors.  Whatever  burial  customs  their  people 
once  had  are  now  lost. 

M  ostX  ambri  ans  speak  Low  Tali  si  an,  and  can  read 
old  A  rchaen.  A  mong  themselves,  wizard  hunters  prefer 
to  converse  in  ancient  Xambrian,  an  otherwise  dead 
language  that  was  once  used  by  their  ancestors. 
Common  Xambrian  names  usually  end  with  the  suffix, 
"an",  a  tradition  among  thefamilies  of  old  X  ambria.  For 
example:  J  avan,  X  iran,  Shian,  Ishan,  and  X  ian. 

U^ny^y 

Instructed  by  their  spirit  guides,  Xambrians  learn 
the  use  of  thespiritblade,  tracking  skills,  and  the  ability 
to  counter  and  dispel  magic. Thus,  theyarewell  ableto 
defend  themselves. 

When  not  on  a  spirit  quest,  Xambrians  will 
sometimes  take  work  as  bounty  hunters,  Wilderlands 
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Of  all  Talislantans  perhaps  none  are  so  tortured 
in  mind  and  spi  ri  t  as  the  X  ambri  ans.  T  hei  r  anci  ent 
ancestors  were  nearly  eradicated  by  the 
Torquaran  wizards,  who  waged  a  campaign  of 
genocide  upon  them  for  no  other  reason  than 
sheer  hatred.  Their  homeland,  ravaged  by  warfare 
and  the  effects  of  The  Great  Disaster,  liesin  ruins 
-  an  inhospitable  wasteland,  haunted  by  the 
spirits  of  their  ancient  ancestors,  and  the  specter 
of  that  grisly  monument,  Omen,  the  mountain  of 
skulls. 

For  the  few  Xambrians  who  survive  to  the 
present  day,  life  holds  little  in  the  way  of 
happiness  or  serenity.  Sworn  to  seek  justice  for 
the  terrible  wrongs  done  to  their  people,  no 
Xambrian  is  free  to  pursue  his  or  her  own 
individual  aspirations.  M  arriage,  raising  a  family, 
building  a  home,  or  even  settling  down  in  one 
place  for  any  length  of  time  are  not  possible;  a 
Xambrian  must  be  prepared  at  all  times  to  follow 
the  calling,  whenever  it  may  occur.  Outsiders 
regard  them  with  superstition  and  mistrust,  and 
such  friendships  as  they  may  make  are  usually 
temporary  at  best. 

Traveling  through  hostile  wilderness,  spending 
weeks  or  even  months  completely  alone,  always 
waiting  forthe  calling  but  never  knowing  when  it 
will  come-  this  is  the  fate  of  the  Xambrians.  Itis 
no  wonder  then  that  some  folks  say  of  the 
Xambrians  are  a  doom-haunted  folk  who  bear  a 
shadow  across  their  souls. 
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guides,  mercenary  scouts,  or  adventurers.  They  do  so 
not  because  they  covet  riches  or  recognition,  but  so 
that  they  can  survive  and  continue  the  ancient  vendetta 
against  the  enemies  of  their  people. 

Xambrians  owe allegianceto  no  king  or  nation.  A 
grim  and  moody  lot,  they  are  regarded  with  suspicion 
by  most  Talislantans.  M  any  regard  them  as  cursed,  and 
want  nothing  to  do  with  them.  Xambrian  regard  for 
modern-day  magic-users  of  any  sort  ranges  from  distrust 
to  outright  hatred. 


Batranc  are 
kite-winged 
predators 
native  to  the 
skies  above  the 
Wilderlandsof 
Zaran  and 
much  of 
Talislanta.  A 
true  avian 
species,  batranc 
spend  their  entire 
lives  in  the  air.  They 
are  able  to  glide 
effortlessly  on  the 
winds,  riding  the  air 
currents  as  a  sailing  ship 
rides  the  waves.  During  the 
spring  mating  season,  flocks  of 
these  creatures  can  sometimes  pose 
a  navigational  hazard  to  windships 

Batranc  prey  on  other  avian  creatures,  including 
avir,  Stryx,  and  ravengers.  They  will  never  attack 
creatures  on  the  ground,  but  will  sometimes  snatch 
individuals  from  high  places  such  as  towers, 
battlements,  and  treetops.  The  creature's  grasping  tail 
is  its  main  weapon,  both  for  attack  and  defense.  Its 
fangs  are  used  primarily  to  devour  prey,  which  it  does 
by  holding  the  victim  in  its  tail  and  rending  it  to  bits. 

Much  has  been  written  of  the  batranc  by 
Talislantan  poets  and  balladeers,  who  have  long  been 
fascinated  by  the  dual  nature  of  these  creatures: 
beautiful  to  watch  as  they  sail  across  the  skies,  yet  as 
cold  and  deadly  as  the  most  savage  land  or  sea-dwelling 
predators. 

Size:  30'+wingspan,  10'  long,  140  lbs. 
Attributes: 

INT  -6  PER46 
WIL+4  CHAN/A 
STR  +2  DEX  46 

CON  4-1  SPD  46 

Ability  Level:  4-84- 

Attacks/Damage:  Fangs:  DR  6,  Tail  used  for  grasping 
only 

Special  Abilities:  Can  remain  airborne  indefinitely 
Armor:  None 
HitPoints:  32 
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LOP^R 

Lopers  are  a  peculiar  species  of  bipedal  beasts 
native  to  the  Borderlands  and  other  Wilderlands  regions. 
In  the  wild,  lopers  usually  travel  in  herds  of  up  to  forty 
or  fifty  creatures,  including  males,  females,  and  sexless 
broodlings  (latent  sexual  markings  and  physical 
characteristics  generally  do  not  develop  until  the 
broodlings  mature,  at  or  around  their  third  year).  The 
distinction  between  male  and  female  lopers  is  an 
important  one;  the  male  of  the  species  is  exceptionally 
mean-tempered  and  prone  to  erratic  behavior,  while  the 
female  is  somewhat  more  doci  le. 

Orgovian  traders  value  lopers  as  steeds  and 
burden  beasts,  primarily  because  they  are  very  rugged 
and  eat  little.  Though  they  can  be  captured  and  trained, 
lopers  cannot  be  tamed  or  domesticated.  The  creatures 
can  only  be  controlled  by  the  use  of  a  prod-hook  -  a 
device  employed  to  keep  theloperfrom  biting  its  rider, 
other  animals,  or  whatever  else  is  in  range  of  itsjaws. 

Size:  14' long  (8' tall),  400-600  lbs. 
Attributes: 

INT  -8  PERO 
WIL  +7  CHA  N/A 
STR+4  DEX+4 
CON  47  SPD  +5 
Ability  Level:  5-7 

Attacks/Damage:  B ite:  D  R  6,  H  ind Claws:  DR  10,  W hip- 
likeTail:  DR  8;  oneattack  per  round 
Special  Abilities:  Sure-footed  climbers,  leap  across 20- 
30  foot  spans  with  running  start 
Armor:  Scaly  hide,  PR  2 
H  itPoints:  43 


TtK  ^ITY5TflTT  OF 

Danuvia  is  a  great  stone  citadel  established  long 
ago  by  moderate  factions  who  fled  the  old  Phaedran 
E  mpi  re  around  the  ti  me  of  the  C  ul  t  W  ars.  T  he  f  i  ve-si  ded 
walls  of  the  citadel  stand  over  fifty  feet  in  height,  and 
are  heavily  fortified  against  attack.  Connected  to  Astar 
of  the  Seven  Kingdoms  via  the  Wilderlands  Road,  the 
citystate  is  home  to  a  female-dominated  society  known 
as  the  Danuvians. 

vanwian? 

Danuvian  females  are  tall  and  bronze-skinned, 
with  strong  features.  They  decorate  their  faces  with 
bold  pigments,  dress  in  martial  attire  replete  with  iron 
tore  and  corslet,  and  wear  their  hair  in  a  stiffly- lacquered 
crest.  Danuvian  males  tend  to  be  smaller,  physically 
weaker,  and  somewhat  more  pale  of  complexion.  They 
dress  in  robes  and  sandals,  and  arrange  their  hair  in 
elaboratecoiffures. 

flrxrrrRY 

Descendants  of  the  ancient  Phaedrans,  the 
Danuvians  were  exiled  from  the  Western  Lands  during 
the  latter  part  of  the  Cult  Wars.  They  settled  in  the 
eastern  Wilderlands  and  established  the  independent 
citystate  of  Danuvia  in  the  year  480. 

The  Danuvians  live  in  a  walled  city  of  brick,  stone, 
and  mortar.  Their  dwellings  are  spacious,  with  high 
ceilings  and  hides  draped  across  their  furnishings  and 
floors.  Danuvian  society  is  divided  along  lines  of  gender. 
F  emal  es  hoi  d  al  I  positi  ons  of  authority,  w  hi  I  e  mal  es  serve 
a  subservient  role  and  are  treated  as  inferiors.  Females 
may  take  as  many  husbands  as  they  can  support,  and 
may  divorce  an  unwanted  mate  at  any  time.  Female 
chi I dren  are  greatly  favored;  they  i nheri t  thei r  mother' s 
name  and,  by  association,  her  status.  W  omen  raise  their 
daughters,  and  men  raise  their  sons.  The  majority  of 
D  anuvi  an  f  emal  es  are  empl  oyed  i  n  positi  ons  of  i  nf  I  uence 
in  the  military  and  government.  Danuvian  males  are 
house-cleaners,  artists,  horticulturists,  weavers,  and 
tailors.  Though  Danuvian  females  can  only  procreate 
with  males  of  their  own  race,  many  actively  seek  males 
of  other  races,  whom  they  prefer  as  consorts.  Thus  many 
females  will  have  at  least  one  Danuvian  male  to  father 
her  offspring,  but  also  have  several  consorts  of  other 
races. 


Lacking  in  any  form  of  ambition,  Danuvian  males 
aregenerally  weak,  docile,  and  subservient  to  the  female 
population.  This  is  a  tradition  among  Danuvian  males, 
and  there  is  no  stigma  associated  with  such  behavior. 
In  fact,  a  male  who  exhibits  aggressive  behavior  is 
considered  "pushy"  or  disrespectful,  and  may  be 
di  sci  pi  i  ned  i  n  order  to  keep  hi  m  i  n  hi  s  pi  ace.  T  he  C  onj  ugal 
Feast  is  a  colorful  pageant  that  is  held  in  Danuviaeach 
year,  on  the  42nd  of  Drome.  This  event  features  a 
procession  of  males,  each  competing  for  the  affection 
of  the  Danuvian  queen.  The  top  three  contestants  are 
rewarded  by  being  appointed  to  the  queen's  "harem"  of 
male  consorts.  The  Queen's  Ministers  bid  on  the 
remaining  eligible  males  (see  sidebar). 

Danuvia  is  ruled  by  a  military  gynecocracy,  at  the 
head  of  which  is  the  Queen.  Her  Highness  is  served  by 
the  Danuvian  Council,  a  group  of  twelve  female 
advisors,  orM  inisters.  Each  is  a  general  in  the  Danuvian 
military,  with  her  own  area  of  expertise,  such  asDefense, 
Requisitions,  Engineering,  and  so  on.  The  M  inister  of 
Justice  sits  at  the  right  hand  of  the  Queen,  and 
adj  udi cates  al I  di sputes.  I  ndi  vi dual s  accused  of  cri mi nal 
offenses  are  tried,  and  if  found  guilty  areimprisoned  in 
the  city  dungeons. 


The  site  of  this  annual  festival  is  a  great 
i  amphitheater  decked  out  in  colorful  pennants  and 
banners,  with  a  raised  gallery  situated  at  the  far  j 
end.  The  lower  levels  are  allocated  to  the  sallow-  ] 
faced  Danuvian  males,  who  gather  together  in  small 
groups  to  gossip  or  chat  among  themselves.  The 
upper  tiers  are  occupied  by  the  Danuvian  females; 
,  women  of  imposing  size  and  mien.  Overlooking  the 
r  assemblage  are  the  Queen  of  Danuvia  and  her 
retinue,  attired  in  ceremonial  armor.  When  all  have 
settled  into  their  proper  places  the  Queen  signals 
the  start  of  the  festivities.  A  procession  of  male 
contestants  comes  forth,  each  exhibiting  some 
special  talent:  for  Danuvian  males,  a  song, 
expressive  dance,  or  a  recitation  of  poetry.  Among 
foreign  contestants,  displays  of  martial  prowess 
\  and  feats  of  strength  are  popular.  The  members  of 
the  Gynecocracy  grade  each  contestant  on  his  , 
virtues,  appearance,  and  personal  qualities,  making"5* 
their  notations  in  secret. 

After  the  presentations  are  finished,  a  banquet 
commences.  A  host  of  male  attendants  come  forth, 
attired  only  in  scanty  loincloths  and  sandals,  to 
serve  the  male  contestants.  Throughout  the  course 
of  the  meal  the  contestants  are  closely  watched  by 
the  Queen  and  her  retinue,  who  appraise  each 
accordi  ng  to  hi s  tabl  e  manners  and  overal  I  conduct. 
V  When  the  last  course  has  been  consumed  another 
f  fanfare  is  sounded,  and  the  servants  hurry  to  clear 
away  the  empty  plates  and  goblets.  The  Gynocrats 
confer  briefly  with  their  Queen;  notations  are  tallied 
and  compared.  Then,  at  a  sign  from  the  Queen,  a 
herald  blows  a  fanfare  and  announces  the  names 
of  the  finalists.  The  Queen  presents  the  honorees 
with  gold  ribbons  and  certificates  of  commendation, 
and  the  crowd  showers  them  with  handfuls  of 
petals.  Then,  with  much  pomp  and  ceremony,  a 
contingent  of  female  guards  whisks  the  finalists 
from  the  hall  and  escorts  them  to  private  suites, 
where  each  receives  his  reward  -  a  personal 
audi  ence  w  i  th  the  Q  ueen  or  one  of  her  R  oyal  reti  nue. 


\J)mK  &  Ration 

The  Danuvians  have  no  formal  religion,  though 
they  express  reverence  for  a  war  god  similar  in  some 
waystoZoriah,theKang'sGod  of  War.  However,  in  the 
Danuvian  interpretation,  the  god  is  called  Danu,  and  is 
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a  f  emal  e.  D  anu  vi  an  f  emal  es  are  g  i  ven  a  w  arri  or' s  f  u  neral 
and  buried  with  honor,  along  with  their  best  weapons 
and  ceremonial  armor.  Danuvian  males  are  buried  in 
wooden  coffins,  without  great  fanfare. 

Th^  Art? 

In  Danuvia,  artistic  pursuits  are  essentially  the 
province  of  males,  who  practice  such  arts  and  crafts  as 
poetry,  painting,  music,  sculpture,  dance,  beading,  and 
weaving.  Their  works  are  seldom  held  in  great  regard 
outside  of  Danuvia. 

Females  Danuvians  converse  primarily  in  Low 
Tal  i  si  an .  M  al  es  speak  H  i  gh  Tal  i  si  an  excl  usi  vely,  i  n  order 
to  avoid  being  accused  of  being  too  "aggressive". 

Danuvia  maintains  a  sizeable  army  of  female 
archers,  lancers,  and  swordswomen.  Their  troops 
decorate  their  faces  with  colored  pigments,  and  ride 
greymanes  into  battle.  The  citystate  is  well-fortified 
against  attack,  and  has  sufficient  supplies  of  food  and 
water  to  resist  a  determined  force  of  invaders  or  a  long 
siege. 

Danuvia's  most  saleable  commodity  is  its 
mercenary  army.  They  are  considered  among  the  most 
skilled  fighters  on  the  continent.  Many  mercenaries 
serve  with  the  Seven  Kingdoms'  Borderlands  Legion; 
others  work  in  H  adj. 

(LlVRLVVKUl 

Danuvia  is  officially  a  neutral,  independent  state. 
However,  it  clearly  sides  with  the  Seven  Kingdoms  on 
the  issue  of  the  Za  tribes,  and  is  sympathetic  to 
Carantheum,  an  important  trading  partner.  Danuvia  is 
considered  vital  to  the  defense  of  the  other  i ndependent 
citystates,  and  to  the  Wilderlands  territories  in  general. 

B^H^IDOTH 

Behemoths  are  giant,  quadrupedal  predators  that 
range  the  Desertlands  of  Danuvia,  the  Wilderlands  of 
Zaran,  the  PI  ai  ns  of  G  olari  n,  and  parts  of  the  K  ang  E  mpi  re. 
T he  creature' s  natural  armament  i ncl udes  an  i nch-thi ck 
layer  of  tough,  leathery  hide,  with  a  mantle  of  rock-hard 
bone  encasing  the  cranium.  The  latter  form  of  defense 
is  of  particular  importance  to  these  great  beasts,  who 
have  been  described  as  "living  battering  rams." 


The  behemoth's  method  of  attack  is  simple  and 
straight-forward:  the  creature  charges  towards  its 
intended  victim  at  full  speed,  intent  upon  a  head-on 
collision  that  will  knock  down  and  incapacitate  its  prey. 
If  its  initial  attack  is  successful,  the  behemoth  will  then 
attempt  to  kill  its  victim  by  goring  it  with  its  long  tusks. 

Behemoths  normally  prey  only  on  large  creatures, 
such  as  aht-ra,  land  lizards,  megalodont,  and  durge. 
However,  they  have  also  been  known  to  ram  into 
wagons,  land  arks,  and  even  duneships;  it  is  believed 
that  these  beasts  are  attracted  by  motion  and  by  loud 
noises.  Behemoths  occasionally  engage  in  fierce 
territorial  battles  with  mangonel  lizards,  their  struggles 
often  lasting  for  hours. 

Size:  18'+in  length,  10'atshoulder,  4,000-5,000  lbs. 
Attributes: 

INT  -9  PER-2 
WIL+5  CHAN/A 
STR49  DEX-5 
CON  49  SPD  4-2 

Ability  Level:  5-12 

Attacks/Damage:  Ram:  DR  30,Trample:  DR  25,orTusks: 

D  R  17;  one  attack  per  round 

Special  Abilities:  A  rmored  skull  is  virtually  impervious 

to  damage,  ram  attack  knocks  victim  down 

Armor:  Cranium,  PR  15;  Hide,  PR  3 

HitPoints:  60 
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th^  ^nrrrffix  or 

Built  upon  the  ruins  of  an  unknown  civilization, 
the  citystate  of  M  aruk  was  original  ly  a  place  of  notable 
splendor.  M  any  years  ago  the  city  apparently  fell  under 
a  curse,  and  events  took  a  turn  for  the  worse.  Attempts 
were  made  to  remedy  the  problem,  but  time  and  again, 
th  ese  ef  f  o  rts  met  w  i  th  f  ai  I  u  re.  M  aru  k  i  s  n  o  w  i  n  sh  am  bl  es: 
ts  splendid  domes  and  towers  practically  in  ruin,  and 
ts  once-prosperous  orchards  and  farmlands  barren.  This 
s  the  home  of  the  M  arukans,  a  dispirited,  destitute,  and 
1 1 -fortuned  people. 

Once  a  robust  and  hearty  folk,  the  M  arukans  now 
exhibit  a  wan  and  unhealthy  appearance.  Most  have 
pale  sallow  complexions,  sunken  eyes,  and  limp  brown 
hair.  Morose  and  gloomy  by  nature,  they  dress  in 
unflattering  garments  made  of  sackcloth  and  walk  about 
with  their  eyes  downcast. 

The  M  arukan  are  descended  from  the  ancient 
Numenians,  a  people  whose  lands  were  destroyed  by 
The  G  reat  D  isaster.  T  he  survivors  sol  d  salvage  from  the 
ruins,  eventually  earning  enough  to  acquire  a  tract  of 
land  from  the  Hadjin,  upon  which  they  erected  the  city 
of  Maruk.  For  a  time  the  M  arukans  prospered,  selling 
food  crops  to  Carantheum,  Danuvia,  and  Hadj.  But 
someti  me  afterwards  a  seri  es  of  misfortunes  beset  them. 
Their  crops  failed,  their  animals  died,  and  their  people 
became  dispirited.  The  M  arukans  continue  to  labor 
under  this  curse  to  the  present  time. 

M  arukans  once  lived  in  artful  structures  of  brick 
and  masonry,  with  domed  copper  roofs.  Now,  most  of 
thei  r  bui  I  di  ngs  are  i  n  di  srepai  r,  the  copper  pi ati  ng  stri  pped 
from  the  roofs  and  sol  d  for  salvage.  F  ormerl y  know n  for 
itsstablefamily  units,  M  arukan  society  has  fallen  apart. 
Many  families  have  been  forced  to  split-up,  as 
individuals  leave  the  citystate  in  order  to  find  work 
elsewhere.  Those  who  remain  in  the  citystate  now  work 
as  dung  merchants,  menial  laborers,  subsistence  farmers, 
salvagers,  and  talismancers.  Few  M  arukans  marry 
anymore,  and  the  birth  rate  continues  to  drop  each  year. 


M  arukans  are  perhaps  the  most  downtrodden  and 
i  1 1  -aspected  of  al  I  the  T  al  i  si  antan  races.  T  hey  suffer  from 
an  ancient  curse  that  has  brought  ill  fortune  down  upon 
their  heads.  Considered  harbingers  of  doom  in  many 
lands,  M  arukans  are  shunned  as  if  they  carried  the 
plague.  Fear  of  curses  and  bad  luck  dominates  what  is 
left  of  M  arukan  culture.  Consequently,  the  people  have 
taken  to  wearing  "Luck  Talismans"  of  many  types  and 
descriptions  (see  sidebar). 

Until  the  advent  of  the  curse,  the  citystate  had 
been  governed  by  a  Ruling  Council  comprised  of  eleven 
of  thecity's  leading  agriculturists,  merchants,  magicians, 
statesmen,  artists,  and  military  leaders.  Now  the 
M  arukans  are  sometimes  hard-pressed  to  find  eleven 
individuals  who  have  the  time  or  energy  to  handle  the 
responsibilities  of  governing,  and  the  Council  is  often 
compri sed  of  whoever  is  willi  ng  to  do  thejob.  The  legal 
system  is  now  in  a  shambles.  M  ost  of  the  judges  have 
had  to  take  other  work  i  n  order  to  feed  thei  r  f  ami  I  i  es,  and 
criminals  often  get  off  without  penalty  due  simply  to 
the  inefficiency  of  the  bureaucracy.  The  good  news  is 
that  thievery  is  almost  unknown  in  the  citystate;  the 
bad  news  is  that  there  isn't  much  worth  stealing 
anymore  in  M  aruk. 


Tik  TflLiyiDfln^R^  Art 

The  Marukans  are  a  people  hounded  by  ill 
fortune.  To  make  their  lives  more  bearable  they 
resort  to  the  use  of  luck  charms,  or  talismans. 
These  devices  are  created  by  the  Talismancers 
of  Maruk,  who  over  the  course  of  many 
generations  have  devised  a  great  number  of 
c harms,  eac h  sui  ted  to  a  parti  c ul  ar  i  1 1  or  w oe.  T  he 
most  common  type  by  far  is  the  standard  Luck 
T  al  i  si  man,  an  al  I  -purpose  item  that  i  s  sai  d  to  confer 
protection  against  most  common  forms  of  bad 
luck,  misfortune,  and  mishap.  This  device,  while 
certainly  of  practical  utility  and  unquestioned 
efficacy,  is  by  no  means  deemed  sufficient  to 
protect  the  wearer  agai  nst  the  more  severe  forms 
of  maledictions.  Forsuch  purposesTalismancers 
recommend  that  their  customers  augment  the 
standard  Luck  Talisman  with  additional  charms, 
each  designed  to  foil  a  specific  malady,  accident, 
or  affliction. 

These  include  talismans  that  protect  the  wearer 
from  household  accidents,  accidents  that  occur 
outside  the  home,  accidents  involving  vehicles, 
or  accidents  occuring  during  a  particular  month 
or  year;  tal  i  smans  to  g  uard  agai  nst  fever,  the  ag  ue, 
falling  hair,  dizziness,  bloating,  emaciation, 
wrinkles,  or  excessive  bodily  odor;,  charms 
intended  to  ward  against  black  magic,  witchcraft, 
shamanism,  diabolism,  demonology,  unclean 
spirits,  vengeful  ghosts,  creatures  of  the  night, 
invisible  stalkers,  things  that  lurk  in  closets  or 
under  beds;  and  amulets  that  grant  relief  from 
curses,  oaths,  mordets,  the  Evil  Eye,  graven 
images,  totems,  fetishes,  poison,  wild  animals  of 
various  sorts,  noxious  vermin,  and  so  on. 

For  all  the  complexities  of  M  arukanTalismancy, 
even  its  most  devout  adherents  do  not  claim  that 
these  devices  are  fool  proof,  nor  do  the  M  arukan 
Talismancers  guarantee  that  their  creations 
confer  even  the  most  limited  of  beneficial  effects. 
The  reason  for  this,  they  say,  is  that  the  curse 
that  fol  lows  the  M  arukans  affects  al  I  thi  ngs  that 
they  do,  even  the  maki ng  of  L  uck  Tal i smans.  Y  et 
all  agree  that  it  is  far  better  to  wear  such  charms, 
cursed  or  not,  than  to  risk  the  consequences  of 
going  without  any  protection  at  all. 


WmK  &  Ration 


Marukans  are  a  superstitious  folk  who  believe 
that  their  lives  are  controlled  by  the  caprices  of  fate, 
I  uck,  and  omens.  Hoping  to  change  thei  r  fortunes,  they 
seek  the  aid  of  Talismancers—  minor  magicians  who 
specialize  in  the  making  of  luck  medallions,  charms,  and 
other  enchanted  items.  These  individuals  claim  to  be 
masters  of  Tal  ismancy,  afield  of  magical  study  considered 
somewhat  specious  by  other  Talislantans.  Their  wares 
are  available  for  sale  throughout  the  citystate. 

The  Marukans  once  practiced  elaborate  funeral 
rites  such  as  embalming,  laving  the  deceased  with 
scented  oils  and  perfumes,  adornment  in  costly 
vestments,  and  interment  in  splendid  underground 
tombs.  Now  M  arukans  are  buried  with  no  concern  for 
ritual,  while  the  tombs  of  their  ancestors  are  plundered 
for  valuables. 

Thr  Art? 

The  M  arukans  once  had  a  rich  artistic  tradition. 
They  practiced  painting,  sculpture,  music,  decorative 
arts,  etc.  Now  few  have  time  for  such  endeavors,  as 
they  are  preoccupied  with  the  task  of  trying  to  eke  out  a 
I  i  vi  ng  f  or  themselves  and  thei  r  f  ami  I  i  es. 

Marukans  are  conversant  in  Low  T  al  i  si  an . 
Common  male  names  i  nclude  M  erdmi  re,  M  arud,  M  erduk, 
and  M  arik.  Female  names  end  in  an  "a",  as  in  M  erdmira, 
M  aruda,  M  erduka,  and  M  arika. 

The  remnants  of  the M  arukan  military  still  defend 
the  citystate  as  best  they  can.  However,  the  so-called 
"citizen  militia"  is  poorly  armed,  disorganized,  and  not 
very  motivated.  Their  weapons  are  in  need  of  repair,  as 
are  the  city's  fortifications,  many  of  which  have  begun 
to  crumbl e from  I ack  of  mai ntenance. 

Maruk's  prosperous  agrarian  society  is  on  the 
verge  of  bankruptcy.  Its  fields  have  gone  barren,  and 
thefarmers  barely  grow  enough  to  feed  their  own  people. 
The  only  remaining  crops  are  a  bland  type  of  tuber  from 
which  a  coarse  gruel  called  phlan  is  made,  and  rock- 
lichen,  which  is  used  to  make  a  type  of  unleavened 
bread.  Among  the  few  remaining  resources  are  thegiant 
ogront  that  roam  the  sparse  plains  around  M  aruk.  Thei  r 
dung  is  in  plentiful  supply,  and  is  collected  from  the 
surrounding  environs  and  sold  for  fuel  and  fertilizer. 
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M  aruk  has  no  allies  or  enemies  of  note,  as  it  has 
little  that  anyone  wants  or  needs.  Though  the  M  arukan 
government  has  technically  been  bankrupt  for  decades, 
the  Ruling  Council  continues  to  offer  a  reward  of  one 
hundred  thousand  gold  lumens  to  anyone  who  can 
successfully  lift  the  curse  from  the  city.  The  offer  still 
draws  a  few  optimistic  mystics,  savants  and  reputed 
miracle-workers,  though  not  nearly  so  many  as  in  years 
past. 


Ogronts  are  a  rare  variety  of  gigantic  herbivore 
native  to  the  Wilderlands  of  Zaran.  Protected  by  rows 
of  sharp  spikes,  two  layers  of  rugged  hide,  and  a  foot- 
thick  layer  of  fat,  ogronts  are  virtually  impervious  to 
harm,  a  fact  which  serves  to  dismay  predators  of  all 
sorts.  Among  the  most  peaceful  and  placid  of  Talislantan 
creatures,  ogronts  prefer  to  wander  aimlessly,  grazing 
on  grasses  and  any  other  type  of  vegetation  that  they 
encounter  in  their  travels.  The  intestinal  fortitude  of 
these  giants  is  beyond  normal  reckoning;  briars, 
poisonous  or  narcotic  herbs,  and  even  trees  and  timber 
are  evidently  completely  palatable  to  ogronts. 

In  their  natural  plains  and  savannah  habitats, 
ogronts  generally  pose  no  threat  to  anyone.  In  fact, 
they  leave  behind  a  highly  nutritive  (and  exceedingly 
plentiful)  fertilizer  that  sells  for  up  to  fifty  gold  lumens 
per  ton  and  is  among  the  only  resources  available  to  the 
impoverished  people  of  M  aruk.  The  problem  is  that 
ogronts  will  not  walk  around  anything  they  can  walk 
though,  including  stonewalls.  Occasionally  one  of  the 
massive  beasts  will  wander  into  a  settled  area, 


inadvertently  causing  widespread  destruction. 
Unaffected  by  weapons,  spells  of  influence,  or  most 
anything  else,  the  creatures  are  either  sublimely  stupid 
orj  ust  plain  oblivious  to  the  activitiesof  smaller  entities. 
Only  the  cleverest  or  most  pati  ent  methods  are  of  use  i  n 
ridding  a  village  or  town  of  an  unwanted  ogront. 

Size:  30'-40'  at  shoul  der,  20-30  tons 
Attributes: 

INT  -13  PER-9 
WIL  +15  CHAN/A 
STR+14  DEX-10 
CON +15  SPD-10 
Ability  Level:  5-10 

Attacks/Damage: Tusks:  DR  30, Trample:  DR  50;  attacks 
usually  are  accidental 

Special  Abilities:  Practically  impervious  to  harm;  immune 
to  spells  of  influence 
Armor:  Densehide,  PR  30 
HitPoints:  200 

PLflipy  or  goLARin 

E  ast  beyond  the  D  arkl  ands  of  U  rag  I  i  e  the  grassy 
steppes  of  the  Plains  of  Golarin.  It  is  a  place  of  some 
mystery;  the  crumbling  ruins  of  an  unknown  number  of 
ancient  civilizations  litter  parts  of  the  interior,  long 
abandoned  by  their  makers  and  overgrown  with  weeds 
and  creepers.  These  territories  are  now  home  to  the 
savage  folk  known  as  the  Beastmen. 

Though  they  are  essentially  humanoid  in  form, 
Beastmen  have  many  features  which  are  more 
reminiscent  of  creatures  of  the  wild:  coarse  fur,  fangs, 
pointed  ears,  and  claws.  They  dress  in  crudely  made 
boots  and  loincloths  of  animal  hide,  augmented  with 
whatever  items  they  can  steal  or  scavenge  from  other 
peoples. 

flrxryTRY 

Beastmen  are  believed  to  be  descended  from  the 
Wild  Races  that  once  ranged  throughout  Talislanta 
before  the  coming  of  the  Archaens.  M  ore  specifically, 
some  naturalists  have  theorized  that  Beastmen  may  be 
a  degenerate  sub-species  of  Jaka.  It  is  perhaps  best  not 
to  say  this  to  a  J  aka,  as  the  two  races  are  not  on  friendly 
terms. 


ft 


The  Beastmen  range  the  length  and  breadth  of 
G  ol ari  n  i  n  heavi  ly  armed  packs  of  a  half-dozen  to  several 
hundred  individuals,  preying  upon  caravans  from  the 
Seven  Kingdoms,  Carantheum,  and  the  Western  Lands. 
The  packs  are  nomadic,  stopping  only  to  rest  or  make 
camp  in  the  ruined  cities  that  lie  scattered  across  the 
plains.  Some  use  the  ruins  as  bases,  from  which  they 
I  au  n  c  h  rai  d  s  i  nto  th  e  su  rrou  n  d  i  ng  terri  to  ri  es.  T  h  ose  w  h  o 
I  i  ve  i  n  the  rui  ns  never  bui  I  d  or  mai  ntai  n  these  f  aci  I  i  ti  es, 
but  si  mpl y  use  w  hatever  i  s  at  hand .  T  hei  r  I  ai  rs  are  usual  I y 
littered  with  shards  of  bone,  scraps  of  rotten  food,  and 
other  debris. 

Beastmen  are  quite  unparticular  with  regard  to 
their  eating  habits,  having  an  equal  fondness  for  herd 
beasts,  carrion  or  luckless  travel  ers.They  find  itdifficult 
to  restrai n  thei  r  baser  urges,  and  may  break  off  whatever 
they  are  doing  in  order  to  feast  on  fallen  opponents, 
carrion,  or  other  types  of  food. 

Beastmen  mate  as  the  urge  strikes  them,  but  do 
not  form  lasting  partnerships.  Dominant  males 
commonly  fight  to  obtai  n  the  most  desi  rable  females  for 
themselves,  but  quickly  abandon  them  after  mating.  In 
a  single  year  an  adult  female  commonly  gives  birth  to 
two  litters  of  two-to-eight  "pups",  as  many  as  half  of 
which  may  be  deformed  or  still-born.  The  young  receive 
ittle  in  the  way  of  affection  or  training,  and  quickly 
learn  that  if  they  are  to  survive  they  must  fend  for 


themselves.  The  old,  sick,  or  infirm  must  do  likewise,  or 
be  abandoned  by  the  tribe. 

Though  fierce  when  encountered  in  numbers, 
Beastmen  have  seldom  been  known  for  individual 
displays  of  courage.  On  the  hunt,  a  pack  of  Beastmen 
may  stalk  prey  for  hours,  singling  out  the  slowest  or 
weakest  individuals  in  a  group,  herd,  or  pack.  Once  a 
target  has  been  chosen  Beastmen  pursue  the  victim 
relentlessly,  harrying  the  victim  until  he  or  she  becomes 
too  weak  from  exhaustion  to  continue.  Skilled  trackers, 
B  eastmen  will  never  qui t  a  bl ood  trai  I .  T  hey  someti  mes 
set  cruel  snares  in  the  hope  of  trapping  unwary 
creatures,  and  have  been  known  to  hunt  men  for  sport 
when  food  is  plentiful  (see  sidebar). 

The  leader  of  any  Beastman  pack  will  always  be 
its  most  domi  nant  male  member.  A  mong  the  B  east-fol  k, 
the  strongest  rule  —  until  they  are  deposed  by  younger, 
stronger  individuals.  Packs  sometimes  band  together 
for  rai  ds,  but  such  al  I  i  ances  are  usual  ly  of  short  durati  on. 
The  only  law  among  these  people  is  the  law  of  survival. 

WmK  &  Ration 

I  n  and  ent  ti  mes  the  w  i  I  d  races  w  ere  sai  d  to  worshi  p 
a  deity  known  as  the  Beast-God.  Some  think  that  the 
ancient  C  ult  of  the  Beast  may  once  again  be  on  the  rise. 
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TheBeastmen  know  nothing  of  magic,  which  they  regard 
with  awe. 

T  hough  B  eastmen  someti  mes  gri  eve  over  the  I  oss 
of  a  mate  or  companion,  they  have  no  burial  customs. 
I  nstead,  the  dead  are  I  eft  w  here  they  f  al  I ,  to  be  eaten  by 
wildanimals. 

Thir  Art? 

B eastmen  have  no  noticeable  talent  as  craftsmen, 
artists,  or  musicians.  Most  regard  such  pursuits  as  a 
waste  of  time  better  spent  on  the  hunt. 

Beastmen  converse  in  Sign,  and  in  a  primitive 
version  of  Low  Talislan  punctuated  with  growls,  yelps, 
and  howls.  Members  of  the  Beastclans  typically  use 
fierce-sounding  battle  names,  such  as  Red  Claw,  Long 
Tusk,  Running  Beast,  Plains  Stalker,  Knife  Hunter,  etc. 
B  eastman  cl  ans  wi  1 1  either  be  named  after  thei  r  chi  eftai  ns 
or  the  territories  that  they  claim  as  their  own. 

V^ny^y 

Packs  band  together  for  defense,  but  have  no 
know  I  edge  of  mi  I  i  tary  tacti  cs.  T  hei  r  tal  ent  I  i  es  i  n  tracki  ng, 
scouting,  and  laying  ambushes  against  weaker 
opponents. 

^OIDIWR^ 

Beastmen  packs  will  sometimes  barter  for  goods 
with  others  of  their  kind,  or  with  peoples  of  similar 
interests,  such  as  the  Z  a.  Coins  are  used  when  available, 
but  may  be  treated  as  barter  goods  unless  those 
i  nvol  ved  i  n  the  transacti on  know  the  difference  between 
various  denominations. 

(UORLLWOl 

Beastmen  usually  have  little  loyalty  even  to  their 
own  packs,  but  occasionally  have  dealings  with  other 
wild  races,  such  as  the  Za.  Beastmen  hate  and  fear  the 
winged  Gryphs  of  Tamaranth,  who  attack  packs  that 
venture  too  cl  ose  to  thei  r  terri  tori  es. 

Vlpsx?  or  Dott 

TheWatchstone 

Inthe  north  central  region  stands  the  Watchstone, 
an  immense  pillar  of  grey  basaltseveral  milesin  height. 
An  age- worn  stairway,  carved  into  the  face  of  the 
Watchstone,  winds  upward  in  a  slow,  twisting  spiral. 
F  ro  m  th  e  su  m  m  i  t,  i  t  i  s  sai  d  th  at  o  n  e  c  an  see  c  I  ea r  ac  ro ss 


Hcjrnrc  Dkn 

Of  all  the  sentient  creatures  who  inhabitant  the=S 
Talislantan  continent,  only  the  race  of  Beastmen 
are  known  to  hunt  other  humanoids  for  sport.  The 
techniques  vary  from  one  tribe  to  another.  The 
favorite  method  of  the  Plains  Riders  is  to  chase 
prey  and  bring  it  to  ground.  M  ounted  on  darkmane 
steeds,  the  hunters  w  i  1 1  f  ol  I  ow  thei  r  prey  for  mi  I  es: 
driving  them  onwards,  wounding  and  harassing 
\  them,  but  not  killing  or  maiming  them  outright,  as 
'  this  would  ruin  the  "sport".  Finally,  when  the  victims 
are  too  exhausted  to  continue,  the  hunters  close  in 
and  finish  them  off  with  bows  or  spears. 

The  Long  Manes  prefer  to  attack  from  ambush. 
They  are  known  to  set  up  elaborate  blinds,  either  in 
the  tall  grasses  or  in  the  low  branches  of  densely 
foliated  trees.  Lures,  such  as  a  handful  of  gold  or 
si  I  ver  coi  ns,  are  someti  mes  I  eft  to  attract  prey.  B I  i  nds 
may  also  be  set  in  the  vicinity  of  a  watering  hole  or^ 
ruined  structure.  Once  the  blind  has  been  set,  the 
hunters  remain  completely  still  until  their  prey 
approaches  within  bow  range.  As  soon  as  the 
intended  victims  are  within  range,  the  hunters  fire 
from  hiding,  then  run  forth  to  claim  the  kills. 

T he  R ed  F angs  prefer  trappi ng  to  hunti  ng .  A  vari ety 
of  traps  areused,  ranging  from  the  small  but  deadly 
sickle-trap,  which  can  maim  a  man  or  mount,  to 
covered  death  pits,  deadfalls,  snares,  and  so  on. 
\The  pack  will  usually  set  a  line  of  traps  through 
(  regions  commonly  traveled  by  traders  or  travelers, 
spacing  the  devices  at  intervals  of  up  to  a  hundred 
yardsorso.A  few  membersof  the  clan  will  rideout 
to  check  the  traps  once  or  twice  a  day,  in  order  to 
collect  whatever  has  been  caught. 

Beastmen  who  engage  in  hunting  or  trapping  of 
this  sort  seldom  do  so  for  food.  Instead,  it  is  the 
thrill  of  the  hunt,  and  the  kill,  that  motivates  them. 
The  best  and  most  successful  are  known  to  exhibit 
their  ghastly  trophies  like  big  game  hunters, 
mounting  the  heads  of  their  victims  on  poles  or 
|  hanging  them  from  the  saddles  of  thei  r  darkmanes. 


Golarin.  TheWatchstone  is  considered  a  holy  place  by 
the  Orthodoxists  of  Aaman,  who  claim  that  from  this 
lofty  height  one  may  glimpse  the  gates  of  paradise. 
Ravengers  favor  the  high  elevations  as  well,  primarily 
for  purposes  of  preying  on  groups  of  rapturous  and 
incautiousAamanian  pilgrims.  Whilethe  origins  of  the 
Watchstone  remain  uncertain,  it's  believed  that  this 
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structure  was  created  by  the  D  rakken  —  a  race  of  giant, 
intelligent  reptilians  who  ruled  the  continent  of 
Talislanta  before  the  A rchaen  Age. 


M  egal  odonts  are  an  i  mmense  species  of  six-l  egged 
herbivores  that  roam  the  P I  ai  ns  of  G  ol  ari  n  i  n  great  herds. 
They  are  sometimes  hunted  for  their  durable  hide  and 
horns,  the  latter  being  used  to  make  stout  bows  of 
excel  lent  quality.  M  egalodontf  lesh  is  tough  and  gamey, 
however,  and  must  be  marinated  for  days  before  most 
Talislantans  will  even  try  to  eat  it. 

Though  appearing  to  be  placid  and  slow-moving, 
these  creatures  can  be  quite  dangerous  if  provoked  or 
startled.  M  ale  megal odonts  are  surprisingly  tenacious, 
particularly  as  regards  the  protection  of  their  females. 
E  ncroachment  i  nto  a  bul  I  megal odont' s  territory  can  often 
lead  to  swift  and  unpleasant  consequences,  a  fact  that 
can  be  attested  to  by  many  an  incautious  caravan  driver 
or  drayman.  A  stampeding  herd  of  megalodonts  is  well 
capable  of  destroying  almost  anything  in  its  path,  only 
the  strongest  stonefortifications  being  ableto  withstand 
such  an  onslaught. 

Size:  12'-15'  at  shoul  der,  4-6  tons 
Attributes: 


PER +2 
CHA  N/A 
DEX-8 
SPD-4 


INT  -8 
WIL  +8 
STR  49 
CON  +9 

Ability  Level:  5-8 

Attacks/Damage: Tail  orK ick:  DR  25, Trample:  DR  35 
Special  Abilities:  Detect  scent  of  blood,  predators,  or 
men  at  ranges  of  up  to  one  mile 
Armor:  Hide,  PR  2 
HitPoints:  70 


DIQtfDTflLI^R 

N  i  ghtstal  kers  aref  ri  ghteni  ng 
creatures  that  originate  on  the 
NightmareDimension  but  may 
sometimes  be  found 
Plainsof  Golarinand 
other  deserted 
regions.  On 
their  home 
plane, 
ni  ghtstal  kers 
serve  more 
powerful 
entities  as 
hunters  and 
assassins. 
On  the 
materi  al 
plane,  they 
attack  by 
invading  the  /"j  - 
dreams  of 
other  sentient 
beings,  whom  they 
seek  to  slay  by 
"devouring"  their 
victims'  astral 
bodies.  Only  by  feeding  on  the  astral  energies  of  living 
creatures  can  nightstalkers  sustain  themselves;  in  their 
physical  forms  nightstalkers  can  kill,  but  cannot  obtain 
nourishment. 

Victims  slain  in  their  dreams  by  a  nightstalker 
suffer  the  death  of  their  physical  form  as  well,  but  they 
appear  as  if  they  have  simply  died  in  their  sleep.  U  nless 
a  ni  g  htstal  ker  i  s  d  ri  ven  of  f  or  si  ai  n ,  i  ts  chosen  vi  cti  m  w  i  1 1 
be  unable  to  awaken  until  the  ordeal  is  over.  Those 
fortunate  enough  to  have  survived  the  attack  of  a 
nightstalker  usually  suffer  no  physical  harm,  though  a 
cl  ose  cal  I  can  someti  mes  cause  such  a  f  ri  ght  that  a  vi  cti  m' s 
hairwill  turn  white. 

Size:  10',  weightless 
Attributes: 

INT +5  PER +5 

WIL +5  CHAN/A 

STR  +5  DEX  +5 

CON  +5  SPD  +5 

Ability  Level:  11-25 

Attacks/Damage:  Claws:  DR  13 

Special  Abilities:  Appear  simultaneously  on  both  the 

astral  and  material  planes,  attack  sleepers  in  astral  form, 
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unaffected  by  spells  of  Illusion,  acrid  breath  causes 
sleep  (on  material  planeonly;  victims  may  resist  on  CON 
roll  versus  Ability  Level) 
A  rmor:  PR  2  i n  material  form 
H  itPoints:  55 


This  grassy  plant  grows  wild  in  many  wilderness 
areas  and  i  s  parti  cul  arly  common  on  the  P I  ai  ns  of  G  olari  n. 
It  is  named  for  its  wiry,  curved  leaves,  which  resemble 
sickle- blades.  A  "blade"  of  sickleweed  can,  in  fact,  be 
used  to  saw  through  rope,  cl  oth,  or  si  mi  I  ar  materi  al  s  i  n  a 
pinch. 

1WK  KHflRflftHflr) 

To  the  northeast  lie  the  Kharakhan  Wastes,  a 
region  despoiled  by  firestorms  and  other  unnatural 
phenomena  during  the  time  of  the  Great  Disaster.  The 
burnt  and  blackened  ruins  of  Kharakhan,  a  city  occupied 
in  ancient  times  by  the  giant  reptilians  called  Drakken, 
stand  here  I  ike  massive  tombstones,  dismal  monuments 
of  a  bygone  era.  Where  once  flowed  mighty  rivers, 
winding  chasms  now  cut  across  the  plains  and  lowlands. 
Here,  giant  land  dragons  graze  on  dry  grasses,  heedless 
of  crag  spiders  and  other  noxious  predators.  This  place 
is  now  populated  by  the  last  of  a  giant  folk  called  the 
K  harakhan,  and  by  the  i  nsi di ous  repti  I  i an  hy bri ds  known 
as  the  Araq. 

tyk  mamwmn 

Kharakhan  are  massive  folk,  averaging  over 
twelve  feet  in  height  and  weighing  upwards  of  a 
thousand  pounds.  They  have  dusky  grey-black  skin 
and  savage  features,  and  wear  their  hair  long  and  tied- 
back  in  a  queue.  K  harakhan  dress  in  loincloths,  sandals, 
and  crude  armor  made  from  boiled  land  lizard  hide. 

The  Kharakhan  are  descended  from  a  nameless 
tri  be  of  W  i  I  d  F  ol  k  w  ho  w  ere  extent  d  u  ri  ng  the  I  after  part 
of  the  A  rchaen  A  ge.  1 1  is  believed  that  when  The  G  reat 
Disaster  struck,  the  tribe  was  exposed  to  magical 
emanations,  and  suffered  a  form  of  mutation  called 
giantism.  Persecuted  thereafter  as  freaks  and  misfits, 
they  fled  into  the  northern  Wilderlands.  They  settled 
among  the  ruins  of  old  Kharakhan,  a  place  suited  to 
their  great  size,  and  eventually  came  to  be  known  as  the 
K  harakhan  giants,  or  simply  the  K  harakhan. 


The  Kharakhan  are  hunter-gatherers  who  range 
throughout  the  northern  Wilderlands  territories  in 
massive  armored  conveyances  known  as  war  wagons. 
Though  the  giants  call  the  ruins  their  home,  they  are 
often  on  the  move,  hunting  for  food  and  useful  salvage. 
There  are  several  tribes,  all  of  which  regard  themselves 
as  part  of  the  same  people.  The  K  harakhans'  great  size 
is  both  an  advantage  and  a  disadvantage:  though  it 
affords  them  protection  from  lesser  predators  it  also 
means  that  they  cannot  use  tools  and  implements 
employed  by  humanoids  of  smaller  stature  and  so  are 
forced  to  make  what  they  require  from  raw  materials. 
Kharakhan  also  require  substantial  amounts  of  food 
and  water  in  order  to  survive,  both  of  which  areoften  in 
short  supply  in  the  regions  that  they  have  been  forced 
to  inhabit. 

Kharakhan  are  polygamous;  males  may  take 
several  wives,  or  females  several  husbands,  depending 
on  the  make-up  of  a  clan  and  availability  of  mates. 
Because  their  race  is  dwindling  in  number,  Kharakhan 
are  very  protective  of  thei  r  chi  I  dren,  keepi  ng  them  i  n  the 
wagons  until  they  are  old  enough  to  stand  a  reasonable 
chanceof  survival.  Once  numerous,  only  a  few  hundred 
of  these  savage  f  ol  k  sti  1 1  remai  n  extant  on  the  conti  nent. 

Kharakhan  giants  are  gruff  and  crude  by  nature, 
having  little  knowledge  of  civilized  customs  and 
manners.  Their  outward  demeanor  and  imposing  size 
have  led  other  peoples  to  regard  them  with  trepidation. 
Yet  while  Kharakhan  will  aggressively  defend  their  clans 
and  possessions  they  are  not  a  warlike  folk  by 
preference.  When  they  are  tending  their  young  or  with 
friends  these  massive  folk  can  be  surprisingly  gentle. 

lf)mK  &  Ration 

K  harakhan  are  sai  d  to  revere  one  of  the  F  orgotten 
Gods,  Kron  the  M  ighty.  However,  they  have  no  magic 
and  do  not  observe  formal  religious  rituals  of  any  known 
type.  Kharakhan  bury  their  dead  beneath  massive  cairns 
of  stones  in  a  solemn  ceremony  that  may  last  for  several 
hours. 

Tm^  Art? 

The  Kharakhan  know  little  of  music  or  art,  but  are 
skilled  in  the  reading  of  ancient  runes  and  symbols. 
They  are  the  only  folk  who  have  been  able  to  decipher 
the  strange  glyphs  that  the  ancient  Drakken  engraved 
upon  certain  of  the  ruins  of  Kharakhan. 


Kharakhan  speak  an  ancient  and  obscure  dialect 
of  common  Talislan,  which  to  the  ears  of  civilized 
Talislantans  makes  them  sound  even  more  savage  and 
unsophisticated  than  they  are.  They  are  also  able  to 
read  Drakken-glyphs,  a  talent  that  appears  to  have  been 
passed  down  from  generation  to  generation  for 
thousands  of  years.  Common  Kharakhan  names  begin 
with  the  prefix,  "Kha",  as  in  Kharun,  Khatos,  Kharos, 
Khamon,  and  Kharis. 


Kharakhan  respect  wisdom,  age,  and  experience. 
The  eldest  member  of  any  band  of  K  harakhan  is  regarded 
as  its  nominal  leader,  and  is  consulted  when  the  tribe 
requires  advice  or  guidance.  These  individuals  are 
referred  to  as  Sages,  for  they  know  al  I  the  anci  ent  I  ore  of 
the  Kharakhan  race,  and  are  considered  qualified  to 
speak  for  the  other  members  of  the  clan.  The  clan's 
Sage  is  consulted  whenever  disputes  arise.  Most  are 
settled  amicably,  though  serious  conflicts  may  be  settled 
by  a "  duel " .  T  he  contest  may  take  the  form  of  a  w  restl  i  ng 
match,  or  an  event  similar  to  a  tug-of-war. 

Kharakhan  rely  upon  their  size  and  heavily 
armored  war  wagons  to  deter  aggressors.  They  will  fight 
if  given  no  recourse,  at  which  times  they  are  known  to 
exhibit  great  ferocity  and  bravery  in  battle. 

Kharakhan  clans  barter  among  themselves, 
exchanging  tools,  weapons,  and  raw  materials  I  ike  scrap 
metal,  bone,  and  hide.  Kharakhan  will  sometimes  trade 
with  peoples  such  astheOrgoviansand  Djaffir.  In  return, 
they  generally  ask  for  food,  barrels  of  grog,  and  goods 
such  as  rope,  lamp  oil,  and  remedies. 

(LlVRLVVKUl 

The  Kharakhan  are  a  race  on  the  verge  of 
extinction.  Though  they  have  no  traditional  enemies, 
neither  do  they  have  many  friends.  Swifter,  more 
numerous  creatures  have  taken  over  the  territories  that 
they  once  called  home.  The  expansion  of  tribes  such  as 
the  Za  and  Araq  has  forced  them  into  ever  more  barren 
and  inhospitable  regions.  Unless  things  change 
dramatically,  in  another  few  generations  they  will 
probably  be  gone. 

tik  amQ 

Araq  are  reptilian  humanoids  whose  features 
resemble  those  of  a  serpent.  They  have  a  dorsal  crest 
that  runs  from  the  peak  of  the  forehead  back  to  the  base 
of  the  neck.  Araq  have  scaly  brown  hide,  and  dress  in 
arm  wrappings,  boots,  and  loincloths  of  land  dragon 
hide. 

Araq  area  hybrid  of  humanoid  and  Sauran  created 
long  ago  by  an  Archaen  sorcerer,  whose  name  has  since 
been  forgotten.  Turning  upon  their  creator,  the  Araq 
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escaped  into  the  W  ilderlands,  where  they  have  remained 
ever  since. 

Araq  roam  the  wilderlands  in  small  war-bands, 
preying  upon  all  creatures  that  cross  their  path.  They 
have  hunted  the  land  dragon  almost  to  the  point  of 
extinction,  utilizing  the  horn,  bones,  and  hide  of  these 
massivecreaturesto  make  their  weapons  and  equipment. 
Araq  mate  in  order  to  procreate,  but  have  no  concept  of 
"  I  ove" ,  "family",  or"  affection" .  A  raq  f  emal  es  I  ay  a  cl  utch 
of  eggs,  bury  them  in  the  soil,  and  depart  the  area  without 
a  second  thought.  Upon  hatching,  the  creatures  must 
fend  for  themselves.  Araq  young  grow  quickly,  and 
within  a  month  are  sufficiently  developed  to  pass  for 
young  adults.  At  this  time  they  will  either  latch  onto  an 
established  Araq  band  or  gather  together  with  other 
young  adults  to  form  their  own  band. 

Araq  require  little  food  or  water  to  sustain 
themselves,  and  can  survive  for  up  to  six  weeks  without 
food  or  water.  Their  scaly  brown  hide  renders  them 
immune  to  the  effects  of  Talisl anta's  twin  suns,  and 
their  dorsal  membranes  act  as  effective  regulators  of 
body  temperature. 

A  sorcerous  hybrid  of  sauran  and  humanoi d,  A  raq 
display  the  worst  traits  of  both  these  races.  They  are 
extremely  aggressive,  and  have  a  taste  for  humanoi d 
flesh.  From  the  races  of  men,  the  Araq  have  inherited 
greed,  lust,  dishonesty,  and  a  propensity  towards  fits 
of  unconscionable  and  murderous  behavior.  Araq  are 
aware  that  they  are  not  natural  lifeforms,  and  despise 
themselves  as  much  as  they  do  other  creatures.  This 
self-hatred  may  be  at  the  root  of  the  highly  aggressive 
and  violent  behavior  exhibited  by  the  species.  Only 
through  consci  ous  effort  are  A  raq  abl  e  to  restrai  n  thei  r 
murderous  impulses. 

Araq  recognize  no  authority  and  have  no  leaders. 
Bands  tend  to  be  loosely  organized  at  best;  individuals 
come  and  go  as  they  please.  Arguments  and  violent 
exchanges  among  members  of  the  same  band  are 
common,  and  murder  is  not  given  a  second  thought. 

\T)mK  &  Ration 

Araq  are  atheists.  They  despise  magic,  which  they 
blame  for  their  creation,  and  bear  a  special  hatred  for 
spell  casters  of  all  sorts.  Araq  eat  their  dead,  just  as 
they  will  eat  most  anything  else. 


TrK  Art? 


Araq  have  no  interest  in  art,  and  in  fact  seem 
obi i vious  to  the  concept  of  beauty.  T hey  shun  al  I  goods 
and  weapons  produced  by  other  peoples,  considering 
such  devices  to  be  tainted.  Young  Araq  appear  to  learn 
how  to  create  weapons,  dragon  traps,  lizard-hide 
pouches,  and  similar  implements  by  observing  other 
Araq,  though  these  activities  may  also  be  rooted  in 
instinctive  behaviors  bred  into  the  species. 

Araq  converse  in  a  mixture  of  Tali  si  an  and  Sauran. 
They  are  not  named  by  their  parents,  whom  they  never 
know.  They  rarely  assign  proper  names  among 
themselves,  and  usually  differentiateonly  between  "me" 
and  "you",  "us  and  them",  or  "mine"  and  "yours".  If 
more  specific  information  is  required  they  may  point 
("You!")  or  use  descriptions  such  as  "Man  with  hair 
like  rotten  wood",  "Jaka  who  smells  vile",  and  so  on. 

TheAraq  prey  upon  anything  that  lives,  including 
crag  spiders,  vermin,  and  travelers  who  venture  too  near 
their  domains.  Their  wars  with  certain  of  the  Sauran 
tribes  of  the  neighboring  Volcanic  Hills  region  have  at 
least  served  the  useful  purpose  of  keeping  the 
population  of  both  races  in  check.  Araq  are  instinctively 
territorial;  bands  seem  to  arbitrarily  designate  a  region 
as  "theirs",  and  attack  all  other  creatures  that  trespass 
into  these  places.  When  a  band  can  no  longer  find 
sufficientfood  in  one  region  it  simply  moves  to  another. 
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The  decrease  in  the  land  dragon  population  can 
be  attri  buted  to  a  si  ngl  e  cause:  the  A  raq.  R  angi  ng 
throughout  the  northern  regions  of  the  V  olcanic 
H  i  1 1  s,  bands  of  A  raq  scour  the  I  ava  f  I  ows  f  or  I  and 
dragon  eggs,  which  they  destroy  and  devour. 
They  hunt  immature  newts,  and  set  immense 
traps  in  areas  where  the  mature  adults  come  to 
graze  on  wireweed  and  sedge.  These  devices  are 
equipped  with  scything  blades  and  poisoned 
spikes,  and  are  designed  to  maim  their  victims. 
Once  a  land  dragon  has  been  injured,  A  raq 
hunting  parties  will  pursue  and  harass  the  giant 
creature  until  it  is  exhausted  and  can  no  longer 
defend  itself.  Then  they  set  upon  the  victim  in  ^ 
numbers,  stripping  their  prey  of  its  horn,  claws, 
bone,  and  hide.  The  dragon's  soft  inner  parts  are 
consumed;  the  rest  is  often  left  to  rot. 

The  wanton  hunting  of  eggs,  newts,  and  adults 
has  reduced  the  land  dragon  population  to  such 
an  extent  that  it  has  impacted  on  the  local 
environment.  The  most  evident  effect  has  been 
an  increase  in  the  number  of  Raknid  colonies 
throughout  the  region  (land  dragons  normally 
help  keep  the  Raknid  population  in  check  by 
digging  up  the  insectoids'  nests  and  feeding 
upon  their  larvae).  The  Sauran  tribes,  who  use 
trained  land  dragons  as  beasts  of  burden  and  in 
combat,  are  so  concerned  that  the  land  dragon 
may  become  extinct  that  they  have  taken  to 
hunting  and  killing  entire  bands  of  A  raq. 


A  raq  take  what  they  want  by  force,  and  make 
much  as  they  require  for  themselves.  They  do  not  trade 
with  other  bands  or  peoples;  they  raid  them. 

(LlVRLVVKUl 

Araq  mark  all  other  creatures  as  hated  foes.  They 
have  no  relations  with  other  peoples,  and  are  widely 
despised  by  most  Talislantans. 


nonxqn  y  Law 


This  narrow  strip  of  wasteland  separates  the 
forests  of  Tamaranth  from  the  Shadow  Realm.  It  is 


believed  to  be  haunted  by  shadowy  creatures  from  the 
Nightmare  Dimension,  a  pi  ace  ruled  by  an  entity  known 
as  Noman.  The  region  is  generally  shunned  by  decent 
folk,  though  practitioners  of  black  magic  sometimes 
come  here  to  study  the  phenomenon  known  as 
Mordante's  Gate;  a  permanent  magical  portal  that  is 
believed  to  be  an  entrance  into  the  N  ightmare  realms. 

North  of  the  ruined  citystate,  this  cracked  and 
barren  plain  was  laid  waste  centuries  ago  by  some 
unknown  catastrophe,  possibly  in  conjunction  withThe 
Great  Disaster.  It  is  a  widely-held  belief  that  any  living 
thing  that  passes  through  the  Plaguelands  will  be 
changed  or  transformed  in  some  unpredictable  manner. 
C  onsequently,  few  i  ntel  I  i  gent  creatures  w  i  1 1  i  ngly  venture 
into  this  region. 

This  cursed  pi  ace  is  avoided  by  most  Talislantans. 
I  nancienttimes,Torquaran  executioners  erected  at  Omen 
a  mountain  of  skulls,  representing  untold  numbers  of 
victims.  The  mountain  stands  to  the  present  day,  and  is 
sometimes  visited  by  descendants  of  the  victims,  who 
seek  to  commune  with  their  ancestors. 
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Duadir  are  a  mutated  species  of  reptilian  that 
ranges  throughout  the  Wastelands,  hunting  in  groups 
of  up  to  a  dozen  individuals.  They  normally  prey  on 
crag  spiders  and  land  lizards,  though  they  will  attack 
even  land  dragons  when  driven  by  hunger.  Each  of  the 
duadir's  two  heads  is  capable  of  attacking 
independently.  The  talons  of  their  hind  legs  are  even 
more  dangerous  and  are  used  to  slash  prey. 

Duadir  are  swift  runners,  easily  able  to  match  an 
equs  stride  for  stride.  They  lack  endurance,  however, 
and  can  only  travel  at  top  speed  for  about  a  mile  or  so 
before  becoming  exhausted.  The  creatures  are  trained 
as  steeds  by  the  Araq,  who  accomplish  this  feat  by  the 
cruel  treatment  of  duadir  hatchlings. 

Size:  lO'-ll',  600-900+lbs. 
Attributes: 

INT-7  PER  44 

WIL+5  CHAN/A 
STR  44  DEX  4-2 

CON  4-5  SPD  4-7 

Ability  Level:  5-11+ 

Attacks/Damage:  Bite:  DR  16,  two  attacks;  Claws:  DR 

lOorTail:  DR  8,  or  entangle 

Special  Abilities:  Two  heads  can  attack  independently 

Armor:  Scaly  hide,  PR  2 

H itPoints:  37 


taw  PFWOD 


Land  dragons  are  massive  reptilians  indigenous 
to  the  Wastelands  and  Volcanic  Hills.  Land  lizards, 
ogriphants,  and  crag  spiders  are  the  favored  food  of 
these  huge  beasts,  luckless  travelers  servi  ng  to  augment 
the  land  dragon's  diet  as  the  opportunity  arises.  The 
largest  and  most  powerful  of  these  creatures  are  known 
to  attack  raknid  colonies,  tearing  through  the  fibrous 
hives  in  search  of  juicy  eggs  and  larvae. 

Land  dragons  have  been  domesticated  by  the 
Saurans,  who  outfit  them  with  battle  towers  and  train 
them  for  use  in  warfare.  Aggressive  by  nature,  the  giant 
quadrupeds  are  well -suited  to  this  type  of  activity,  and 
can  easily  batterdown  stonefortifications.  Land  dragons 
have  long  been  hunted  by  Araq,  who  kill  their  young 
for  food  and  use  terrible  dragon-traps  to  maim  mature 
dragons.  Asa  result,  the  species  is  believed  to  be  on 
the  verge  of  extinction. 

Size:  40'-50'+,  6-10  tons 
Attributes: 

INT  -9  PER  -5 

WIL+8  CHAN/A 
STR  +12  DEX  -4 

CON +8  SPD -3 

Ability  Level:  6-12 

Attacks/Damage:  Bite:  DR  22,Trample:  DR  28,  Tail:  DR 
32,  Battering  Attack:  DR  42 
Special  Abilities:  Impervious  to  heat  and  flame 
Armor:  Body  plates,  PR  8;  thick  hide  underside,  PR  3 
H itPoints:  75 


Theomnivrax  is  a  ferocious  predator  native  to  the 
Wilderlands  of  Zaran  and  other  woodland  regions  of 
Talislanta.  The  creature  derives  its  name  from  the  fact 
that  it  will  eat  almost  any  living  organism,  including 
plants,  wild  beasts,  humanoid  beings,  or  even  others  of 
its  own  ki  nd.  0  mni  vrax  are  highly-adapted  to  a  predatory 
existence.  They  have  excel  lent  vision  and  can  see  clearly 
even  in  total  darkness.  Their  sense  of  smell  is  so  acute 
that  they  can  follow  the  f  ai  ntest  tracks  and  trai  I  s  w  i  thout 
difficulty.  The  omnivrax's  hearing  is  such  that  it  can 
perceive  the  sound  of  another  creature's  breathing  at 
distances  of  a  hundred  feet  or  more. 

The  physical  characteristics  of  the  omnivrax  are 
likewise  exceptional.  A  full-grown  adult  is  capable  of 
dragging  a  land  lizard  to  the  ground,  or  running  down 
even  the  swiftest  graymane.  The  omnivrax's  claws  and 
fangs  can  easily  slice  through  the  toughest  hide  or  rip 
wooden  planks  to  shreds.  The  natural  armament  of  these 
creatures  affords  them  protection  similar  to  the  best 
chai  n  mai  I .  They  are  utterly  f  earl  ess  and  wi  1 1  readi  ly  attack 
even  such  dangerous  predators  as  exomorphs, 
malathropes,  and  behemoths.  If  the  omnivrax  has  a 
weakness,  it  is  that  the  creature's  intellect  can  in  noway 
compare  to  itsgreatferocity.Talesof  omnivrax  attacking 
statues,  or  even  their  own  shadows,  are  not  unknown. 

Size:  8'-9'  long,  upto4'6"  at  shoulder,  600+lbs. 
Attributes: 

INT -11  PER46 
WIL+6  CHAN/A 
STR  4-7  DEX  +2 

CON  46  SPD  4-7 


Ability  Level:  6-12 
Attacks/Damage:  Bite:  DR  15,  Claws:  DR  19;  total  of 
two  attacks 

Special  Abilities:  Can  subsist  on  any  organic  substance, 
tracking  by  scent  at  Ability  Level  4-PER,  detect  prey  by 
sound/scent  (range:  1004-  ft.),  night  vision 
Armor:  Exoskeleton,  PR  5 
HitPoints:  46 

OPTTRYX 

The  opteryx  is  a  large,  three- headed  and  three- 
eyed  avian  native  to  the  Wastelands  and  other 
mountainous  regions.  Each  of  an  opteryx' s  heads  is 
encased  in  an  exoskeletal  mask  comprised  of  interlocking 
bone  plates,  at  the  center  of  which  is  set  a  single, 
crystalline  orb.  These  unique  ocular  organs  render 
opteryx  impervious  to  illusions;  a  useful  attribute  when 
hunting  sand  demons,  the  favorite  prey  of  these 
serpentine  creatures. 

Opteryx  lair  in  high  places,  usually  amidst  a  pile 
of  rocks  and  boulders.  They  make  unusual,  triangular 
nests,  using  dead  branches,  rocks,  and  detritus.  Females 
typically  give  birth  to  three  offspring  every  nine  years, 
the  largest  of  which  will  usually  devour  its  two  siblings. 
Strong  flyers,  opteryx  are  capable  of  lifting  an  average- 
si  zed  graymane  or  ontra  i  nto  the  ai  r,  usi  ng  thei  r  hooked 
"tails"  to  snare  their  victims.  When  on  the  ground  they 
fold  their  wings  flat  to  their  bodies,  enabling  them  to 
move  about  in  the  manner  of  serpents. 

Size:  30'  wi ngspan,  15'  in  length,  800-1,200  lbs. 
Attributes: 

INT-5  PER4-7 
WIL+6  CHAN/A 
STR  +9  DEX  -2 

CON  4-7  SPD  +2* 

*  airborne;  -2  on  the  ground 
Ability  Level:  8-14 

Attacks/Damage:  Bite:  DR  15  (three heads),  Claws:  DR 
17,  Knobbed  Tail:  DR  19;  total  of  three  attacks  per  round 
Special  Abilities:  Immune  to  illusions,  can  carry  more 
than  half  its  own  weight  while  airborne 
Armor:  Heads,  PR  6;  Hide,  PR  2 
HitPoints:  69 
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Reincarnators  are  the  spiritforms  of  Torquaran 
wizards,  members  of  a  cabal  of  black  magicians  who 
once  ruled  a  dark  empire  that  spanned  much  of  the 
continent  of  Talislanta.  During  their  time  in  power  the 
Torquarans  were  responsible  for  the  deaths  of  untold 
thousands  of  innocents,  including  almost  the  entire 
Xambrian  race.  The  Torquaran  empire  was  eventually 
overthrown,  but  its  rulers  escaped  and  were  never  tried 
for  their  crimes. 

Instead,  the  Torquarans  struck  an  unholy  pact 
with  the  arch-devil  Zahur,  who  used  an  ancient 
incantation  to  turn  them  into  reincarnators:  malign  spirits 
cloaked  in  an  aura  that  renders  them  untouchable  by 
Death.  In  this  manner,  theTorquarans  acquired  a  form 
of  near- immortality.  They  became  capable  of  possessing 
the  physical  bodies  of  living  creatures  at  will,  and 
returning  time  and  time  again  from  the  dead.  Only  if 
vanquished  by  a  Xambrian  can  these  vile  spiritforms 
finally  be  claimed  by  Death  and  delivered  to  their  final 
judgement. 

Size:  6'-7'  in  astral  form,  or  as  per  bodily  form 
Attributes: 

INT +5  PER  45 

WIL+3  CHA-2 
STR  +1*  DEX  +2* 

CONO*  SPDO* 

*  in  astral  form;  otherwise,  as  per  the  physical  body 
that  the  reincarnator  has  taken  over 
Ability  Level:  15-20+ 

Attacks/Damage:  Touch:  energy  drain  at  DR  1  per 
Ability  Level,  or  as  per  spell  or  weapon 
Special  Abilities:  Possession  (WIL  roll  versus  Ability 
Level  to  resist),  energy  drain,  Necromancy  with  seven 
M  odes  at  Ability  Level;  in  astral  form,  harmed  only  by 


enchanted  weapons  and  magic;  flight,  pass  through 
solid  matter  at  will 
Armor:  None 

Hit  Points:  20  in  astral  form,  or  as  per  bodily  form 

TYK  BflPPITLflDPy 

Bordered  to  the  west  by  the  Red  Desert  and  to 
the  east  by  theVolcanic  Hills,  theBanditlands  are  among 
the  most  hostile  territories  in  all  the  Wilderlands.  This 
land  of  arid  hills  and  scorched  dust  flats  is  the  bane  of 
merchants  and  travelers  alike,  who  must  suffer  the 
depredations  of  desert  kra,  manrak,  and  opteryx.  The 
rugged  peaks  of  the  Zaran  M  ountains  serve  as  hiding 
places  for  the  savage  bandit  tribes  known  collectively 
as  the  Za. 

tyk  za 

The  Za  are  lean  and  muscular,  most  standing  at  or 
j  ust  under  si  x  feet  i  n  hei  ght.  T  hei  r  ski  n  i  s  a  pal  I  i  d  yel  I  ow 
in  hue,  leathery  in  texture  and  lined  with  creases  and 
wrinkles.  Za  shave  their  skulls,  and  forgo  all  but  the 
most  abbreviated  attire.  Necklaces  of  hammered  black- 
iron  disks  are  favored,  as  are  bands  of  reptile-hide  worn 
on  the  head  and  upper  arms.  M  ales  generally  wear  long, 
braided  mustaches;  females,  two  long  braids,  oneabove 
either  ear. 

The  Za  believe  that  all  the  primitive  peoples  of 
Talislanta  are  descended  from  a  single  race:  the 
Landborne,  or  Wild  Races.  In  ancient  times  vast  tribes 
of  Wild  Folk  held  sway  over  the  entire  continent,  and 
once  fought  the  anci  ent  A  rchaens  to  a  standsti  1 1 .  D  i  vi  ded 
by  war,  pestilence,  and  finally  The  Great  Disaster,  the 
Landborne  split  into  numerous  smaller  groups  and 
factions.  The  Za  are  perhaps  the  largest  such  group. 

Nomadic  bandits  who  range  far  and  wide 
throughout  much  of  the  central  Talislanta,  Za  are  the 
bane  of  the  W  ilderlands  of  Zaran.  Their  clans  can  range 
i  n  size  from  smal  I  scouti  ng  parti  es  to  great  rai  di  ng  bands 
of  as  many  as  three  or  four  hundred  individuals.  They 
prey  upon  merchant  caravans,  landarks,  and  travelers 
of  all  races.  Za  carry  their  possessions  with  them  on  the 
backs  of  their  mounts  and  in  carts  drawn  by  older 
greymanes  or  land  lizards.  Contending  that  the 
Wilderlands  region  rightfully  belongs  to  them,  Za 
rationalize  that  they  are  justified  in  robbing  and 
murdering  any  who  trespass  in  "their"  territory. 


Though  females  are  an  integral  part  of  the  clans, 
Za  society  is  male- oriented.  Za  males  may  take  as  many 
wives  as  they  can  attract;  skilled  warriors  and  successful 
bandits  carry  the  most  esteem  among  Za  women.  W  ives 
who  possess  skills  that  the  Za  deem  useful  -  such  as 
riding,  swordsmanship,  bowmanship,  hunting,  robbing, 
etc.  -  are  most  favored.  The  first  wife  generally  wields 
the  most  influence  over  her  husband  and  the  other 
wives.  W  ives  of  lesser  status  must  help  raise  theyoung; 
if  no  such  persons  are  avai  lable,  then  older  women  must 
suffice.  Za  subsist  on  wild  game,  root,  and  tubers,  in 
addition  to  whatever  foodstuffs  they  are  able  to  obtain 
in  raids. 

Za  are  fierce  and  cruel,  seldom  taking  prisoners. 
E xcepti onal  ly  val  orous  foes  are  someti  mes  accorded  the 
dubious  honor  of  being  taken  alive,  so  that  they  may 
later  be  slain  in  ritual  fashion.  The  Za  drink  the  blood  of 


these  vanquished  enemies  from  skull-cups,  believing 
that  this  gives  them  the  strength  of  their  foes.  Za  are 
sensi  ti  ve  to  i  nsu I  ts,  and  have  I  ong  tempers  ( see  si  debar) . 

Za  bandit  cl  ans  are  I  ed  by  achieftain:  an  individual 
who,  by  dint  of  his  prowess  in  battle  and  cunning,  has 
shown  himself  to  be  the  strongest  leader.  The  chieftain 
will  continue  to  hold  this  position  until  it  istaken  from 
him  by  force  or  by  guile.  Za  laws  are  simple  and  direct: 
obey  the  band's  chieftain,  or  be  prepared  to  usurp  his 
power. 

\T)mK  &  Ration 

The  Za  have  no  religion  or  god.  They  know 
nothing  of  magic,  but  have  great  faith  in  the  ancient 
legend  of  theTirshata,  a  great  chieftain  who  once  ruled 
over  all  the  Landborne  tribes  during  the  time  of  the 
Archaens.  According  to  the  tale,  one  day  the  Tirshata 
shall  return  to  unite  all  the  wild  tribes  once  again.  At  the 
designated  hour,  "the  Tirshata  shall  be  revealed,  and 
the  Za  will  rise  up  and  smite  their  enemies,  until  they 
alone  rule  the  lands  from  east  to  west."  Za  bury  their 
dead  with  little  ceremony,  swearing  an  oath  of  revenge 
upon  all  those  who  have  wronged  theZa  people  in  the 
past. 

Th<;  Art? 

Though  Za  get  most  of  what  they  need  in  the  way 
of  weapons,  tools,  and  implements  by  raiding,  their 
craftsfolk  exhibit  no  lack  of  native  talent.  Skills  include 
decorative  metal  working,  tanning  and  preserving  hides, 
and  carving  wood,  bone,  and  stone.  Braiding  is  both  a 
practical  craft  and  an  art  form  among  the  Za.  K  nots  of 
various  sorts  are  used  to  represent  numbers,  words, 
and  ideograms.  The  music  of  theZa  consists  of  complex 
cross-rhythms  played  on  gongs  and  tube-like  drums, 
accompanied  by  chanting  and,  on  occasion,  the  wailing 
of  a  female  soloist.  M  ostZ a  songs  are  about  the  loss  of 
their  homeland,  their  betrayal  by  the  ancient  Archaens, 
and  the  legend  of  the  Tirshata. 

M  ostZa  are  conversant  in  both  Low  Tali  si  an  and 
Sign.  Common  names  are  usually  constructed  of  two- 
syllables,  and  start  with  the  prefix,  "Za".  For  example: 
Zai,  Zakai,  Zakhan,  Zaiyan,  and  Zahai. 

U^ny^y 

Za  rely  on  mobility  for  defense  and  offense,  and 
are  ski  1 1  ed  ri  ders.  T  hey  prefer  to  stri  ke  w  i  thout  warni  ng, 
then  flee  swiftly  away  before  their  opponents  can  mount 
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Bloop  for  Bloop 


The  Za  are  a  grim  and  unforgiving  folk  who  will 
never  forget  a  w  rong  or  turn  thei  r  back  on  an  i  nsul  t. 
The  offended  party  is  expected  to  seek  retribution,  f 
or  else  suffer  loss  of  face  and  esteem.  To  signify 
the  intent  to  seek  revenge  a  Za  will  say  the  words, 
"Blood  for  Blood".  Among  the  Za  this  phrase  is 
considered  a  solemn  oath  -  an  unbreakable  pledge 
)  that  the  injured  party  will  not  rest  until  the  insult 
has  been  avenged,  in  equal  or  greater  kind.  With 
these  three  words  the  Za  is  thereafter  committed  to 
a  blood  feud,  which  by  Za  law  cannot  be  settled  , 
until  blood  has  been  spilled. 

A  blood  feud  may  exist  between  individuals, 
f ami  I  i  es,  or  enti  re  tri  bes.  1 1  may  I  ast  a  few  moments, 
or  may  be  passed  down  from  one  generation  to  the 
next,  until  thetermsof  thepledge  havebeen  fulfilled.^ 
A  blood  feud  need  not  result  in  the  death  of  the 
offending  party  in  order  to  be  satisfied,  though 
this  is  often  the  case,  as  matters  tend  to  get  more 
heated  the  longer  an  unsettled  feud  drags  on. 
Because  the  injured  party  is  entitled  by  Za  law  to 
seek  redress,  the  offender  may  not  launch  a  blood 
feud  of  his  or  her  own  in  response.  Once  matters 
have  been  settled,  the  feud  is  considered  over  and 
done  with. 


The  longest  running  and  greatest  blood  feud  on 
record  is  that  between  the  Za  and  the  Archaens, 
which  is  said  to  have  begun  soon  after  the  onset  of 
T  he  G  reat  D  i saster.  A  ccordi  ng  to  the  Za,  the  cal  I  of 
"Blood  for  Blood"  was  spoken  when  the  Archaens 
broke  their  promise  to  the  Z a' s  ancestors,  who  had 
been  ceded  the  rights  to  the  continent  of  Talislanta 
as  part  of  a  truce  between  their  two  peoples  (in 
return,  the  Archaens  were  ceded  the  rights  to  the 
skies  above  Talislanta).  The  Za  have  yet  to  avenge  { 
thi  s  affront,  which  took  pi  ace  over  a  thousand  years  * 
ago,  but  it  has  not  been  forgotten. 


serious  resistance.  Za  warriors  wield  jagged-edged 
broadswords,  and  fire  barbed  arrows  with  their  bows. 
G  reymanes,  with  thei  r  long  manes  and  tai  Is  done  i  n  ti  ght 
braids,  serve  as  steeds  for  the  bandit  clans. 

Za  clans  trade  among  each  other  often, 
exchanging  stolen  goods,  food,  and  weapons.  Barter  is 
used  among  the  tribes,  as  are  foreign  currencies  of 


various  types  and  denominations.  Za  sometimes  trade 
with  other  wild  tribes  such  as  the  Danelek,  Orgovians, 
Beastmen,  and  Kharakhan. 

(UORLPUIFOI 

M  ost  of  th e  c  i  v i  I  i  z ed  peo p I  es  of  T  al  i  si  anta  reg ard 
the  Za  and  the  other  wild  races  as  vicious  savages  — 
"Sub-Men"  is  the  term  used  by  many.  There  is 
considerable  prejudice  against  these  people,  about 
whom  most  ci  vi  I  ized  Tal  isl antans  are  general  ly  ignorant. 

THF  LflBYRIPTH?  OF 

To  the  south  of  Carantheum  stand  several  maze- 
like structures  of  certifiable  antiquity,  which  scholars 
attribute  to  theSharna,  a  long-dead  race  of  whom  little 
is  known.  Artifacts  from  the  Sharna  labyrinths  are  highly 
valued  as  curios  and  collectibles,  if  for  no  discernible 
reason  other  than  their  avowed  scarcity.  In  truth,  the 
Sharna  appear  to  have  had  an  uncommon  talent  for 
creating  items  of  the  most  tasteless  and  unaesthetic 
sort.  Though  the  ruins  are  deserted,  the  surrounding 
territories  are  home  to  a  race  of  furred  folk  known  as 
Ferrans. 

Ferrans  are  rodent-faced  humanoids  of  short 
stature.  Their  bodies  are  covered  with  a  coat  of  dirty 
brown  fur,  and  they  dress  in  scavenged  bits  of  clothing 
and  gear. 

0rKF5TRY 

Ferrans  are  believed  to  be  descended  from  the 
Jaka  or  Beastmen.  During  The  Great  Disaster,  their 
ancestors  hid  in  underground  tunnels  and  burrows  in 
order  to  avoid  the  destruction.  Eventually,  they  adapted 
to  their  subterranean  surroundings,  smaller  and  more 
agi  I  e  forms  bei  ng  best  suited  to  movement  underground . 

Ferrans  live  in  underground  warrens  comprised 
of  a  maze  of  narrow  tunnels,  pits,  shafts,  and  peep- 
holes. Compact  of  size,  with  excellent  night  vision  and 
keen  senses,  Ferrans  navigate  such  places  with  ease. 
Ferrans  congregate  in  groups  called  packs,  which  may 
range  in  sizefrom  well  over  a  hundred  individuals  to  as 
few  as  a  dozen  or  so.  The  packs  come  forth  at  night  to 
scrounge  for  food  or  to  rob  unwary  travelers  of  their 


possessions,  taking  stolen  goods  back  to  their  lairs  and 
hiding  them  in  deep  holes.  Ferrans  will  eat  practically 
anything  except  carrion;  what  others  regard  as  garbage 
may  well  be  considered  a  feast  by  Ferran  standards. 

Ferrans  are  incredibly  prolific;  the  average  adult 
f  emal  e  w  i  1 1  gi  ve  bi  rth  to  a  I  i  tter  of  a  dozen  or  more  babi  es 
every  three  months.  M  ales  and  females  change  partners 
often,  females  being  attracted  to  males  who  have 
acquired  the  most  goods  and  loot.  The  young  are  raised 
in  underground  nurseries  until  they  are  old  enough  to 
scavenge  with  the  rest  of  the  pack. 

Ferrans  are  virtual  pack- rats  who  hoard  items  of 
all  sorts.  Every  malehashisown  hide-hole,  in  which  he 
keeps  his  most  prized  possessions  -  much  of  it  useless 
junk  by  the  standards  of  other  folk,  but  every  piece  a 
precious  treasure  to  a  Ferran.  Scavengers  by  trade  and 
preference,  a  Ferran  will  not  acquire  by  honest  means 
anything  that  he  or  she  can  steal  —  however,  the 
preferred  term  for  such  activities  is  "finding".  Ferrans 
avoid  direct  conflict  whenever  possible,  preferring 
instead  to  utilize  stealth,  speed,  and  the  element  of 
surprise.  If  attacked,  they  are  capable  of  releasing  a 
noxious  scent  that  most  creatures  find  repulsive. 

\J)mK  &  Ration 

Ferrans  have  no  talent  for  magic,  and  lack  all 
interest  in  the  concept  of  religion.  "Finding",  and 
acq  u  i  ri  n g  a  m ass  of  I  oot,  i  s  al  I  th at  m atters  to  th ese  f  o I  k . 
Ferrans  bury  their  dead  above  ground,  covering  the 
body  with  stones  and  debris  after  dividing-up  the 
deceased's  possessions. 


Th^  Art? 

Ferrans  do  not  practice  art,  music, 
or  craf tsmanshi p.  T hey  make  nothi ng  of 
their  own,  but  scavenge  everything  that 
they  need.  Ferrans  cannot  stand  loud 
music,  which  hurts  their  sensitive  ears. 

Ferrans  speak  a  crude  version  of 
Low  Talislan.  Common  names  end  with 
a  double  "X",  "K"  or  "Z",  as  in  Pixx, 
Firzz,  Shizz,  Fezz,  and  Dworkk. 

Ferran  packs  are  led  by  a  pack 
leader;  typically  a  male  who  has  shown  that  he  has  a 
real  nose  for  scavenging  and  pilfering,  and  has  amassed 
a  rich  horde  of  "treasure".  Pack  leaders  plan  thieving 
raids,  allocate  loot,  and  also  attract  the  most  coveted 
females.  If  a  Ferran  is  not  pulling  his  or  her  weight,  the 
pack  leader  may  expel  the  culprit  from  the  pack.  Such  as 
loss  of  face  can  only  be  remedied  by  performing  some 
heroic  act  of  theft  or  scavenging. 

U^oy^y 

Ferran  lairs  have  hidden  entrances,  pits,  mazes  of 
tunnels,  and  secret  passageways  in  order  to  increase 
their  defensibility.  A  pack  may  sometimes  have  to  fight 
off  rival  packs  from  neighboring  areas  that  encroach 
upon  their  territories.  To  the  Ferrans,  the  wider  the 
territory,  the  greater  the  opportuniti  es  f  or  "f  i  ndi  ng"  loot. 

^OIDIWR^ 

Ferrans  packs  sometimes  trade  among  each  other, 
though  such  activities  are  rare  due  to  territorial  rival  ries 
and  the  biological  imperative  to  scavenge. 

(UORLLWOl 

Ferrans  have  no  allies,  and  no  formal  relations 
with  other  nations  or  peoples.  Their  packs  are  found 
throughout  the  W  ilderlands  region,  and  to  a  lesser  extent, 
i  n  the  W  estern  L  ands.  F  errans  someti  mes  travel  to  other 
countries,  where  they  may  operate  as  thieves,  spies, 
and  adventurers.  They  are  seldom  welcome  in  civilized 
lands,  for  the  Ferran  scent  is  considered  offensive  by 
most  other  races. 


6\ 


THE  WILDERLANDS 


TH^  LIBRARY  AT 
JflLflflP 

The  crumbling  ruins  of  the  ancient  city  of  J  aal ad 
are  located  near  the  Zaran  M  ountains,  in  the  W  ilderlands 
of  Zaran.  Though  the  ancient  city  has  long  since  been 
stripped  of  most  of  its  hidden  treasures  by  generations 
of  Y  itek  tomb-robbers  and  Za  bandits,  the  Library  at 
J  al  aad  remai  ns  i  ntact.  T  hi  s  i  s  pri  mari  ly  due  to  the  efforts 
of  a  cabal  of  cryptomancers  known  as  the  Callidians, 
who  have  endeavored  to  protect  the  facility's  store  of 
i  ron  tabl  ets  si  nee  the  ti  me  of  T  he  G  reat  D  i  saster. 

Tall  and  frail  in  stature,  the  Callidians  have  skin  a 
deep  orange  in  hue.  They  dress  in  starched  headdress 
and  robes  of  yellow  linen,  and  walk  with  a  slow  and 
stately  gait. 

flnKOTRY 

Callidians  are  direct  descendents  of  a  sect  of 
magician-scholars  who  once  lived  in  the  city  of  Jaalad. 
They  can  trace  their  ancestry  back  over  a  thousand 
years,  to  the  ti  me  before  T  he  G  reat  D  i  saster. 

5o<^TY 

The  Callidians  are  members  of  a  cabal  that  has 
has  helped  preserve  and  maintain  the  Library  of  J  al  aad 
si  nee  the  ti  me  of  the  G  reat  D  i  saster.  T  hey  are  the  keepers 
of  a  purportedly  vast  archive  of  ancient  lore,  recorded 
on  stone  and  metal  tablets,  faded  scrolls,  texts,  and 
enchanted  orbs.  It  is  believed  that  perhaps  as  many  as 
two  hundred  C  al  I  i  dians  I  i  ve  i  n  J  alaad,  forming  an  insular 
and  largely  self-sustai  ni  ng  community.  Thei  r  people  I  i  ve 
inside  the  Library,  in  quarters  set  aside  expressly  for 
their  purposes.  They  are  assisted  by  M  onads,  who  tend 


the  gardens  w  here  tubers  and  provender  pi  ant  are  grow  n 
under  ancient  orbs  of  illumination. 

Callidians  choose  mates  on  the  basis  of  wisdom 
and  knowledge;  in  this  society,  the  most  studious  and 
knowledgeable  individuals  are  accorded  the  greatest 
respect.  Children  begin  extensive  education  in 
linguistics  and  other  fields  of  study  by  age  three.  After 
centuries  upon  centuries  of  inbreeding,  the  Call idian 
people  have  grown  wan.  A  Ichemical  infusions  have  long 
been  required  to  prevent  sterility,  and  also  to  extend 
their  lifespans. 

Callidians  are  serious  and  studious  by  nature. 
They  prefer  to  spend  their  time  reading,  and  are  normally 
averse  to  f  ri  vol  ous  behavi  or.  E  very  C  al  I  i  di  an  speci  al  i  zes 
in  least  onefield  of  knowledge,  and  may  havefamiliarity 
with  a  number  of  minor  fields,  as  well.  Though  rich  in 
wisdom  and  lore,  Callidian  society  is  essentially 
stagnant,  and  has  remained  unchanged  for  over  a 
thousand  years. 

QOI^RDIMDT 

Callidian  government  is  organized  like  a  lyceum 
or  institute.  At  the  head  of  their  scholarly  hierarchy  is 
the  Scholar  Emeritus,  followed  by  Sages  and  Sophistes 
of  varying  degree.  Disputes  are  adjudicated  by  debate; 
problems  are  examined  intellectually,  researched 
thoroughly,  and  solutions  devised  based  on  precedence 
and  Callidian  traditions.  The  Scholar  Emeritus  has  the 
final  say  in  all  such  issues,  though  heorshewill  almost 
never  rule  against  precedence  and  tradition. 

\T)mK  &  Ration 

Except  as  pertains  to  its  role  in  history,  foreign 
cultures,  and  mythology,  Callidians  have  little  interest 
in  matters  of  religion.  They  are  ski  I  led  in  Cryptomancy, 
afield  of  magic  that  has  numerous  practical  applications 
to  th  ese  f  ol  k .  T  he  passi  n  g  of  a  C  al  I  i  d  i  an  i  s  a  most  so  I  em  n 
event,  and  the  funeral  is  attended  by  all  members  of  the 
cabal.  The  deceased  is  laid  to  rest  along  with  his  or  her 
ancestors  in  an  underground  crypt  located  far  beneath 
the  Library  of  J  alaad. 

Th^  Art? 

The  artforms,  music,  and  crafts  associated  with 
ancient  cultures  are  specialties  of  many  Callidians. 
H  owever  thei  r  sect  has  no  arti  sti  c  or  musi  cal  tradi  ti  on  of 
their  own,  and  probably  never  did. 


Cal I idians  possess  the  ability  to  comprehend  and 
converse  in  almost  all  languages.  They  are  experts  at 
analyzing  and  deciphering  all  types  of  written  works, 
including  ancient  texts  and  charts.  Common  names  have 
archaic  sound,  such  as  Callidius,  Cronus,  Galius, 
Hiberius,  and  M  alius. 

The  Library  at  J  alaad  is  fortified  with  strong  outer 
walls  and  massive  iron  gates,  both  of  which  are  protected 
by  ancient  wards  and  symbols  of  great  power.  The 
Call  idians  deal  sternly  with  looters  and  vandals,  and 
possess  magics  and  artifacts  capable  of  repelling  even 
the  most  hostile  invaders.  So  effective  are  these 
defenses  that  J  alaad  has  withstood  the  assaults  of 
bandits,  vandals,  and  even  hostile  armies  for  many 
centuries. 

Shut  within  the  Library,  the  Cal lidians  have  little 
contact  with  the  outside  world.  They  sometimes  deal 
with  Orgovian  traders,  from  whom  they  purchase  certain 
rare  herbs  and  mixtures.  I  n  return,  the Callidians transl ate 


writings  or  identify  artifacts  that  the  Orgovians  find 
unf  ami  I  i  ar.  0  n  rare  occasi  ons  schol  ars  from  other  I  ands 
come  hereto  do  research.  Callidians  require  no  payment 
for  such  services,  which  they  view  as  an  obligation  to 
the  people  of  Tallislanta.  However,  donations  are 
gratefully  accepted. 

The  Callidians  are  neutral  as  regards  all  other 
peopl es  and  governments.  T hei  r  archivists  are  avai lable 
for  consultation,  but  only  by  permission,  and  only  during 
certai  n  hours  of  the  week.  A  s  vi  si  tors  are  not  al  lowed  to 
stay  overnight,  this  limits  the  opportunities  for  extended 
study. 

Pu^x?  or  Dott 

TheOldCityofAshann 

The  shattered  ruins  of  the  Old  City  of  Ashann 
consist  of  seven  concentric  rings,  the  outermost  of 
which  encompasses  an  area  approximately  two  miles  in 
diameter.  Desert  scouts  from  nearby  Carantheum  claim 
that  the  region  is  largely  uninhabited,  save  for  sand 
demons,  opteryx,  and  the  mysterious  beings  known  only 
as  the  Wanderers  of  Ashann  -  tall,  shrouded  figures, 
who  can  sometimes  be  seen  walking  amongst  the  ruins. 


Each  carries  a  staff  inscribed  with  a  curious  symbol:  a 
staring  orb,  set  in  the  center  of  a  silver  pentad e.  Some 
believe  that  the  Wanderers  are  blind,  and  can  only  see 
by  means  of  these  staves.  What  the  Wanderers  are 
searching  for  remains  unknown. 


Malathropes  are  terrible  predators  found 
throughout  the  Wastelands  and  other  wilderness 
regions.  Sorcerous  hybrids,  they  are  possessed  of  a 
si  nister  i ntel lect  and  exhi  bit  a  marked  tendency  towards 
violent  and  destructive  behavior.  Like  demons,  they 
require  neither  sleep  nor  rest  and  are  always  active. 

M  alathropeskill  not  only  forfood,  but  apparently 
to  satisfy  some  grisly  carnal  urging;  they  prey  upon 
creatures  of  all  sorts  and  show  a  decided  preference  for 
devouring  prey  alive.  The  bite  of  a  malathrope  delivers 
a  potent  neuro-toxin  which  heightens  its  victim's 
response  to  fear,  a  condition  from  which  malathropes 
seem  to  derive  a  sadistic  pleasure.  They  exhibit  a 
maniacal  disregard  for  danger  and  will  not  hesitate  to 
attack  groups  of  armed  individuals,  or  creatures  larger 
than  themselves.  The  naturalist  Thystram  noted  that 
"the  beasts  emit  a  horrid,  hissing  laughter  even  after 
suffering  the  most  grievous  wounds,  as  if  seeming  to 
mock  -  or  perhaps  welcome  -  their  own  death." 

Size:  6'6"-7',  up  to  3'6"  at  shoulder,  400+lbs. 
Attributes: 

INT +5  PER  44 

WIL+7  CHA-9 
STR  44  DEX  44 

CON  44  SPD4-10 
Ability  Level:  8-16 


Attacks/Damage:  Bite:  DR  8  4-poison  (CON  roll  at -5 or 
vi  cti  m  i  s  too  terri  f  i  ed  to  offer  resi  stance) ,  C I  aw  s:  D  R  10; 
total  of  two  attacks 

Special  Abilities:  Speak  in  tongues,  night  vision, 
i  mmuni ty  to  magi cal  i  nf  I  uence/control ,  detect  presences 
at  range  of  20  feet 
Armor:  Hide,  DR  2 
H  itPoints:  52 

^flRTH  IXmOD 

Earth  demons  are  negative  elemental  entities  that 
sometimes  gain  access  to  theTalislantan  reality  through 
rifts  in  the  dimensional  fabric.  In  repose,  they  may  be 
mistaken  for  great,  craggy  boulders.  Such  is  not  the 
case  when  an  earth  demon  chooses  to  move,  for  these 
creatures  can  tunnel  through  earth  and  stone  at  will, 
producing  a  substantial  amount  of  seismic  activity, 
noise,  and  dust.  Earth  demons  subsist  on  a  diet  of  rocks 
and  minerals,  voiding  gemstones,  which  they  cannot 
digest.  They  possess  an  aversion  to  water  and  strong 
winds,  and  are  susceptible  to  spells  of  Aeromancy,  which 
do  twice  the  normal  damage  vs  Earth  Demons. 

Size:  6'-6' 2",  1,0004- lbs. 
Attributes: 

INT-1  PER-2 
WIL4-5  CHA-6 
STR  46  DEX -5 

CON  4-10  SPD-2 
Ability  Level:  6-13 

Attacks/Damage:  Fist:  DR  19;  six  limbs,  up  to  three 
attacks 

Special  Abilities:  Elemental  Magic  (Geomancy)  with  four 
Modes  at  Ability  Level,  pass  through  earth  and  stone 
atwill 

A  rmor:  Stony  exterior,  PR  8 
H  itPoints:  40 

RO^ft  (JR^HID 

Rock  urchins  are  benign  creatures  found  in  caves 
and  underground  tunnels  in  the  Wastelands  and  other 
remote  areas.  They  feed  on  mosses,  lichens,  and 
detritus,  and  pose  no  threat  to  Talislantans.  To  the 
contrary,  rock  urchins  are  prized  as  food  and  are 
considered  a  delicacy  in  many  lands.  They  are  also 
valued  for  their  spines,  which  are  used  to  make  quill 
pens  of  good  quality. 


The  foil  owing  character  Archetypes  are  grouped  according  to  the  region  of  the  continent  from  which  they  come.  A 
master  list  of  all  the  archetypes  by  region  can  be  found  below: 


The  Seven  Kingdoms 

The  Eastern  Lands 

The  Desert  Kingdoms 

The  Wilderlands 

M  use  Telempath 

Harakin  Warrior 

Dracartan  Desert  Scout 

Verdir  Hedonist 

Cymrilian  M  agician 

Chana  Witchdoctor 

Dracartan  Thaumaturge 

Danelek  Hunter 

Cymri Man  Rogue  M  agician 

Chana  Witchman 

Y  assan  Technomancer 

Bodor  M  usician 

Cymrilian  Swordsmage 

M  anra  Shapechanger 

Djaffir  M  erchant/B andit 

Orgovian  Trader 

Pharesian  Peddler 

Nagra  Spirit  Tracker 

Y  itek  Tomb  Robber 

Rahastran  Cartomancer 

Gnomekin  Crystal omancer 

Kang  Tracker 

Farad  Procurer 

Xambrian  Wizard  Hunter 

Gnomekin  Protector 

Kang  Warrior  Priest 

Farad  M  onopolist 

Danuvian  Virago 

Kasmiran  Trapmage 

Kang  Warrior 

Farad  Wizard 

Danuvian  Consort 

Kasmiran  M oneylender 

Quan  Pariah 

Hadjin  Aristocrat 

M  arukan  M  ercenary 

Sindaran  Collector 

Ispasian  M  ercantilist 

Hajan  Servitor 

M  arukan  Dung  M erchant 

Sindaran  Effectuator 

M andalan  M ystic  Warrior 

Sauran  Gladiator 

M arukan  Talismancer 

Sindra  -  Demented  One 

M  andalan  Savant 

Monad  Servitor 

Beastman  Plains  Hunter 

Thrall  Warrior 

Sunra  Aquamancer 

Raj  an  Assassin-M  age 

Kharakhan  Giant 

Blue  Aeriad  Ranger 

Sunra  M  ariner 

Raj  an  Desert  Warrior 

Araq  Warrior 

Green  Aeriad  Botanomancer 

Vajra  Engineer 

Raj  an  Necromancer- Priest 

Za  Smuggler 

Tanasian  M  agician 

Mondre  Khan  Raider 

Shadinn  Executioner 

Za  Bandit 

Sauran  Dragon  Rider 

Vird  Infantry 

Ferran  Scavenger 

The  Western  Lands 

Callidian  Cryptomancer 

Aamanian  Warrior  Priest 

The  Southern  Rim 

The  Northern  Reaches 

Aamanian  Witch  Hunter 

Batrean  Paramour 

M  irin  Priest/ Priestess 

Aamanian  Inquisitor 

Batrean  Male 

M  irin  Tundra  Scout 

Aamanian  M onitor 

Sawila  Spellsinger 

M  irin  Alchemist 

Arimite  Knife-Fighter 

M  angar  Corsair 

Rasmirin  A  narchist 

Arimite  Revenant 

Na-Ku  Cannibal 

Snipe  Sage 

Druhk  Hillman 

Sun-Ra-San  Dragon  Hunter 

Gryph  Hunter 

Castabulonese  Aeromancer 

Green  M  an  Symbiont 

Ariane  Seeker 

Azir  Islander 

M oorg-Wan  Warrior 

Ariane  Mystic 

S arista  Gypsy 

Ahazu  Honor-Slave 

Ur  Renegade 

Dhuna  Witchwoman 

Ahazu  Warrior 

Ur  Clansman 

Gnorl  Rhabdomancer 

Gao  Sea  Rogue 

Ur  Shaman 

Y rmanian  Wildman 

Imrian  Slaver 

Stryx  Necromancer 

J  aka  M  anhunter 

J  hangaran  M  ercenary 

Stryx  Warrior 

J  aka  Trader 

J  hangaran  M  arsh  Dweller 

Darkling  Infantry 

Zandir  Charlatan 

M ogroth  Wanderer 

Xanadasian  Chronicler 

Zandir  Duelist 

Black  Savant 

Zann  Trader 

Oceanian  Sea  Nomad 

Phantasian  Guardian 

Phantasian  Dream  Merchant 

Thaecian  Enchanter 

Thiasian  Performer 

Parthenian  Salvager 

360 


may^  ttlxidpath 


"He  wants  me  to  ask  you  where  you  plan  to  drag  us  both  next, 
'dear  thing.'"  [as  "translated"  by  a  Whisp  companion] 

Are  you  truly  as  aloof  and  frivolous  as  you  appear  to  others?  That 
is  not  a  matter  that  you  would  ever  deign  to  discuss.  There  is  little 
that  you  find  interesting  enough  to  drive  you  to  speech.  Your  voice 
and  the  languages  of  the  other  humanoids  are  such  limited  tools. 
You  find  yourself  frustrated  when  forced  to  rely  upon  them.  Such 
moments  are  rare,  for  your  whisp  companion  accompanies  you 
always,  translating  from  your  telempathic  projections  for  those 
confused  by  them.  The  being  with  whom  you  have  bonded  has  long 
since  grown  accustomed  to  the  images  and  emotions  you  send  and 
responds  with  thoughts  for  you  to  perceive.  This  confidante,  your 
friend  and  lover,  has  led  you  upon  experiences  that  other  Muses 
will  never  know,  unless  you  choose  to  show  them  through  the 
telempathic  images  that  you  compose  to  complement  your  music. 
There  is  a  vicarious  thrill,  it  is  true,  in  experiencing  this  other 
being's  life  through  your  bond.  There  is  a  sense  of  aesthetic  value  in 
the  ripples  of  historical  tide  that  you  witness.  There  are  the  vivid 
impressions  from  which  you  derive  your  art.  Y  et  this  obsession 
may  be  as  ephemeral  as  your  creations.  Your  bond-mate,  you  are 
certain,  fears  as  much.  If  it  is  to  be,  it  will  make  a  grand  lament 
indeed. 


Appearance: 

5'6"-6',  80-140  lbs.  Skin,  hair,  and  butterfly-like  wings  in  pastel 
hues  (blue,  aquamarine,  turquoise,  violet,  rose),  delicate  features, 
lithe  body. 


sYr  dFx 


pETr  cFTa 
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Skills: 

Natural  M  agic: 
<3  Modes  of  choice>  +1 
Telempathy  +2 
Limited  Flight  44 

Artificer  +4 

Art  +4 

M  usic  44 

Herb  Lore  +1 

High  Talislan,  native 

Sylvan,  native 


Special  Abilities: 

Special  Abilities:  Natural  Telempathy; 
Limited  Flight  -  may  remain  airborne  for 
two  minutes  per  level  of  ability,  then  must 
rest  for  at  least  twice  as  long  before  flying 
again;  infatuated  with  one  specific  being 
(choose  during  character  creation). 


Equipment: 

Translucent  gossamer  robe  of  pastel 
colors;  one  or  more  musical  instruments; 
pouch  (pigments,  blossoms,  nectar); 
whisp  companion;  whisp  companion  may 
have  25  gold  lumens. 


^yidriliad  wmKm 


"I  have  studied  at  the  Lyceum  Arcanum.  Can  you  truly  imagine 
that  you  rival  my  skills?" 

Y  ou  are  riding  the  crest  of  ancient  A  rchaen  knowledge  into  a  glorious 
new  era  for  your  people.  You  are  a  Cymrilian,  and  you  are  a  member 
of  the  most  enlightened  and  advanced  civilization  on  the  continent, 
the  rising  star  of  Talislanta.  You  would  never  think  to  leave  the 
other  six  Kingdoms  behind,  of  course.  They  are  your  valued  allies, 
and  you  wish  for  them  to  share  in  the  coming  prosperity.  They  will 
contribute  to  it  substantially,  you  realize,  with  their  own  skills  of 
combat  and  alchemy,  horticulture  and  finance.  Yet  it  is  your  magic 
that  will  lead  the  way.  It  will  be  the  means  for  your  personal 
success,  as  well,  and  you  strive  ever  to  improve  your  skill  and 
enhance  your  knowledge.  Whenever  you  quest  abroad,  for  whatever 
purpose,  you  never  ignore  an  opportunity  to  acquire  ancient  texts 
or  artifacts.  Whenever  you  meet  a  mage  of  talents  different  from 
your  own,  you  barter  your  lore  and  lose  hours  in  abstract 
conversation.  You  have  made  a  solemn  promise  to  visit  in  your 
lifetime  the  other  cities  of  magic:  Carantheum,  Altan,  Rhin,  J  acinth, 
Cabal  M  agicus.  Y  et  it  is  always  the  Crystal  City  that  calls  to  you. 
One  day,  perhaps,  you  will  be  elected  to  the  throne  of  the  Wizard 
King,  at  the  center  of  that  city  and  at  the  center  of  the  world.  Y  ou 
have  every  reason  to  believe. 


Appearance: 

6'-6'4",  120-160  lbs.  Pale  green  skin  and  hair,  golden  eyes,  slender 
build,  handsome  features;  may  alter  appearance  with  magical 
enhancements. 
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Skills: 

M  agic  Order  <choice>: 
<6  M  odes  of  choice>  +3 
M  agic  Order  <choice>: 
<5  M  odes  of  choice>  +1 

Arcane  Lore  4-5 
Etiquette  45 
Fashion  44 
Ride  +3 

High  Talislan,  native 
Low  Talislan,  basic 
A  rchaen,  fluent 


Equipment: 

High-collared  cloak  and  robes  of  spinifax 
in  various  colors;  dyed  leather  boots; 
assorted  jewelry;  leather  and  silver-bound 
spell  book;  pouch;  3  potions  in  amberglass 
vials;  3  magical  trinkets;  80  gold  lumens 
in  gold  pentacles. 
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"Some  call  me  the  greatest  thief  in  Cymril.  I  would  not  think  to 
challenge  their  honesty." 

Some  Cymri I i ans  study  magic  to  attain  knowledge  and  power,  to 
teach  young  adepts,  or  perhaps  to  learn  the  swordsmage's  art.  But 
you  are  different.  You  see  magic  as  the  swiftest  means  of  acquiring 
wealth,  status,  and  the  finer  things  in  life.  Let  others  spend  their 
lives  struggling  just  to  earn  a  few  gold  lumens.  Y  ou  prefer  to  use 
magic  and  guile,  to  move  unseen  and  unheard,  to  seduce  and  cajole, 
and  to  take  what  you  want  from  life.  Certainly,  their  are  risks  to 
consider,  but  you  are  no  common  thief.  You  are  a  rogue  magician, 
and  with  your  magics  all  that  you  desire  is  within  your  grasp. 
Perhaps  you  will  become  an  adventurer,  and  join  a  band  of 
companions  with  aspirations  similar  to  your  own.  Maybe  you  will 
travel  to  distant  lands,  where  people  know  little  of  magic  and  are 
even  more  susceptible  to  your  particular  combination  of  talents. 
With  spells  to  alter  your  appearance,  you  can  pass  as  a  noble,  a 
vagabond,  or  any  semblance  that  you  can  imagine.  No  one  need 
know  anything  about  you  that  you  do  not  care  to  reveal.  Riches 
and  wealth  can  be  yours,  and  someday,  a  life  of  ease.  After  all,  is 
that  not  what  magic  is  for? 


Appearance: 

6'-6'4",  120-160  lbs.  Pale  green  skin  and  hair,  golden  eyes,  slender 
build,  handsome  features;  may  alter  appearance  with  magical 
enhancements. 

Note  Rogue  M  agicians  may  be  of  pure  Cymrilian  blood  or  may 
have  one  or  more  ancestors  from  other  Talislantan  races,  such  as 
Batrean,  Dracartan,  Gao,  Phantasian,  Rahastran,  Sarista,  Zandir. 
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Skills: 

M  agic  Order  <choice>: 
<4  M  odes  of  choice>  +4 

Weapon  <choice>  +2 
Brawling  +2 
Deception  +5 
Stealth  44 

Thieving  Skill  <choice> 
+3 

Arcane  Lore  +2 
Etiquette  +3 
Fashion  +4 
Ride  +4 

High  Talislan,  fluent 
Low  Talislan,  native 
Archaen,  fluent 


Special  Abilities:  None. 


Equipment: 

High-collared  cloak,  breeches;  and  tunic 
of  various  colors;  dyed  leather  boots; 
leather-bound  spell  book;  choice  of 
weapon;  pouch;  shoulder  bag;  2  magical 
trinkets;  equs  steed;  50  gold  lumens  in  gold 
pentad es  and  other  currencies. 
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"The  wind  is  a  force  today.  It  would  toss  a  windrigger  around  like 
a  leaf.  I'm  up  for  it." 

It's  difficult  not  to  love  magic.  You  are  not  so  enamored  of  the 
theories  behind  it  or  the  beauty  of  its  form,  as  so  many  Cymrilians 
are.  You  love  it  for  its  effects,  for  the  way  in  which  you  can  use  it 
in  your  chosen  profession  -  as  a  swordsmage.  Y  ou  train  intensely  to 
improve  your  skill  with  the  sword,  and  you  have  great  respect  for 
warriors  such  as  the  Thralls.  Yet  your  arcane  blade  provides  you 
with  a  keen  advantage  over  others,  and  your  own  Order  is  a  more 
potent  weapon  yet.  The  windship  is  your  passion.  Since  you  were 
a  youth,  fresh  to  the  armada,  you  learned  to  climb  riggings,  care  for 
levitationals,  consult  navigational  charts,  pilot  riggers  and  skiffs. 
Someday  you  may  take  the  time  to  visit  other  lands.  Perhaps  you 
and  the  companions  you  find  will  buy  your  own  vessel  to  cross  the 
skies  for  commerce  or  adventure.  Such  a  life  would  hold  many 
glories.  Or  perhaps  you  will  become  a  captain  of  your  own  windship 
of  war,  leading  the  Seven  Kingdoms  into  battle  against  its  enemies. 
In  the  skies  over  fields  of  battle,  you  will  show  the  world  why  you 
love  magic. 


Appearance: 

6'-6'5",  130-200  lbs.  Pale  green  skin  and  hair,  golden  eyes,  slender 
but  muscular  build,  handsome  features;  may  alter  appearance  with 
magical  enhancements. 
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Skills: 

Wizardry  or 

Elemental  Magic: 

<3  M  odes  of  choice>  +2 

Longsword  +3 
Dagger  +2 
Brawling  +2 
Pilot  (Windship)  +5 
Arcane  Lore  +4 
Etiquette  +4 
Fashion  +4 
Ride  +4 

High  Talislan,  fluent 
Low  Talislan,  native 
Archaen,  fluent 


Special  Abilities: 

None. 


Equipment: 

High-collared  cloak  and  garments  of 
spangalor  (metallic  cloth);  dyed  leather 
boots;  assorted  jewelry;  leather  and  silver- 
bound  spell  book;  pouch;  +1  longsword; 
dagger;  2  magical  trinkets;  swordsmages 
based  in  Cymril  may  have  access  to  a 
windship;  50  gold  lumens  in  gold  pentacles. 


Cymril?  It  is  a  nest  of  chasm  vipers.  Conservatives,  moderates  - 
both  are  equally  haughty,  and  equally  absurd.  You  are  a  Pharesian, 
and  so  they  marked  you  as  different.  Your  people  were  looked 
down  upon  as  radicals,  and  forbidden  to  study  at  the  Lyceum 
Arcanum.  They  said  you  were  fit  only  to  serve  as  merchants,  shop 
owners,  and  magician's  assistants.  And  so  you  packed-up  your 
amulets  and  talismans,  your  powders  and  potions,  your  lockets  and 
periapts.  Y  ou  left  Cymril  as  so  many  of  your  people  did  before  you, 
to  seek  your  fortune  on  the  open  road.  Now  you  travel  across  the 
Seven  Kingdoms  to  the  Western  Lands  and  back  again,  selling  your 
wares  to  those  you  chance  to  meet  along  the  way.  There,  just  up 
ahead  -  a  band  of  adventurers,  far  from  their  homes.  Lucky  for 
them  that  you  are  here,  and  not  still  in  Cymril. 


Appearance: 

6'-6'4",  130-160  lbs.  Lime  green  skin  and  hair  dyed  with  bright 
iridescent  colors,  slender  build. 
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Skills: 

Wizardry: 

<4  Modes  of  Choice>+3 

Staff  +2 
A  Ichemy: 

(Elixirs,  Powders)  +3 
(M  edicinal  M  ixtures)  +4 
Merchant  +4 
Appraiser  (Curios)  +4 
Oratory  +3 
Streetwise  +3 
Low  Talislan,  native 


Special  Abilities 

N  one. 


Equipment: 

Patchwork  cloak  and  robes  of  bright 
colors,  staff,  satchel  (filled  with  salves, 
concoctions,  charms,  curiosities),  spell 
book,  alchemical  equipment,  50  gold 
lumens  in  coins  and  wares. 
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"Terra's  seed  is  within  this  crystal.  It  will  nurture  you  to  health 
again." 

You  feel  the  presence  of  your  goddess  within  the  crystals  of  your 
homeland.  Under  the  phosphorescence  of  the  cavern  fungi, 
emeralite  is  the  green  of  your  mother's  eyes,  and  amberite  is  the 
gold  of  the  lesser  sun  setting.  Crystal  is  to  be  nurtured,  honored, 
shaped,  and  put  to  use.  Perhaps  more  than  mollusk,  mushroom  or 
tuber,  it  is  crystal  that  sustains  your  people.  Certainly,  your  craft 
has  helped  the  Gnomekin  emerge  as  a  true  partner  in  the  Seven 
Kingdoms.  Your  crystals  now  aid  in  powering  the  Cymrilian 
windships  and  their  other  magics.  The  Sindarans  covet  your  wares 
for  their  alchemy,  the  Kasmirans  for  their  traps,  and  the  Thrall 
respect  the  keen  edge  of  the  crystal  blade.  Y  ou  are  happy  to  share 
with  these,  your  friends  and  neighbors,  although  you  are  uncertain 
how  to  acknowledge  their  gratitude  and  praise.  The  suns  have  not 
shone  upon  you  so  brightly  for  long  generations.  It  is  a  curious 
experience,  to  be  noticed  so,  and  you  take  care  to  bring  no  shame 
upon  your  family  and  monarchs.  Y  ou  are  generous  in  trade,  courteous 
in  greeting,  respectful  of  customs,  and  amiable  with  everyone  you 
meet.  Above  all,  you  are  excited  by  everything  new  you  encounter, 
as  surprising  as  the  ever-shifting  glow  of  prismatite,  as  familiar  as 
the  presence  of  Terra. 


Appearance: 

2'10"-3'6",  60-100  lbs.  Nut-brown  complexion,  wide  green  eyes, 
childlike  features,  muscular  physique,  crest  of  soft  black  fur  from 
center  of  forehead  to  small  of  back. 
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Skills: 

Elemental  Magic: 
(Crystalomancy) 
<6  M  odes  of  choice>+4 

Agriculture  (Crystal)  44 
Artificer  +4 
Appraiser  (Crystal)  +5 
M  erchant  +4 
Geography  +6 
Climbing  +1 
Durnese,  native 
Low  Talislan,  fluent 


Special  Abilities: 

Night  vision;  natural  climbing  ability  (+5); 
poor  vision  in  sunlight  (PER  -3)  without 
amber  cusps. 


Equipment: 

Cloak,  knee-length  smock,  pouch  with 
assorted  crystals  for  spell-casting  and  for 
sale,  amber  cusps,  flask  of  mushroom  ale, 
100  gold  lumens  in  crystals  and  gold 
pentacles. 
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"Pardon  for  this  disturbance,  but  must  ask  you  to  identify  yourself 
and  drop  the  war  axe." 

You  have  spent  your  life  traveling  the  Underground  Highway,  and 
much  of  it  is  as  familiar  as  your  parents  and  fifteen  siblings.  Other 
sections  are  foreign  to  your  people,  and  it  has  been  your  task  to 
explore  and  map  them.  Two  generations  ago,  even,  your  people 
had  no  need  for  these  maps,  as  you  rarely  traveled  beyond  Durne. 
But  the  Subterranoids  have  emerged  from  your  dark  legends,  and 
the  Satada  have  migrated  westward.  Beyond  those  threats,  the 
Highway  is  crucial  to  the  Seven  Kingdoms,  and  the  Queen  sends 
caravans  weekly  these  years.  Y  ou  have  emerged  from  a  long  slumber 
back  into  the  light  of  history,  and  that  light,  as  the  glare  of  the  two 
suns,  blinds  you.  Y  et,  just  as  you  wear  cusps  to  shade  your  eyes  from 
the  suns,  you  wear  your  faith  in  Terra  and  in  yourself  to  shield 
against  fear  of  your  people's  rising  status.  To  meet  this  fear,  you 
travel  in  the  world  above  to  find  your  place  among  the  other 
humanoid  peoples.  Their  beds  are  never  as  comfortable  as  the  moss 
of  your  nook,  they  know  nothing  of  cooking  fungi,  and  they  have 
little  sense  of  modesty.  There  is  good  in  almost  all  of  them,  though, 
and  you  probe  gently  to  locate  this  hand  of  Terra  upon  their  souls. 
Y  ou  are  a  part  of  their  world,  now,  and  you  are,  quietly,  proud  to  be 
Gnomekin. 


Appearance: 

2'10"-3'6",  60-100  lbs.  Nut-brown  complexion,  wide  green  eyes, 
childlike  features,  muscular  physique,  crest  of  soft  black  fur  from 
center  of  forehead  to  small  of  back. 
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Skills: 

Crystal  blade  44 
Siing  44 

Weapon  <choice>  +3 
Evade  44 
Tactics  +3 
Scout  +5 
Cartography  +5 
Geography  +5 
Guide +5 
Weaponer  44 
Armorer  44 
Climbing  43 
Durnese,  native 
Low  Talislan,  fluent 


Special  Abilities: 

Night  vision;  natural  climbing  ability  (45); 
poor  vision  in  sunlight  (PER  -3)  without 
amber  cusps. 


Equipment: 

Scale  armor  over  rough  linen  tunic,  cloak, 
crystal bl ade,  sling,  pouch  of  twenty 
stones,  four  pottery  vials  of  stenchroot 
sap  and  orange  fungus,  choice  of  weapon, 
amber  cusps,  flask  of  mushroom  ale,  50 
gold  lumens  in  crystals  and  gold  pentacles. 


"Certainly,  I  can  disarm  the  spring-needle  in  that  lock.  For  a 
price..." 

Your  family,  one  of  the  eleven  clans  of  the  Barred  Tower  of  Kasir, 
has  constructed  mechanisms  for  the  protection  of  valuables  since 
the  nomadic  years.  It  has  improved  its  proficiency  in  every 
generation  through  your  own.  Across  the  continent,  the  engraved 
emblem  of  your  clan  has  turned  away  thieves  -  the  devices  you 
leave  unmarked  have  had  more  direct  results.  Even  the  Yassan 
respect  your  craft  sufficiently  to  accuse  you  of  stealing  their  secrets. 
Outsiders  refer  to  you  as  a  "trapmage."  They  do  not  understand 
the  subtleties  of  your  profession  nor  the  extent  of  your  expertise. 
You  are  a  wizard,  yes,  and  an  artificer  of  mechanical  surprises.  You 
are  also  a  locksmith  and  an  engineer,  a  person  of  business  and  of 
politics.  Litigation,  as  well,  is  a  mechanism  you  master,  and  you 
enjoy  the  artful  sparring  of  words  with  its  layered  deceptions.  On 
occasion,  when  your  observations  have  detected  defects  in  security, 
you  are  as  much  the  collector  as  any  Sindaran.  Your  own  subject  of 
acquisition  is  money,  and  you  protect  it  not  only  from  theft  but 
from  waste.  Away  from  Kasmir,  when  business  calls,  you  are  sickened 
by  the  indulgence  of  other  peoples  and  disturbed  by  the  rampant 
invitations  to  theft.  Windows,  indeed.  On  the  back  of  the  lumen, 
you  have  found  that  you  get  the  best  of  any  deal  with  a  foreigner. 
Yes,  you  will  travel  -  for  a  price. 


Appearance: 

4'6"-5',  70-110  lbs.  Mahogany  brown  skin,  shriveled  features, 
hunched  posture. 
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Skills: 

Cryptomancy: 
<5  M  odes  of  choice>  43 

Spring-knife  +3 
Blade-staff  43 
Locks  +6 
Traps  +10 
Artificer: 
(Security  devices)  +6 
Engineer: 

(Security  structures)  46 
M  erchant  46 
Litigator  43 
Stealth  41 

Low  Talislan,  native 
Nomadic,  native 


Special  Abilities 

None. 


Equipment: 

Hooded  cloak,  loose  robe,  curl-toed  boots 
slippers,  concealed  coin  purses,  heavy 
brass  key-ring  affixed  to  belt  via  chain, 
spring-knife  with  pouch  of  six  blades, 
blade-staff,  assorted  trap-  and  locksmith 
tools,  locking  iron-bound  spell  book  and 
ledger,  1,000  gold  lumens  (hidden  in 
vaults). 


The  Djaffir  call  you  tu-beshal ,  "blood-suckers."  They  never 
understood  you,  even  in  the  old  days.  They  enjoy  a  life  of  risk;  you 
are  a  people  of  caution.  They  play  loose  with  the  laws  of  other 
peoples;  you  are  meticulous  about  following  a  contract  to  the 
letter.  That  is  the  way  things  are  done  in  Kasmir.  It  doesn't  bother 
you  that  you  are  regarded  as  a  miser.  It  is  the  highest  compliment 
that  a  business  acquaintance  could  give.  It  means  you  are  good  at 
what  you  do.  You  protect  your  family's  fortune.  You  tend  to  it,  as 
one  tends  to  the  sick  or  to  a  cherished  desert  palm.  Y  ou  help  it  to 
grow,  and  you  are  both  stronger  for  it. 


Appearance: 

4'6"-5',  70-110  lbs.  Mahogany  brown  skin,  shriveled  features, 
hunched  posture. 


pf^  cVa 

WTL  INT 


©00 

CR        HP  MR 


Skills: 

Spring-knife  +4 
Blade-staff  44 
M  oneylender  +8 
M  erchant  +7 
Litigator  +4 
Locks  44 
Traps  +4 
Administrator  +3 
Low  Talislan,  native 
Nomadic,  native 


Special  Abilities: 

N  one. 


Equipment: 

Hooded  cloak,  loose  robe,  curl-toed  boots 
slippers,  concealed  coin  purses,  heavy 
brass  key-ring  affixed  to  belt  via  chain, 
spring-knife  with  pouch  of  six  blades, 
blade-staff,  locksmith's  tools,  locking 
iron-bound  ledger,  2,000  gold  lumens 
(hidden  in  vaults). 
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"It  is  relevant  to  our  situation  that  my  predilection  towards 
acquiring  obsidian  sculptures  has  imparted  knowledge  of  fracture 
patterns  among...  'Get  to  the  point,'  you  request?  Certainly.  I 
believe  that  the  columns  directly  above  you  will  soon  collapse 
under  the  weight  of  the  ceiling." 

There  are  two  aspects  to  your  identity  that  account  for  an 
expansive  percentage  of  your  temperament:  you  are  a  dual- 
encephalon,  and  you  are  a  collector.  The  former  quality  provides 
intellectual  capacities  that  demarcate  you  from  other  sentient 
beings;  you  have  found  that  you  pity  mono-encephalons  for  their 
mental  impediment  and  for  their  compulsion  to  sleep,  although 
you  have  admiration  for  what  they  accomplish  with  such  sparse 
resources.  The  latter  quality  defines  your  objectives  in  this  existence, 
more  so  than  any  supposed  profession.  Alchemy,  artisanship, 
administration  -  these  are  menial  talents  practiced  to  meet  physical 
and  biological  necessities.  Political  maneuvering,  military  strategy, 
and  scholarship  may  offer  significant  challenges,  but  the  veracity 
of  the  matter  is  that  such  professions  are  vehicles  for  the  process 
of  acquisition.  Your  own  preoccupation  has  consumed  your 
meditations  from  your  earliest  memories  of  childhood  within  the 
umber  pavilion  of  your  parents.  You  have  other  passions:  drinking 
skoryx  stimulates  the  senses,  and  mastering  Trivarian  is  a  process 
that  reflects  your  lifelong  cerebral  development.  Y  et  your  collection 
is  what  propels  you  repeatedly  towards  obscure  locations  with 
companions  who  will  never  entirely  comprehend  your  musings 
and  fixations.  Conversely,  you  have  discovered  no  valid  justification 
not  to  edify  them  further,  despite  their  protestations.  
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Skills: 

Rod  of  Alchemy  44 
Collector  44 
Alchemy  45 
Scholar  Skills 
<5  of  choice>  +3 
Trade  Skills 
<2  of  choice>  43 
Brewer/V  intner: 
(Skoryx)  +2 
Trivarian  41 
High  Talislan,  native 
Low  Talislan,  native 


Appearance: 

7'-7'4",  180-220  lbs.  Rough,  sandy-hued  skin,  emaciated  build,  row  of  horn-like  nodules 
running  from  crown  of  head  to  back  of  neck,  curved  spur  of  cartilage  protruding  beneath  chin. 


Special  Abilities: 

Dual-Encephalon. 


Equipment: 

Cloak,  loincloth  (males)  or  caftan 
(females),  sandals,  silver  earrings  and 
necklace,  wrist  and  ankle  bracers, 
bandoleer  pouches  with  ten  amberglass 
vials  of  various  powders,  rod  of  alchemy 
(projects  vials  of  powder),  Trivarian  game, 
collection,  flask  of  skoryx,  alchemical 
apparatus,  assorted  tomes,  1,000  gold 
lumens  in  assorted  currencies  and 
collectibles. 
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"A  being  of  your  nature  may  conceive  that  one  has  the  capacity  to 
commit  such  a  crime  without  detection  and  retribution.  Yet,  only 
one  who  exhibits  the  thought  capacity  of  a  durge  would  believe 
so." 

You  are  of  the  most  intelligent  species  living  on  Tal islanta,  and 
your  profession  is  to  penetrate  mysteries;  no  being  could  be  more 
suited  to  one's  task  in  life.  Since  your  skin  was  still  translucent,  you 
have  been  drawn  to  puzzles,  and  your  toys  as  a  small  child  would 
confound  most  other  beings.  Before  you  had  attained  the  age  of 
ten  years,  you  had  come  to  the  conclusion  that  you  would  train 
with  the  Order  of  Mesa  Security  at  its  primary  facilities  at  Nankar. 
Under  the  tutelage  of  four  successive  Effectuator  Nadirs,  you  have 
developed  proficiency  sufficient  to  predict  before  they  occur 
infractions  of  public  ordinances.  M  ore  difficult,  typically,  is  resisting 
the  desire  to  advance  your  collection  at  the  expense  of  your 
investigations;  primary  among  the  lessons  taught  to  students  of 
the  Order  is  the  ability  to  resist  the  inevitable  attempts  at  bribery 
along  this  tangent.  You  presently  pursue  enigmas  to  which  you  are 
unaccustomed  -  the  veracity  of  pseudo-historical  mythologies 
among  the  other  humanoid  populations,  and  the  current  locales  of 
artifacts  from  Ages  prior  to  the  Great  Disaster.  Y  ou  are  confident 
that  you  will  discover  mysteries  that  will  astound  even  one  such  as 
yourself,  and  equally  certain  that  few  things  you  encounter  will 
exceed  your  powers  of  comprehension. 


Appearance: 

7'-7'4",  180-220  lbs.  Rough,  sandy-hued  skin,  emaciated  build,  row 
of  horn-like  nodules  running  from  crown  of  head  to  back  of  neck, 
curved  spur  of  cartilage  protruding  beneath  chin. 
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Skills: 

Rod  of  A  Ichemy  +5 
Weapon  <choice>  +3 
Collector  +2 
Cryptography  +4 
Analysis  44 
Interrogate  +4 
Litigator  +3 
Underworld  +3 
Tracking  +3 
Pilot  (Windskiff)  +4 
Stealth  44 

Scholar  Skill  <choice> 
4-3 

Trivarian  +1 

High  Talislan,  native 

Low  Talislan,  native 


Special  Abilities: 

Dual-Encephalon. 


Equipment: 

Cloak,  loincloth  (males)  or  caftan 
(females),  sandals,  silver  earrings  and 
necklace,  wrist  and  ankle  bracers, 
bandoleer  pouches  with  ten  amberglass 
vials  of  various  powders,  rod  of  alchemy 
(projects  vials  of  powder),  choice  of 
weapon,  Trivarian  game,  collection,  flask 
of  skoryx,  assorted  tomes,  1,000  gold 
lumens  in  assorted  currencies  and 
collectibles. 


You  sleep  now,  and  you  know  what  it  is  to  dream.  It  is  a  struggle 
between  your  two  minds;  since  the  accident  that  injured  your 
sensorium,  they  function  erratically.  Now  your  own  kind  regard 
you  as  one  of  the  "Sindra"  -  the  Demented  Ones.  They  treat  you 
with  pity  and  fear;  the  former  because  you  have  "fallen"  to  the 
level  of  other  humanoids;  the  latter  because  it  reminds  them  that 
the  same  fate  may  yet  befall  them.  They  do  not  understand  the 
freedom,  the  rapidity  with  which  you  can  now  make  decisions,  the 
emotions  that  sway  you,  released  from  the  double-binding  logic  of 
your  people.  Your  inability  to  play  Trivarian  -  that  is  something  to 
pity.  But  they  cannot  imagine  what  it  is  to  dream. 
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Appearance: 

7'-7'4",  180-220  lbs.  Rough,  sandy-hued  skin,  emaciated  build,  row 
of  horn-like  nodules  running  from  crown  of  head  to  back  of  neck, 
curved  spur  of  cartilage  protruding  beneath  chin. 
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Skills: 

Rod  of  Alchemy  44 
Collector  +3 
Alchemy  +2 
Scholar  Skills 
<Two  of  choice>  +2 
Trade  Skill  <choice>+2 
High  Talislan,  native 
Low  Talislan,  native 


Special  Abilities: 

No  longer  Dual-Encephalon;  requires 
sleep;  prone  to  violent  mood  swings  and 
bouts  of  dementia. 


Equipment: 

Cloak,  loincloth  (males)  or  caftan 
(females),  sandals,  silver  earrings  and 
necklace,  wrist  and  ankle  bracers, 
bandoleer  pouches  with  ten  amberglass 
vials  of  various  powders,  rod  of  alchemy 
(projects  vials  of  powder),  collection, 
flask  of  skoryx,  alchemical  apparatus, 
assorted  tomes,  1,000  gold  lumens  in 
assorted  currencies  and  collectibles. 
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THRALL  GJflRRIOR 


"Enough  talk.  I  will  crush  the  enemy  myself." 

Y  ou  are  a  Thrall,  and  your  life  is  warfare.  It  is  true  that  you  ache  for 
the  sensations  of  war.  That  is  why  your  people  have  chosen  Taz 
for  their  home.  The  jungles  and  swamplands  are  teeming  with  such 
sport  as  bog  devils  and  aramatus  to  keep  your  senses  and  skills 
keen.  Yet  you  left  the  stone  barracks  of  home,  a  fully  grown 
warrior  of  eight  years,  to  join  the  legions  of  the  Seven  Kingdoms. 
For  the  core  desire  of  a  Thrall  is  to  protect  your  nation  and  your 
allies.  Y  ou've  fought  in  battles  and  performed  with  honor.  Y  ou 
earned  your  tattoos  for  courage  and  service.  Y  ou  wield  the  greatsword 
and  the  garde  with  skill  and  strength.  New  challenges  await  you 
now,  as  a  soldier  or  a  mercenary,  as  the  continent  grows  tense  with 
the  drums  of  war.  Others  may  believe  that  you  lack  the  wit  to  feel 
fear  or  to  mark  a  true  threat,  But  you  understand  war  better  than 
any  of  them.  You  are  confident  of  victory  for  your  people.  To  you 
personally,  it  may  bring  honor,  glory,  injury,  death.  Regardless,  the 
Thralls  and  the  Seven  K ingdoms  will  triumph. 


Appearance: 

6'8",  300  lbs.  (males);  6'4",  200  lbs.  (females);  Hairless,  devoid  of 
pigmentation,  muscular  build,  all  members  of  each  gender  are 
identical  in  appearance,  body  covered  with  elaborate  tattoos. 
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Skills: 

Tazian  Combat  +4 
Greatsword  44 
Weapons 

<Four  of  choice>  +2 
Mounted  Combat  +3 
Tactics  44 
Command  +2 
Guard  44 
Weaponer  42 
Ride  +5 

Low  Talislan,  native 
Understand  Tattoos, 
native 


Special  Abilities: 

Immune  to  fear  (magical  &  natural);  INT 
43  for  tactical  and  combat  matters  and 
situations;  unable  to  comprehend  magic. 


Equipment: 

Loincloth,  vest  (females),  sandals,  garde 
(parrying  armor/weapon),  greatsword  with 
shoulder  sheath,  choice  of  additional 
weapons,  flask  of  Tazian  fire-ale, 
mangonel  lizard  or  graymane  steed,  50 
gold  lumens  in  gold  pentacles  and  assorted 
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"  I  am  no  less  a  hunter  than  my  ancestors.  That  is  the  sort  of  insult 
that  c-can  get  a  land  dweller  k-killed." 

You  still  think  of  yourself  as  a  bird  of  prey,  sibling  to  the  nighthawk 
and  Gryph,  true  children  of  the  Aeriad.  It  irritates  you  that  you 
must  wear  enchanted  bracers  to  keep  you  aloft,  angers  you  to  have 
the  Cymrilians  to  thank.  Still,  it's  your  own  skill  that  makes  you  a 
graceful  flyer,  and  your  own  deft  aim  that  puts  your  tri-bow  bolts 
and  crescent  knives  into  the  flesh  of  your  quarry.  You  love  the 
hunt,  because  it's  in  your  blood  and  it  fills  your  mind  with  a  hunger. 
You  love  the  forests  of  Vardune,  and  you  watched  over  them  as  a 
ranger.  The  greens  understand,  even  if  they  have  their  own  path 
now.  The  Thralls  understand  it,  too,  but  most  of  the  others  you 
meet  think  you're  high-strung  and  aggressive.  And  they  don't 
appreciate  a  juicy  waterbug  or  a  glass  of  fine  ripe  vinesap  neither. 
That's  the  problem  outside  of  Vardune  -  nothing's  really  made  for 
you.  If  the  other  races  could  fly,  they'd  never  build  houses  on  the 
ground,  like  rows  of  cages.  Y  ou  try  to  explain  this  to  them,  but  to 
no  avail.  They're  your  friends  and  your  allies,  even  if  they  see 
things  differently.  They're  just  lucky  to  have  you  covering  their 
backs. 


Appearance: 

5'5"-6',  80-120  lbs.  Blue  skin  and  plumage  with  metallic  sheen, 
slender  stature,  sharp  bird- 1  ike  features,  crested  coxcomb  of  feathers, 
vestigial  wings. 
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Skills: 

Tri-bow  44 
Dart-thrower  44 
Crescent  Knife  44 
Aerial  Combat  +4 
Scout  +5 
Tactics  44 
Guard  +4 
Weaponer  41 
Low  Talislan,  native 


Special  Abilities: 

Gliding  up  to  fifty  yards,  wind  permitting; 
with  Bracers  of  Levitation,  can  fly  at 
constant  SPD  42  and  at  SPD  48  for  short 
periods  of  time. 


Equipment: 

Short  tunic,  loincloth,  and  cloak  of  plain 
viridian  linen,  Bracers  of  Levitation, 
sandals,  two  crescent  knives,  dart-thrower 
with  pouch  of  ten  darts,  tri-bow  with  five 
clips,  belt  pouch,  stoppered  gourd  flask  of 
vinesap,  50  gold  lumens  in  gold  pentacles 
and  assorted  currencies. 
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"Yes,  an  interesting  specimen  indeed.  I  suppose  I  c-can  study  it 
later,  after  I  prevent  it  from  choking  you  to  death." 

Botanomancy  is  not  a  skill  to  be  mastered,  it  is  a  path  of  life  to  be 
explored.  Your  teachers  encouraged  you  to  immerse  yourself  in  the 
reflections  of  the  Green  World  all  around  you.  You  spent  your 
childhood  gliding  among  the  viridia  trees  and  pondering  lotus 
blossoms.  Gliding  still  fills  you  with  joy,  yet  you  see  the  Great 
Change  as  a  gift  that  has  brought  your  race  closer  to  its  purpose. 
Once  you  flew  above  the  plant  world,  using  the  trees  for  rest  and 
shelter.  Now  you  dwell  on  the  ground  with  the  trees  and  plants,  and 
you  understand  more  fully  their  needs  and  desires.  It  is  to  that  end 
that  you  study  the  bark  runes  of  your  sages  and  the  texts  of  the 
great  V  iridian.  Y  our  studies  have  led  you  time  and  again  away  from 
your  home.  Your  companions  often  seem  concerned  that  you  spend 
so  many  hours  consulting  books  and  speaking  with  plants.  You 
enjoy  their  company:  scholarly  discussions  with  Sindarans, 
contemplation  of  the  natural  world  with  Gnomekin  and  Muses. 
You  are  happy  to  explain  your  latest  attempt  at  hybridization  or 
the  healing  drought  you  are  concocting.  Yet  you  need  that  quiet 
space  away  from  words  where  you  can  become  immersed  in  floral 
scents  and  dig  your  fingers  into  moist  soil.  Cultivation  of  the  self, 
your  teachers  named  it.  You  are  yet  the  young  sapling. 


Appearance: 

4'10"-5'2",  70-90  lbs.  Green  skin  and  plumage  with  metallic  sheen, 
slender  stature,  sharp  bird- 1  ike  features,  crested  coxcomb  of  feathers, 
vestigial  wings. 
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Skills: 

Botanomancy  +5 
A  Ichemy: 

(plant-based  only)  +4 
Agriculture  +5 
Herb  Lore  +5 
Brewer/V  intner 
(Vinesap)  +4 
Artificer  +3 
Low  Talislan,  native 


Special  Abilities: 

Gliding  up  to  fifty  yards,  wind  permitting. 


Equipment: 

Short  tunic,  loincloth,  and  cloak  of  plain 
viridian  linen,  sandals,  wooden  staff,  scroll 
case  for  writings,  pouches  (seeds,  reed  pen, 
inkwell,  five  vials  of  plant-based 
concoctions),  several  small  plant  samples, 
assorted  tomes,  stoppered  gourd  flask  of 
vinesap,  100  gold  lumens  in  gold  pentacles 
and  assorted  currencies. 


"How  dare  you  presume  to  be  my  equal,  mongrel  filth!  M  y  magical 
powers  and  intellect  far  exceed  your  own!" 

For  centuries,  your  kin,  the  Tanasians,  were  the  rightful  rulers  of 
Cymril,  bringing  the  ungrateful  populace  to  prominence  on  the 
continent.  Many  strict  laws  were  created,  bringing  much  needed 
order  to  the  city,  and  firmly  ensuring  that  each  individual  knew 
where  they  stood  in  life,  according  to  social  status  and  magical 
prowess.  M  agic  was  well  regulated,  and  a  national  unity  encouraged 
by  the  blanket  use  of  greens  and  yellows,  for  all  dress  and 
construction  work.  The  peasants  knew  who  their  betters  were,  and 
flourished  because  of  this.  All  was  right.  Then,  the  upstarts  decided 
they  wanted  more  than  they  were  entitled  to,  and  when  your  parents 
ignored  their  incessant  whining,  they  rebelled  and  elected  that 
liberal  fool  Azradamus  as  the  new  Wizard  King.  When  your  kin 
attempted  to  regain  power  by  coup,  they  were  scandalized  and 
made  into  exiles  -  hunted  like  common  vermin,  fleeing  for  safety 
across  the  continent.  You  were  but  a  child  during  those  tumultuous 
times,  but  your  parents  have  raised  you  to  acknowledge  your  natural 
superiority,  and  noble  lineage,  despite  living  in  foreign  lands.  Like 
them,  and  many  other  Tanasians,  you  plan  for  the  day  when  once 
again  Cymril's  only  true  nobility  will  restore  themselves  to  their 
rightful  place  of  privilege  and  authority. 


Appearance: 

6'-6'5",  120-160  lbs.  Pale  green  skin  and  hair,  golden  eyes, 
slender  build,  handsome  features. 
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Skills: 

M  agic  Order  <choice>: 
<6  M  odes  choice>  +3 

Arcane  Lore  +4 
Etiquette  +5 
Ride  +3 
Cultures+2 
High  Talislan,  native 
Low  Talislan,  basic 
Archaen,  fluent 
Local  Native  Language 
<if  applicable>,  fluent 


Special  Abilities: 

N  one. 


Equipment: 

High-collared  cloak  and  robes  of  green 
fustian,  dyed  green  leather  boots,  leather- 
bound  spell  book,  pouch,  lacquered  green 
black  iron  gauntlets;  200  gold  lumens  in 
local  currency. 
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"  Aa  the  Omni  potent  judges  you  ever,  and  you  will  suffer  in  the  next 
realm  for  your  transgressions.  Shall  I  send  you  to  Him?" 

The  Eye  of  A  a  watches  all,  and  there  are  times  when  this  burden  is 
great.  M  atters  are  simpler  when  you  reside  in  Aaman.  The  squared 
buildings  and  streets,  the  modest  attire  of  the  aspirants,  the  familiar 
axioms  of  conversation  -  all  are  comforting  to  your  soul.  When 
you  accompany  the  witch  hunters  in  Werewood,  you  have  few 
misgivings;  the  Dhuna  practice  evil  rites  indeed.  In  leading  the 
pilgrimages,  you  are  preoccupied  with  protecting  your  charges  as 
you  pass  through  the  backwater  haunts  of  primitive  infidels.  Yet 
you  must  also  travel  the  Seven  Roads  to  begin  these  journeys,  and 
at  other  times  you  are  bidden  to  find  converts  among  the  heretics. 
They  laugh  when  you  quote  from  the  sacred  texts,  and  taunt  you 
with  innuendoes  and  insults.  Y  ou  must  stray  in  your  sermons  from 
the  Omnival  and  partake  of  food  and  activities  you  would  prefer  to 
shun.  But  you  see  the  fear  in  their  eyes,  that  you  will  convert  them 
through  the  power  of  Aa,  that  the  H  ierophant  will  call  for  holy  war. 
You  await  that  Judgment  Day  when  you  are  tallied  your  thousandth 
aalm  of  mana  and  take  your  rightful  place  among  the  Monitors. 
That  will  be  your  reward  for  these  battles  of  flesh  and  piety.  If  death 
comes  before  that  time,  your  place  beside  the  Omnificent  will  be 
just  as  worthy. 


Appearance: 

5'6"-6',  100-180  lbs.  Cinnabar  skin,  sculpted  features,  deep  green 
eyes,  all  facial  and  bodily  hair  removed. 
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Skills: 

Invocation: 

<3  M  odes  of  choice>  +3 
M  ace  +3 

Heavy  Crossbow  +2 
Shield  +2 
Oratory  +3 

Doctrines  (Orthodoxy)  +5 
Mounted  Combat  +1 
Ride  +3 
Guide +3 

High  Talislan,  native 


Special  Abilities: 

N  one. 


Equipment: 

Black  iron  helm,  shield,  and  partial  plate 
armor  worn  over  coarse  woolen  garments, 
boots,  cloak  (all  dyed  or  lacquered  white), 
iron-bound  spell  book,  iron  holy  symbol 
of  A  a,  mace,  heavy  crossbow,  graymane 
steed  (fully  caparisoned),  200  gold  lumens 
in  offerings  and  salary. 
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"  In  the  name  of  A  a  the  Omnificent,  you  shall  submit  to  H  is  law  and 
His  word." 

You  obey  the  will  of  Aa  and  of  his  agent,  the  H ierophant,  and  they 
command  you  to  hunt  the  enemies  of  Orthodoxy.  When  you  were 
first  trained  by  the  Knights  of  Retribution,  you  sought  out  the 
impious  among  the  citizens  of  Aaman.  When  you  were  granted  the 
Staff  of  the  Eye  that  marks  your  station,  you  were  sent  to  Werewood; 
there  are  no  innocents  in  that  forest  of  witchcraft.  Now,  the  M  onitor 
to  whom  you  report  trusts  you  with  more  specific  targets,  and 
sometimes  you  must  travel  far  from  home.  Many  of  those  you 
capture  will  go  to  the  House  of  Penance  to  be  cleansed  by  the 
Inquisitors.  For  others,  there  is  no  hope  for  redemption,  and  you 
slay  them  without  malice.  The  Omnipotent  will  deliver  justice. 
The  rulers  of  the  infidel  nations  take  umbrage  with  your  labors. 
They  claim  that  their  authority  is  greater  than  that  of  Aa.  Yet  they 
dare  not  prevent  you  from  pursuing  your  prey,  fearing  that  the 
Hierophant  will  name  them  enemies  and  call  for  holy  war.  They 
may  join  your  List  of  Injunction,  their  names  beside  those  of 
apostates  and  diabol ists.  Such  offerings  to  Aa  would  earn  you  many 
aalms,  and  you  strive,  when  your  orders  allow,  to  provoke  them. 
Someday,  you  will  earn  mana  sufficient  for  your  whispers  to  reach 
the  ear  of  the  Hierophant  himself.  You  will  remember  the  conceit 
of  the  heretics  on  that  day. 


Appearance: 

5'6"-6',  100-180  lbs.  Cinnabar  skin,  sculpted  features,  deep  green 
eyes,  all  facial  and  bodily  hair  removed. 
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Skills: 

Invocation: 

<5  Modes  of  choice>+4 

Longsword  +1 
Staff  +2 
Oratory  +4 

Doctrines  (Orthodoxy) 
+4 

Tracking  +3 
Astrology  +2 
Stealth  +2 
Ride  +2 

High  Talislan,  native 
dialect 


Special  Abilities: 

N  one. 


Equipment: 

Wide-brimmed  hat,  cloak,  leather  armor 
worn  over  coarse  woolen  garments,  boots 
(all  dyed  white),  iron-bound  spell  book, 
iron  Staff  of  the  Eye,  longsword,  pack, 
bedroll,  manacles,  1,000  gold  lumens  in 
bounties  and  salary. 
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Some  say  you  wear  a  mask  to  disguise  your  identity,  as  if  true 
servants  of  the  Omnificent  must  fear  retribution  for  their  actions. 
No,  the  Hooded  Veil  serves  to  suppress  your  individuality  as  you 
practice  the  rituals  of  cleansing.  Your  voice  becomes  His  voice; 
your  hand  becomes  His  hand.  Within  the  Halls  of  Penance,  there 
are  only  infidels,  heretics,  and  Aa  Himself.  Away  from  those  Halls, 
you  lift  the  veil  from  your  face,  and  you  are  once  again  a  pious 
Aspirant:  faithful,  watchful,  anonymous.  Away  from  those  Halls, 
you  are  not  an  Inquisitor,  and  not  even  your  family  can  identify 
you  as  such.  For  in  those  times,  the  Omnipotent  does  not  fill  your 
soul. 


Appearance: 

5'6"-6',  100-180  lbs.  Cinnabar  skin,  sculpted  features,  deep  green 
eyes,  all  facial  and  bodily  hair  removed. 


Whip  +2 
Club  +1 

Doctrines  (Orthodoxy) 
+4 

Interrogate  +6 
Torture  +5 
Coerce  +4 
Espionage  +1 


Equipment: 

Cult  mask  and  headdress,  cloak,  robes, 
gloves,  boots  (all  dyed  white),  iron-bound 
spell  book,  iron  holy  symbol  of  Aa,  whip, 
club,  manacles,  pouch  with  instruments 
of  torture,  20  gold  lumens;  the  Order  of 
the  Knights  of  the  Hooded  Veil  clothes 
and  feeds  its  servants. 


TYK  UOTTRP  LAPP? 


Y  ou  know  all  that  occurs  within  your  district.  For  the  A  ll-S' 
Eye  of  A  a  the  Omniscient  has  many  physical  manifestations,  and 
you,  in  a  sense,  are  one  of  them.  It  is  a  worthy  challenge  to  observe 
and  record  all  the  aalms  that  your  charges  earn  over  their  lifetimes. 
It  is  also  necessary  to  watch  for  sinners  and  heretics,  and  to  report 
them  to  the  Inquisitors.  The  All-Seeing  Eye  icons  are  your  sacred 
tools;  they  are  everywhere  in  the  cites  of  Aaman,  and  in  other 
places  as  well.  You  have  many  Aspirants  to  aid  you  in  your  sacred 
work,  and  Aa  has  graced  you  with  a  small  portion  of  His  power.  Yet 
the  Hierophant  did  not  idly  select  you  as  M  onitor;  you  earned  this 
office  through  long  years  of  dedication  to  your  churchstate.  Your 
eyes  are  His  eyes,  and  you  will  not  fail  in  your  duties. 


Appearance: 

5'6"-6',  100-180  lbs.  Cinnabar  skin,  sculpted  features,  deep  green 
eyes,  all  facial  and  bodily  hair  removed. 


Skills: 

Invocation: 
<6  M  odes  of  choice> 
+12 

Weapon  <choice>  +10 
Weapon  <choice>  +9 
Doctrines  (Orthodoxy) 
+12 

Oratory  +10 
Espionage  +12 
Administrator  +10 
High  Talislan,  native 

Note:  M  onitors  have 
additional  skills 
according  to  the 
Monastic  Order  to 
which  they  originally 
belonged. 


Special  Abilities 

N  one. 


Equipment: 

Cloak,  robes,  gloves,  boots  (all  dyed  white), 
choice  of  two  weapons,  iron-bound  spell 
book,  iron  holy  symbol  of  A  a,  additional 
items  according  to  original  Monastic 
Order,  10,000  gold  lumens  of  government 
funds. 
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"Watch  what  you  say  to  me.  This  is  not  for  cleaning  my  nails," 

Other  people  annoy  you.  They  all  assume  you're  just  another 
cutthroat  because  you're  from  A  rim.  Y  es,  you  are  dangerous.  You 
flash  your  knives  when  you  need  to  make  a  point;  you  picked-up 
that  habit  up  from  your  father.  But  you're  better  than  that.  You're 
a  mercenary,  and  a  damn  good  one.  Y  ou  don't  run  from  a  fight,  and 
you  don't  betray  your  employer  -  as  long  as  he  pays  on  time, 
anyway.  They  all  worry  that  you're  a  Revenant  out  to  slit  their 
throats.  It  doesn't  get  you  any  respect,  but  they  do  pay  you  well, 
just  in  case.  You've  guarded  caravans,  manned  border  forts,  hunted 
criminals,  guided  travelers,  and  fought  in  border  skirmishes  with 
the  Ur.  It  doesn't  matter  to  you.  You  are  pleased  -  well,  as  pleased 
as  you  ever  get  -  because  you  don't  have  to  spend  your  whole  life 
in  A  rim,  with  the  endless  mountains,  the  feuding,  and  the  hedonism 
of  your  cowardly  ruler.  Not  that  you  don't  take  your  share  of 
pleasures.  Especially  chakos;  it's  bitter,  and  it  reminds  you  of  life. 
Some  day  you'll  return  home  for  good,  settle  down  for  a  peaceful 
life.  But  that  won't  happen  until  you've  become  rich;  you  don't 
want  for  much,  but  you'll  always  need  to  pay  off  the  accursed 
Revenants. 


Appearance: 

5'2"-6'2",  90-170  lbs.  Swarthy  complexion,  long  black  hair,  dark 
eyes. 
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Skills: 

Arimite  Knife-fighting  44 
Brawling  +3 
Weapon  <choice>  +2 
Guard  +4 

Mounted  Combat  +1 
Climbing  +2 
Scout  +2 
Stealth  +1 
Ride  +3 

Low  Talislan,  native 


Equipment: 

Fur  vest,  hide  boots,  sackcloth  breeches, 
armbands  and  earrings  of  black  iron,  four 
throwing  knives,  choice  of  two  weapons, 
pouch,  iron  flask  of  chakos,  25  gold 
lumens  in  silver  Exarchs. 


TYK  UOTTRP  LAPP? 


"  M  y  client  has  paid  me  fifty  gold  lumens  to  do  you  an  injury.  Offer 
me  a  hundred  to  buy  back  the  contract,  and  you  may  go  in  peace." 

Most  people  are  fools.  If  they  had  brains,  they'd  settle  their 
problems  on  their  own,  and  settle  them  for  good.  But  they're 
amateurs.  They  don't  want  to  get  their  hands  dirty,  so  they  hire 
someone  like  you.  It  usually  starts  as  just  a  little  thing:  maybe  they 
want  to  hire  a  Revenant  to  deliver  an  insult  to  someone  they  don't 
like,  or  to  rough-up  a  local  merchant  who  sold  them  inferior  goods. 
It  almost  never  ends  there.  Someone  usually  ends  up  dead,  and 
you're  the  one  who  must  do  the  killing.  It  is,  after  all,  your  job. 
Y  ou're  a  professional,  and  they  pay  you  well.  Y  es,  the  chief  assassins 
always  take  a  cut  of  your  fees.  They  assign  the  contracts,  and 
make  all  the  arrangements.  Your  job  is  to  fulfill  the  contract.  If  a 
disguise  is  needed,  you'll  play  the  part  of  mercenary,  trader,  traveler, 
or  priest  -  whatever  it  takes  to  get  the  job  done.  Whenever  you  go 
someplace  new,  you  leave  a  coded  message  in  a  public  place,  next 
to  the  clients'  notes.  You  meet  with  the  local  chiefs  so  they  don't 
end  up  crossing  each  other.  Whenever  you  visit  Shattra,  you  pay 
the  chiefs  their  tithe  and  make  your  reports.  It's  just  good  business. 
And  maybe,  if  you  do  your  job  well,  you'll  rise  up  through  the 
ranks  like  they  did.  That's  where  the  real  money  is  at,  being  a  chief 
assassin.  That's  the  life  you  want.  But  the  one  you  have  isn't  so 
bad,  either.  It  beats  working  in  the  iron  mines. 
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Appearance: 

5'2"-6'2",  90-170  lbs.  Swarthy  complexion,  long  black  hair,  dark 
eyes. 


Arimite  Knife-fighting  +3 
Weapon  <choice>  +2 
Weapon  <choice>  +1 
Assassinate  +5 
Stealth  +5 
Tracking  +2 
Locks  +3 

Alchemy  (Poisons)  +2 
Ride  +1 

Low  Talislan,  native 


Equipment: 

Cloak,  veil,  gloves,  and  garments  (all  dyed 
night-gray),  fur  vest,  hide  boots,  sackcloth 
breeches,  armbands  and  earrings  of  black 
iron,  four  throwing  knives,  choice  of  two 
weapons,  pouch,  iron  flask  of  chakos, 
three  vials  of  poison  (various  types,  100 
gold  lumens  in  mixed  coins  and  other 
valuables. 
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Pity  is  a  word  that  has  no  meaning  for  you  and  your  people.  It  is 
something  that  others  beg  for  when  you  test  them  with  your  arts 
of  pain.  They  are  weak,  less  than  the  lowliest  among  your  tribe. 
When  they  hear  the  ancient  songs  that  drive  you  towards  battle, 
they  cry  in  fear.  They  show  themselves  unworthy  of  honor  in  the 
next  world,  and  you  drive  them  there  to  receive  the  ministrations 
of  your  ancestors.  Someday  you  will  reclaim  from  them  the  lands 
that  they  stole  from  your  people.  If  you  show  yourselves  to  be 
worthy,  if  you  pass  the  rites  of  pain  and  terror,  this  will  come  to 
pass. 


Appearance: 

5'2"-6',  80-160  lbs.  Skin  and  hair  dyed  purple,  bestial  features,  wild 
gray  eyes. 
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Skills: 

War  Club  +2 
Dagger  +1 

M  ounted  Combat  +2 

M ountain  Climbing  +2 

Tracking  +2 

Stealth  +1 

Torture  +2 

Traps  +3 

Scout  +2 

Survival  +2 

Low  Talislan,  native 

Sign,  native 

For  Shamans,  add: 
Shamanism 

<4  M  odesof  choice>  +3 
M  usic  +3 
Healer  +3 


Special  Abilities: 

Warriors  entranced  by  the  flutes  and  drums 
of  their  shamans  will  continue  to  fight 
even  if  afflicted  with  normally 
incapacitating  wounds  (until  reaching  -10 
hit  points). 


Equipment: 

Fur  and  bone  headdress,  vest,  breeches, 
and  boots  of  yaksha  hide,  stone  war  club, 
bone  dagger,  pouch,  graymane  steed  (dyed 
purple);  for  shamans,  add  bone  flute,  three 
wooden  vials  (magical  pigments  and/or 
medicinal  mixtures),  20  gold  lumens  in 
ivory,  hide,  or  gold  dust. 


TYK  UOTTRD  LAD!?? 


You  know  well  the  power  of  the  elements,  and  of  tempests.  It  was 
a  storm  that  once  caused  a  great  windship  to  fall  from  the  sky  and 
brought  your  people  to  Castabulan  so  long  ago.  Now  your  people 
watch  the  skies,  charting  the  winds  and  clouds  as  they  course 
through  the  heavens.  You  read  the  signs  and  conjunctions,  and 
from  them  divine  the  secrets  of  the  elements.  You  predict  the 
storms  and  tides,  the  wind  currents  and  rains,  the  clouds  of  black 
lightning.  From  many  lands  sailors  of  the  seas  and  skies  come  to 
Castabulan  to  buy  your  sky-charts,  and  your  people  are  held  in 
high  regard.  You  are  pleased  to  know  that,  thanks  to  your  advice, 
others  may  be  spared  the  fate  that  once  befell  your  ancestors. 
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Appearance: 

7'-7'4",  130-200  lbs.  Deep  brown  skin  (from  exposure  to  the 
suns),  amber-colored  hair,  females  braid  their  hair  in  a  variety  of 
intricate  styles. 
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Skills: 

Elemental  Magic: 

(Aeromancy) 

<5  M  odes  of  choice>  +2 

Astromancy  +6 

Art  +2 

Agriculture  +2 
Animal  Handler  +2 
Artificer  +2 
Cook  +1 

Engineer  (Observatory) 
+1 

Swim  +3 

High  Talislan,  native 
dialect 


Special  Abilities: 

Detect  magic  by  sight  at  range  of  five 
feet;  requires  full  concentration,  roll  at 
PER  versus  level  of  magic. 


Equipment: 

Loose-fitting  robe,  sandals,  necklace  of 
sea  stones  (females),  scroll  case  (for  spell 
scrolls  and  meteorological  charts),  pouch 
(for  ink  and  writing  utensils,  no  wealth; 
the  Castabulanese  do  not  use  money. 


.■(.J 


,1 


I 


Strangers  are  the  bringers  of  death  and  ruination.  So  the  elders 
teach,  so  the  histories  state.  They  are  tainted  by  the  land  they 
inhabit,  ruled  over  by  illusions.  They  have  been  punished  for  the 
transgressions  of  their  ancestors,  and  only  the  Azir  have  been 
spared.  The  Disaster  was  theirs,  not  yours.  For  you  have  followed 
the  ancient  traditions  without  change.  Y  ou  speak  the  First  Tongue, 
you  wear  the  True  Faces.  You  live  in  friendship  with  the  creatures 
of  the  forests,  of  the  skies,  and  of  the  seas.  Like  them,  you  were 
spawned  from  the  pure  elemental  world,  and  you  have  guarded  your 
part  of  the  world  well.  Y  ou  are  not  tainted.  Y  ou  will  die  before  you 
accept  such  corruption. 


Appearance: 

5'4"-,6-2",  100-170  lbs.  Dark  skin,  hair,  and  eyes.  Robust  build. 
Wear  wooden  masks  reflecting  their  moods. 
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Skills: 

Doctrines  (Azir  religion) 
+3 

Dance  +2 

Artificer  (Wood)  +5 
Herb  Lore  +5 
Stealth  +3 
Swim  +3 

Elder  Tongue,  native 
dialect 


Special  Abilities 

N  one. 


Equipment: 

Loincloth,  anklets,  and  bracelets  of  woven 
plant  fibers,  elaborate  masks  of  carved 
wood  (representing  various  moods),  no 
wealth;  the  Azir  have  no  concept  of 
money. 


TYK  UOTTRD  LAPP? 


"Thief?  You  call  me  thief?  You  tarnish  my  reputation  as  a  thespian 
and  a  merchant." 

Fortuna  has  blessed  you  with  the  good  sense  to  enjoy  life.  Silvanus 
is  a  beautiful  home,  and  living  there  is  beyond  restful.  Fishing, 
hunting,  exploring  wooded  trails  -  all  are  treasured  pastimes.  The 
dangers  are  few  along  the  western  coast,  and  you  rarely  want  for 
anything.  Yet  even  the  good  life  can  grow  boring  after  a  time,  and 
so  you  roam  far  across  the  continent:  by  yourself,  with  your  friends, 
or  with  the  wagons  of  your  clan.  The  splendor  of  fortune  is  that  it 
changes,  and  you  know  that  you'll  have  your  share  of  good  and  ill 
luck  in  your  lifetime.  Y  ou  expect  to  live  a  long  and  full  life,  for  you 
intend  to  cheat  Death  often.  After  all,  life  is  a  game,  and  cheating, 
part  of  the  challenge.  A  pity  that  foreigners  seldom  see  it  that  way. 
When  it  comes  to  their  money,  few  appreciate  the  fickle  goddess 
of  luck.  They  welcome  your  performances  and  diversions,  and 
rarely  begrudge  the  few  coins  they  must  pay  for  your  services.  But 
should  you  misrepresent  a  trinket  or  two,  or  should  the  children  get 
caught  relieving  the  audience  members  of  their  purses,  they  fail  to 
see  the  merriment.  But  that  is  the  nature  of  Fortuna;  sometimes 
she  smiles  down  upon  you,  and  sometimes  she  doesn't.  And  when 
she  frowns,  that  is  when  you  know  it  is  best  to  once  again  be 
moving  on. 


Appearance: 

5'-6',  80-180  lbs.  Topaz  skin,  dark  eyes,  black  hair,  slender  build, 
neatly  trimmed  mustaches  and  beards  (males),  possible  facial  tattoos. 
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Skills: 

Witchcraft: 

<2  M  odes  of  choice>  +1 
Dagger  +2 

Weapon  <choice>  +2 
Legerdemain  +6 
Deception  +5 
Stealth  +3 
Herb  Lore  44 
Guide  (Silvanus)  +7 
Streetwise  +7 
Thieving  Skills: 
<2  of  choice>  +5 
Performing  Skills: 
<2  of  choice>  +5 
Ride  +2 

Low  Talislan,  native 
Sarisa,  native 


Special  Abilities 

None. 


Equipment: 

Colorful  garments,  including  cape,  beret, 
sash,  tight-fitting  hose,  high  boots  of  soft 
hide,  ear  bangles;  dagger,  one  weapon  of 
choice,  pouch  with  thieves'  tools, 
performing  equipment,  graymane  mount, 
40  gold  lumens  in  assorted  currencies. 
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"You  are  right  to  fear  my  powers,  if  your  heart  is  as  black  as  you 
accuse  mine  to  be." 


The  outsiders  accuse  you  of  dark  magics,  of  dealings  with  demons 
and  devils.  They  know  nothing  of  your  customs.  It  is  true  that  you 
summon  servants  of  the  forgotten  gods  to  appear  within  the  ancient 
witchgates,  but  the  Old  Ones  are  not  demons,  and  the  Black  Covens 
are  few  in  number.  Most  of  your  people  worship  more  benign 
entities  and  embrace  peaceful  tenets.  You  affirm  nature  with  the 
rituals  you  practice  in  secret  among  the  sacred  groves  and  rings  of 
ancient  runestones.  Your  craft  shields  you  and  your  loved  ones 
from  werebeasts,  banes,  and  hostile  intruders.  When  you  leave 
Werewood  to  learn  more  of  the  world,  it  protects  you  against 
those  who  would  slay  you  as  a  witch  and  an  infidel.  Often  times 
when  you  are  abroad  you  pose  as  a  Sarista,  joining  your  distant 
cousins  in  their  wanderings  and  reading  "fortunes"  for  the  credulous. 
The  Sarista  know  you;  they  understand  your  ways  better  than  most 
others.  It  is  true  that  Ardan  favors  you.  You  are  of  a  chosen 
people,  and  it  matters  not  what  the  outsiders  believe. 


Appearance: 

5'-5'10",  90-150  lbs.  Olive  skin,  black  hair,  expressive  features, 
romantic  or  melodramatic  appearance. 


Skills: 

Witchcraft: 

<5  M  odes  of  choi  ce>  +3 

Doctrines  +4 
Staff  +2 

Alchemy  (Elixers)  +5 
Healer  +5 
Herb  Lore  +5 
Seduce +4 
Artificer  +5 
Ride  +4 

Elder  Tongue,  native 
Low  Talislan,  fluent 


Special  Abilities:  STR  -1  (females),  +1 
(males);  CHA  +6  (females),  +1  (males); 
females  can  capture  a  man's  heart  with  a 
single  kiss;  victims  must  make  Willpower 
roll  to  resist,  with  the  Dhuna's  Witchcraft 
skill  level  as  a  negative  modifier;  harmful 
actions  by  the  Dhuna  allow  victims  further 
opportunities  to  resist. 


Equipment: 

Linen  robe  and  tunic,  sandals  or  boots 
(females);  shirt,  breeches,  knee-high  boots 
of  soft  leather  (males);  long  cloak,  pouch 
with  three  elixir  vials,  pouch  with  herbs, 
wooden  staff,  graymane  steed,  50  gold 
lumens  in  rare  herbs  and  precious  stones. 


TYK  UOTTRP  LAPP? 


Knowledge  is  not  to  be  seeded  like  flowers,  allowed  to  spread  li 
vines  of  rampant.  It  is  to  be  kept  and  guarded  well,  as  a  Kasmiran 
hoards  gold.  Gold  is  scarce,  and  therein  lies  its  value.  So  it  is  with 
secrets,  though  they  are  worth  much  more  than  gold  to  those  who 
keep  them  well.  Gossip  and  chatter  is  for  fools;  you  know  better.  In 
your  forest  nook,  communing  with  your  spirit  advisors,  you  gather 
secrets  of  all  sorts.  Visitors  may  find  you  irritable.  If  they  have 
rumors  and  enigmas  to  trade,  they  may  find  you  a  more  gracious 
hostess.  M  anners  are  a  small  price  to  pay  for  knowledge. 


Appearance: 

3'-4',  60-80  lbs.  Wrinkled,  dark  brown  skin,  deep-set,  glowing  eyes, 
wizened  features,  squat  physique,  always  female. 


Skills: 

Witchcraft: 

<6  M  odes  of  choice>  +8 

Cryptomancy: 

<4  M  odes  of  choice>  +6 

Staff  +6 

Arcane  Lore  +14 
Cryptography  +14 
History  +12 
Antiquarian  +12 
Healer  +10 
Herb  Lore  +10 
Linguistics  +8 
Low  Talislan,  native 
dialect 

Gnorl  secret  tongue, 
native 


Special  Abilities: 

Night  vision;  Rhabdomancy. 


Equipment:  Voluminous  robes,  veiled 
headdress,  colorful  scarves  and  sashes, 
assorted  rings,  bracelets,  and  necklaces, 
wooden  staff,  leather-bound  spell  book 
with  lock,  satchel  (for  assorted  medicinal 
mixtures,  vials  of  incense,  herbs,  quill  pens, 
vials  of  ink),  scroll  case  for  writings, 
collection  of  art,  trinkets,  and  antiques, 
80  gold  lumens  in  herbs  and  miscellaneous 
artifacts;  Gnorls  value  only  secrets, 
however,  and  amass  fortunes  by  this 
measure. 
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The  mushroom  makes  you  happy.  When  it  has  been  long  -  how 
long?  have  the  suns  risen  again?  -  your  stomach  burns,  your  head 
hurts.  Your  legs  know  it  is  time  to  go  and  search,  your  nose  leads 
the  way.  Then  you  find  the  mushroom.  Y  ou  eat  the  mushroom. 
Then  the  colors  return,  the  god  Y  rman  speaks  to  you  again.  Y  ou 
hear  his  words  when  you  take  the  singing  stone,  your  r'ruh,  and 
swing  it  above  your  head.  When  the  stone  bites  your  enemies,  will 
they  hear  its  words?  They  don't  eat  the  mushroom.  Maybe  the 
stone  just  hurts.  Like  your  head,  when  it  forgets,  when  it  has  been 
long.  Look  -  more  colors. 


Appearance: 

5'6"-6'2",  130-230  lbs.  Light  brown  skin,  bestial  features,  deep- 
set  eyes,  fangs,  shaggy  hair  worn  in  braids  and  dredlocks  daubed 
with  colored  pigments. 
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Skills: 

R'ruh  +4 
Brawling  +3 
Tracking  +3 
Survival  +2 
Climbing  +2 
Artificer  +1 
Weaponer  +1 
Art  +1 

Sign,  native  dialect 


Equipment: 

Loincloth,  arm-  and  leg-wrappings,  r'ruh 
(singing  axe),  pouch  for  skullcap,  no 
wealth. 


TYK  UOTTRP  LAPP? 
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"  I  don't  trust  the  scent  of  you.  Stay  in  front  of  me,  where  I  can  keep 
an  eye  on  you." 

You  have  every  reason  to  be  wary  of  outsiders.  They  reek  of  fear, 
they  avoid  your  gaze,  and  their  voices  quiver  to  your  ears.  Yet 
that's  how  you'd  expect  most  of  them  to  act  in  front  of  a  "wild 
beast"  such  as  yourself.  You  rely  upon  your  sixth  sense  and  your 
instincts  to  identify  those  who  pose  a  true  threat,  and  your  talisman 
protects  you  from  the  curses  of  foul  magic.  You  are  cautious, 
though  you  were  not  afraid  to  leave  the  Brown  Hills  you  hunted  in 
as  a  whelp.  At  first,  you  traded  in  the  hides  and  fangs  of  werebeasts 
and  yaksha.  Later,  you  found  mercenary  employment  as  a  scout 
and  guide.  Your  typical  trade  in  these  years  is  the  tracking  and 
capture  of  criminals.  M  ost  you'd  rather  bring  back  dead,  but  the 
victims  have  the  right  to  their  own  justice.  You  usually  work  alone, 
though  you'd  take  a  partner  if  you  found  one  you  could  trust  with 
your  life.  Y  ou've  tested  a  few,  and  you  haven't  minded  the  company. 
Still,  you  remain  wary  of  being  betrayed,  and  your  hand  is  never  far 
from  the  hilt  of  your  sword.  It's  not  all  that  much  different  than 
Yrmania,  really.  Not  as  cold,  though.  You  never  much  cared  for 
the  cold. 


Appearance: 

5'10"-6'2",  120-180  lbs.  Sleek  black  fur,  silvery-gray  mane,  blazing 
green  eyes,  lithe  muscularity,  features  a  cross  between  wolf  and 
panther. 
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Skills: 

Longsword  +2 
Short  Bow  +3 
Dagger  +2 
Brawling  +1 
M  ounted  Combat  +2 
Tracking  (by  scent)  +5 
Stealth  44 
Traps  +3 
Survival  +5 
Weaponer  +3 
Artificer  +3 
Ride  +3 
Sign,  native 

Low  Talislan,  native 
dialect 


Special  Abilities: 

Land  on  feet  after  falls  of  up  to  thirty 
feet;  natural  Stealth  ability  (+3);  night 
vision;  Sixth  Sense  +5;  without  their 
talismans,  Jaka  react  to  magic  with  INT  - 
4. 


Equipment: 

Loincloth,  vest,  leg  and  arm  bracers  (all 
of  boiled  leather),  talisman  worn  on  thong 
around  neck,  short  bow  with  quiver  of 
twenty  arrows,  longsword,  dagger,  rope, 
graymane  steed,  100  gold  lumens  in 
assorted  currencies. 
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Your  ancestors  ruled  the  northern  forests.  The  beasts  of  the  land 
and  air  were  your  followers  and  servants,  the  gift  of  J  akar,  the  first 
of  your  kind.  That  is  lore  of  an  age  now  lost.  Now  your  lands  are 
smaller,  your  people  driven  back  by  the  scions  of  the  old  Archaens. 
You  have  had  reason  to  be  wary  of  these  others,  even  before  they 
brought  the  Great  Disaster  upon  the  world.  They  think  of  you  as 
animals,  yet  they  are  the  ones  who  make  war,  who  use  dangerous 
magics,  who  use  their  own  kind  for  slaves.  In  the  Brown  Hills,  you 
are  still  a  free  people.  When  you  have  contact  with  outsiders,  it  is 
by  your  own  choice.  Mostly,  you  wish  only  to  be  left  alone. 


Appearance: 

5'10"-6'2",  120-180  lbs.  Sleek  black  fur,  silvery-gray  mane,  blazing 
green  eyes,  lithe  muscularity,  features  a  cross  between  wolf  and 
panther. 
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Skills: 

Longsword  +1 
Short  Bow  +3 
Dagger  +2 
Brawling  +1 
Mounted  Combat  +2 
Tracking  (by  scent)  +5 
Stealth  44 
Survival  +6 
Weaponer  +2 
Artificer  +3 
Ride  +3 
Sign,  native 

Low  T  al  i  si  an,  native 
dialect 

For  Beastmasters,  add: 
Beast  Lore  +8 

For  Traders,  add: 
M  erchant  +6 


Special  Abilities: 

Land  on  feet  after  falls  of  up  to  thirty 
feet;  natural  Stealth  (+3);  night  vision; 
Sixth  Sense  +5;  without  their  talismans, 
Jaka  react  to  magic  with  INT  -4. 


Equipment: 

Loincloth,  vest,  leg  and  arm  bracers  (all 
of  boiled  leather),  talisman  worn  on  thong 
around  neck,  short  bow  with  quiver  of 
twenty  arrows,  longsword,  dagger,  rope, 
graymane  steed;  for  Beastmasters,  add 
nighthawk  or  other  animal,  50  gold 
lumens  in  skins,  hides,  and  other  valuables. 


TYK  UOTTRP  LAPP? 
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"Allow  me  to  tell  you  of  the  mysteries  of  the  Ten  Thousand.  Perhaps 
over  a  bottle  of  wine,  if  you'll  be  kind  enough  to  pay." 

It  is  a  sad  fact  that  many  foreigners  believe  you  to  be  nothing  less 
than  a  fraud.  Fortunately,  in  Zandu,  you  are  regarded  as  a  seer.  You 
can  recite  questions  from  The  Book  of  M  ysteries  that  bring  wisdom 
to  any  dilemma.  You  lecture  the  devout  on  street  corners,  and 
enlighten  high  officials  in  the  Sultan's  palace.  You  make  your 
living  selling  magical  elixirs  and  icons  of  the  Ten  Thousand.  You 
never  want  for  a  warm  body  beside  you  at  night.  In  other  lands,  it 
is  more  difficult  for  you  to  earn  respect  and  lumens.  There,  few 
pay  heed  to  the  tenets  of  Paradoxy,  and  your  carvings  are  considered 
novelties  at  best.  Buyers  prefer  Sindaran  concoctions  to  your  own, 
and  you  are  forced  to  sell  yours  at  cut-rate  prices.  Y  our  people  are 
thought  of  as  hot-blooded  lechers,  indiscriminate  and  capricious. 
It  is  sad,  indeed,  yet  you  are  not  disheartened.  You  preach,  cajole, 
and  connive  in  order  to  sway  the  skeptics,  and  perhaps  also  to 
convince  yourself.  For  the  lessons  of  Paradoxy  are  universal,  and 
life  is  truly  a  series  of  questions  without  answers.  Foreigners  may 
believe  that  they  understand  their  existence.  You  mean  to  prove 
that  they  do  not. 


Appearance: 

5'6"-6',  100-180  lbs.  Copper  or  cinnabar  skin,  dark  hair,  dark 
green  eyes,  skin  enhanced  with  vividly  colored  pigments. 
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Skills: 

Wizardry: 

<4  M  odes  of  choice>  +3 

Doctrines  (Paradoxy) 
+2 

Alchemy  +3 
Weapon  <choice>  +3 
Deception  +5 
Legerdemain  +5 
Stealth  +3 
Oratory  +6 
Artificer  (Icons)  +4 
Streetwise  +5 
Forgery  +2 
Low  Talislan,  native 
High  Talislan,  fluent 


Special  Abilities: 

N  one. 


Equipment: 

Silken  brocade  cape,  velvet  blousey  shirt 
and  trousers,  curl-toed  boots,  hair  confined 
in  silver  bands,  leather-bound  spell  book, 
three  elixirs  of  choice,  pouch  with  various 
religious  icons,  choice  of  weapon,  50  gold 
lumens  in  Zandir  crescents. 
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"You  cannot  hope  to  match  me  with  sword  or  spell.  Surrender  now, 
and  the  only  harm  will  be  to  your  pride." 

You  are  a  duelist,  a  Certament,  and  an  artiste  who  paints  with  the 
sword.  If  insulted  you  will  defend  your  honor,  or  that  of  your 
friend,  your  family,  your  spouse,  or  your  lover.  If  hired  by  a  Zandir 
noble  to  fight  a  duel  to  the  death,  you  will  do  so,  but  only  if  you  are 
accorded  payment  commensurate  with  your  talents.  Certaments 
are  masters  of  display,  with  flashing  swords,  deft  movements,  and 
spells  of  sound  and  fury.  Often  you  duel  others  of  your  kind,  to 
make  a  point  or  perhaps  to  impress  a  prospective  lover.  You  rarely 
cause  each  other  permanent  harm  over  such  trivial  matters.  Dueling 
is  as  much  a  game  as  gambling  or  romance,  and  you  pursue  them  all 
with  equal  fervor.  Other  matters  are  of  more  serious  consequence. 
When  you  enlistfor  a  term  with  the  city  sentinels  or  elite  guardsmen, 
you  are  responsible  for  the  safety  of  others.  You  may  banter  and 
flirt,  but  you  are  always  attentive  to  the  assignment  at  hand.  When 
you  adventure  abroad,  you  do  so  with  panache,  but  you  have  no 
desire  to  become  a  flamboyant  corpse.  Y  our  antics  distract  your 
foes,  and  when  you  must,  you  are  cold  and  direct.  When  you  relate 
the  tale  later  in  a  tavern  over  wine,  you  can  always  embellish.  The 
telling  is  an  art  as  well. 


Appearance: 

5'6"-6'2",  100-200  lbs.  Copper  or  cinnabar  skin,  dark  hair,  dark 
green  eyes,  skin  enhanced  with  vividly  colored  pigments. 
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Skills: 

Wizardry: 

<3  M  odes  of  choice>  +2 
plus  Swordsmanship  +1; 
OR  Swordsmanship  +5 

Weapon  <choice>  +1 
Brawling  +1 
Acrobatics  44 
Oratory  +4 
Etiquette  +5 
Fashion  +4 
Ride  +4 

Low  Talislan,  native 
High  Talislan,  native 


Equipment: 

Fine  black  iron  chain  mail  over  fine  leather 
undergarments,  velveteen  cloak,  knee- 
high  boots,  hair  confined  in  silver  bands, 
dueling  sword,  choice  of  weapon,  leather- 
bound  spell  book,  graymane,  100  gold 
lumens  in  Zandir  crescents. 


TYK  UOTTRP  LAPP? 


Paradoxy:  ten  thousand  questions  and  no  answers.  Is  it  any  wonder 
that  other  folk  find  the  Zandir  so  foolish?  But  you  are  Zann;  you 
are  different.  Y  ou  have  answers.  They  say  you  are  stubborn,  or  just 
being  contrary.  When  the  city-dwellers  come  to  your  village  to 
hire  a  Zann  guide,  you  scoff.  You  look  at  their  fancy  clothes,  at 
hands  that  have  never  known  hard  work,  at  boots  unfit  for  woodland 
trails,  and  ask:  "Are  Zann  stubborn  because  we  know  how  to  read 
the  river  currents,  where  to  camp  at  night,  or  how  to  build  a  fire  in 
the  pouring  rain?  Are  Zann  contrary  because  we  knew  more  of 
woods  and  rivers  as  a  babe  than  you  will  ever  know?  If  so,  then  I  am 
Zann.  Better  that  than  you". 


Appearance: 

Copper  or  cinnabar  skin,  dark  hair,  dark 
green  eyes. 


©  ©  © 

CR        HP  MR 


Skills: 

Spear  44 

Weapon  <choice>  +2 
Brawling  +3 
Pilot  (Row  boat)  44 
Guide +7 
Tracking  +3 
Survival  45 
Swim  44 
Ride  +4 

Low  Talislan,  native 
High  Talislan,  native 


Equipment: 

Rough  linen  shirt,  tunic,  and  short 
breaches,  leather  boots,  spear,  choice  of 
weapon,  satchel,  row  boat  with,  25  gold 
lumens  in  Zandir  crescents. 
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"You  complain  of  this  weather,  this  wind?  The  winds  of  Harak 
would  strip  the  flesh  off  your  feeble  body  and  freeze  the  marrow  in 
your  bones." 

Around  the  night  fires,  your  clansmen  tell  tales  of  other  lands: 
formations  of  human-built  spires,  hollow,  vast  enough  for  all  the 
Harakin  to  dwell  within;  great  plains  where  humans  force  plants  to 
grow,  so  abundant  that  they  give  this  food  for  small  pieces  of  soft, 
useless  metal;  clans  upon  clans  killing  each  other,  not  for  sustenance 
but  for  unseen  creatures  from  whom  they  plea  for  strength.  As  if 
strength  was  not  something  that  came  from  oneself  and  one's  clan, 
from  weapons  of  iron,  from  the  very  fact  of  survival.  You  knew 
that  these  lands  existed;  you  had  seen  them  in  the  distance  from  the 
back  of  your  dractyl  as  you  killed  the  warriors  with  red  skin  and  iron 
clothing.  Now  you  feel  these  lands  beneath  your  feet,  and  your 
tongue  holds  no  words  to  identify  or  describe  what  you  find.  Y  ou 
can  take  what  food  you  require,  but  you  have  much  to  learn  in  order 
to  survive.  There  are  some  among  the  people  you  encounter  who 
understand  your  strength  and  value  it  for  their  own  obscure  purposes. 
Of  these,  you  will  form  a  new  clan,  and  they  will  teach  you  as  your 
mother  once  did,  and  together  you  will  survive.  You  have  no  doubt 
of  this  fact;  however  strange,  there  is  nothing  here  as  harsh  as  the 
land  of  your  youth. 


Appearance: 

6'-6'6",  140-220  lbs.  Gray  skin,  hard  features,  lean  and  rugged; 
black  pigments  painted  around  the  eyes. 


Skills: 

J  ang  +4 
Tarak  +4 
Krin  +3 
Khu  +3 
Brawling  +2 
Mounted  Combat  +2 
Ride  +4 
Survival  +6 
Tracking  +5 
Weaponer  +4 
Animal  Handler  +2 
Climbing  +4 
Sign,  native 
Low  Talislan,  native 


Equipment: 

Loincloth  (males);  rough  fur  or  leather 
tunic  (females);  cowl;  high  boots  and 
heavy  gloves  of  reptile  hide;  fur  cloak; 
jang  (iron  boomerang);  khu  (two-bladed 
knife);  tarak  (four-bladed  axe);  krin  (iron 
crossbow);  quiver  with  ten  black  iron  bolts; 
shoulder  pouch;  dractyl  steed  with 
saddlebags  and  harness;  no  wealth. 


"When  your  severed  head  watches  me  consume  your  flesh,  your 
spirit  will  become  my  guide.  It  is  a  better  existence  than  the  illusion 
you  now  live." 


Outsiders  fear  you  for  your  rituals,  for  the  magic  you  wield  and  the 
bodies  you  devour.  The  False  World  molds  them  to  know  this  fear 
so  that  they  will  hunt  you.  The  swords  and  cages  of  the  Kang  have 
sent  countless  Chana  to  await  their  next  incarnation.  But  the  Kang, 
and  the  Nagra  and  Manra  as  well,  have  received  your  own  gift  of 
freedom  from  ignorant  lives.  You  have  made  of  them  fetch  spirits, 
and  you  use  kesh  to  speak  with  them  of  how  your  people  should 
act.  They  can  never  be  trusted,  so  you  require  many  fetches.  When 
they  advise  you  to  travel  afar,  you  may  work  for  the  Farad  in  the 
brewing  of  drugs;  unlike  kesh,  their  drugs  serve  only  to  deaden  their 
minds  and  hasten  their  demise.  You  may  serve  as  an  assassin  for 
those  who  wish  to  create  terror  as  well  as  death.  Your  true  task, 
though,  is  to  follow  the  instructions  of  the  spirits  that  guide  you. 
Eventually,  their  directions  will  entail  your  death,  and  it  is  then 
that  you  will  be  freed.  This  shadow  will  enter  into  the  Real  World  of 
eternal  darkness  and  you  will  be  united  with  your  true  self.  Then, 
the  hunt  will  be  over,  the  pain  will  be  finished,  and  you  will  wait  for 
your  brethren  to  join  you. 
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Appearance: 

5'10"-6'4",  110-170  lbs.  Bilious  green  skin,  cadaverous  features, 
teeth  filed  to  points,  lacquered  topknot  braided  with  leather  thongs 
or  sinew,  ritual  scarring;  weakened  constitution  from  use  of  kesh. 
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Skills: 

Shamanism: 

<4  M  odesof  choice>  +3 

A  Ichemy: 

(Poison,  Narcotics)  +5 

Blowgun  +2 
Spear  +2 
Stealth  44 
Tracking  +2 
Animal  Handler  44 
Artificer  +4 
Chanan,  native 
Low  Talislan,  basic 


Special  Abilities 

N  one. 


Equipment: 

Loincloth;  stone-tipped  spear;  blowgun; 
pouch  of  10  venomwood  darts;  pouch  for 
herbs;  5  wooden  vials  of  kesh;  3  stone 
vials  of  poison;  ritual  drum;  shrunken 
head  fetishes  (worn  on  cords  around  neck); 
trained  wrist  viper;  40  gold  lumens  in 
narcotics,  herbs,  and  precious  stones. 
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This  world  is  a  test  of  your  soul  and  your  obedience.  There  are 
always  enemies  to  fight,  territories  to  capture  and  protect.  That  is 
the  way  of  life,  and  you  are  well  suited  to  it.  But  battle  and  land  are 
not  important  ends.  They  are  aspects  of  the  False  World,  without 
true  meaning.  The  spirits  of  the  next  world  wish  for  you  to  make 
war.  Your  witchdoctors  tell  this  to  you,  as  they  have  been  told  by 
the  spirits.  You  follow  their  instructions,  for  that  is  the  path  towards 
freedom  from  this  world.  If  you  have  obeyed  well,  your  death  will 
end  the  eternal  cycle.  You  will  welcome  this  death,  when  the 
witchdoctors  say  it  is  your  time. 


Appearance: 

5'10"-6'4",  110-170  lbs.  Bilious  green  skin,  cadaverous  features, 
teeth  filed  to  points,  lacquered  topknot  braided  with  leather  thongs 
or  sinew,  ritual  scarring. 
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Skills: 

Blowgun  +3 
Spear  +3 

Throwing  Stick  +3 
Dagger  +2 
Stealth  44 
Tracking  +4 
Survival  +5 
Weaponer  +1 
Chanan,  native 


Special  Abilities: 

N  one. 


Equipment: 

Loincloth;  stone-tipped  spear;  blowgun; 
pouch  of  10  poison  darts;  3  throwing 
sticks;  bone  dagger;  shoulder  pouch; 
trained  wrist  viper;  25  gold  lumens  in 
narcotics,  herbs,  and  precious  stones. 


TYK  WrTTRD  LAPP? 


"You  find  it  confusing  and  alarming  that  I  alter  my  form,  but  that 
is  only  because  you  cannot  see  the  world  through  my  eyes.  I  have 
seen  it  through  yours,  and  so  I  understand." 

Yesterday,  you  swam  the  murky  waters  of  the  River  Chana,  hunting 
for  mudrays.  Spotting  a  sizable  specimen,  you  dove  deep  beneath 
the  surface  and  caught  it  within  your  jaws.  The  day  before,  you 
leapt  as  a  chig  to  grasp  an  avir  in  your  pincers.  Y  ou  spent  the  three 
months  prior  as  an  elderly  willowood  tree,  drinking  water  through 
your  roots  and  light  through  your  leaves.  Such  has  been  your  life 
since  your  thirteenth  year,  when  you  were  taught  the  secret  of 
changing  your  form.  Four  months  of  chewing  the  leaves  of  jabutu, 
depriving  your  stomach  and  senses,  and  joining  in  the  rituals  with 
the  other  M  anra  have  opened  your  mind  to  new  thoughts  and  your 
body  to  new  shapes.  Y  our  people  have  spent  their  existence  studying 
the  beauty  of  nature  through  the  senses  of  many  entities.  You  live 
fluidly,  changing  your  culture  as  readily  as  your  forms.  Only  the 
dangers  of  the  jungle  are  constant,  and  the  malice  of  the  Chana  and 
Kang.  So  you  may  leave  the  jungle  to  travel  the  continent  towards 
new  experiences.  Y  ou  embrace  this  change,  for  it  will  allow  you  to 
grow  and  provides  purpose  to  your  days. 


Appearance: 

5'10"-6'4",  110-170  lbs.  Gray-green  skin,  gray-brown  topknot, 
slender  build. 
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Skills: 

Shapechange  +3 
<3  forms  of  choice> 

Club  +3 
Whipsash  +5 
Stealth  44 
Herb  Lore  +5 
Healer  4-5 
Artificer  +2 
Linguistics: 

of  Shapechange  forms> 
+3 

Chanan,  native  dialect 


Special  Abilities: 

Shapechange. 


Equipment: 

Abbreviated  garments  of  woven  plant 
fibers;  necklaces  (of  dried  flowers,  woven 
vines,  beads,  and  feathers);  whipsash 
(three-stranded  bolas)  worn  around  waist; 
stone  club;  pouch  for  herbs;  40  gold  lumens 
in  herbs  and  precious  stones  and  metals. 


DflQRfl  yPIRIT  TRfTO^R 


"  If  you  could  see  what  I  must  see,  you  would  know  the  true  meaning 
of  fear." 

Your  people  have  thousands  of  names  for  the  spirits  that  swirl 
about  you  like  a  swarm  of  insects.  The  Blind  do  not  understand 
these  words,  and  to  them  you  speak  of  moving  lights  and  fluid 
shapes,  if  you  mention  what  you  sense  at  all.  They  cannot  understand 
the  danger  and  malice  of  these  spirits,  hungering  for  your  soul, 
warded  only  by  the  spirit  jar  you  wear  around  you  neck.  They  are 
blessed,  these  ignorant  fools  who  laugh  at  you.  You  tolerate  their 
company  and  you  welcome  their  gold,  the  only  reward  for  your 
cursed  eyes.  But  you  have  no  patience  for  their  prattle.  You  listen 
only  to  those  with  wisdom,  like  the  tribal  elders  who  taught  you  as 
a  child  to  make  order  of  the  confusion  that  exists  around  you. 
Grown  now,  you  have  little  use  for  your  family  and  tribe.  You  rarely 
return  to  the  J  ade  M  ountains,  and  the  futile  battles  with  the  Chana 
and  Kang  that  have  destroyed  your  ancient  culture.  You  support 
yourself  as  a  tracker  for  hire,  following  the  trail  of  your  quarry's 
spirit.  You  have  walked  far  across  the  continent,  never  trusting  a 
steed  whose  soul  was  not  like  your  own.  The  swarming  spirits  are 
everywhere,  and  you  cannot  escape  them.  Y  ou  desire  only  to  suffer 
your  fate  without  succumbing  to  terror,  without  screaming  silently, 
your  throat  too  raw  to  carry  sound. 


Appearance: 

5'2"-6',  80-160  lbs.  Mottled  gray-green  skin,  black  fangs,  peaked 
skull,  tiny  ebony  eyes. 
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Skills: 

Spirit  Tracking  +5 

Blowgun  +2 
Spear  +2 
Dagger  +1 
Brawling  +1 
Stealth  44 
Traps  +3 
Climbing  +3 
Scout  +3 
Herb  Lore  +3 
Sign,  native 
Chanan,  native 
Low  Talislan,  basic 


Special  Abilities: 

Can  run  up  to  thirty  miles  per  day  with 
ease;  Spirit  Tracking. 


Equipment: 

Loincloth  (males);  tunic  (females);  cape 
(all  of  the  furry  hides  of  winged  apes); 
ankle  and  wrist  bands  of  woven  fibers; 
exomorph  or  tarkus-fang  earrings;  spirit 
jar;  blowgun,  pouch  of  twenty  venomwood 
darts;  spear;  bone;  50  gold  lumens  in 
assorted  currencies  and  precious  stones. 


TYK  WrTTRD  LAD!?? 


warn  tfwiwr 


"Come,  my  pet.  I  may  let  you  feed  on  the  slave's  steed  when  we 
have  found  him." 

Asa  scrug  you  were  smaller  than  the  rest.  Hunger  taught  you  to  be 
quick,  else  you  would  have  been  consumed  by  others  of  your  brood. 
As  a  youth,  the  right  to  a  sword  was  stripped  from  you  when  you 
proved  too  weak  to  wield  it  in  the  practice  duels.  Your  commander 
gave  you  a  backhanded  slap,  too  ashamed  of  you  to  use  his  fist.  Y  ou 
were  sent  to  the  tarkus  pens  with  others  of  your  size  to  learn  the 
handling  of  that  beast.  You  have  never  been  allowed  to  forget  your 
place.  There  are  no  dragons  nor  clan  markings  on  your  dagger's 
pommel,  and  your  queue  is  only  as  long  as  your  hand  is  wide.  Upon 
your  forearm  is  the  kanjiko  scar  of  your  tracker  unit.  It  marks  you 
as  subservient  to  others  of  the  Crimson  Horde,  and  only  foreigners 
bow  their  heads  to  you.  Y  ou  have  served  as  scout  and  border  guard, 
scurrying  back  to  base  to  report  to  your  commander.  You  prefer 
the  role  of  tracker,  hunting  for  criminals,  dissidents,  and  escaped 
slaves.  Away  from  other  Kang,  with  only  your  tarkus  as  companion, 
you  can  forget  your  dishonor.  When  you  are  sent  outside  the  Empire, 
you  can  vent  your  anger  on  the  outlanders  who  try  to  keep  you 
from  your  prey.  There  is  little  honor  in  fighting  slaves,  but  some 
foreigners  may  earn  you  khir. 


Appearance: 

6'-6'8",  120-220  lbs.  Fiery  red,  leathery  skin,  white  pupil-less  eyes, 
brutal  features,  long  black  hair  pulled  back  into  queue,  kanjiko 
forearm  scar. 
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Skills: 

Kanquan  +3 
Dagger  +4 
Light  Crossbow  +4 
M  ounted  Combat  +3 
Animal  Handler  +6 
Tracking  +3 
Stealth  +1 
Tactics  44 
Survival  44 
Ride  44 
Quan,  native 
Low  Talislan,  basic 


Equipment: 

Strider  hide  armor  (treat  as  leather)  over 
quilted  Mandalan  silkcloth  tunic; 
gauntlets;  high  boots;  cloak;  two  daggers; 
light  crossbow;  quiver  with  12  quarrels; 
pouch;  tarkus  tracking  beast  with  black 
iron  chain  and  muzzle;  feedbag;  strider 
steed;  75  gold  lumens. 


KflDQ  CUflRRIOR-PRI^yT 


"Every  strike  is  an  offering  to  the  Red  God." 

When  you  were  still  a  mindless  scrug  lapping  in  the  blood  of  your 
sire,  the  priests  saw  the  Red  God's  mark  upon  you.  They  took  you 
from  the  spawning  pool  of  your  kindred  and  raised  you  in  the 
vaulted  blackness  of  Zoriah's  temple.  It  was  there  that  you  learned 
the  Nine  Ways  and  crafted  your  body  into  a  weapon.  The  priests 
were  as  cruel  to  you  as  the  smith  to  molten  iron,  but  they  were  your 
siblings,  never  your  masters.  A  Warrior-Priest  has  no  master  or 
clan  and  bows  to  no  one,  not  even  to  the  Red  God.  Zoriah  cares 
nothing  for  praise  and  supplication  but  values  one  thing  only:  glory 
in  combat.  To  this  you  dedicated  your  body  and  your  soul.  In  your 
seventh  year,  you  reached  maturity  and  received  your  birthright  as 
a  Kang  and  as  a  Priest:  a  set  of  twin  dragon-pommel  daggers,  the 
clan  markings  burned  away.  After  twelve  years  at  the  temple,  the 
priests  flung  open  the  doors  and  set  you  on  the  road.  You  were 
given  the  kanjiko  tattoo  that  distinguishes  a  Zorian  disciple  as  an 
outward  symbol  of  the  Red  God's  M  ark.  On  that  day  you  began  the 
Paths  of  Blood.  You  walk  the  Paths  still.  All  battles  are  Zoriah's 
holy  places,  and  you  long  to  worship  at  them. 


Appearance: 

6'-6'8",  120-220  lbs.  Fiery  red,  leathery  skin,  white  pupil-less  eyes, 
brutal  features,  long  black  hair  pulled  back  into  queue,  kanjiko 
facial  scars. 
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Skills: 

Kanquan  +4 
Dagger  +4 
Falchion  +3 
Mounted  Combat  +3 
Doctrines  (Zoriah)  +5 
Tactics  44 
Survival  +3 
Ride  +4 
Quan,  native 
Low  Talislan,  basic 


Special  Abilities: 

N  one. 


Equipment: 

Red  iron  battle  armor  over  quilted 
Mandalan  silkcloth  tunic;  red  iron 
gauntlets  and  helm;  spiked  silver  rings 
around  queue;  falchion  sword;  twin 
dragon-pommel  daggers;  strider  steed;  200 
gold  lumens. 


TYK  Za?TKW  LAD!?? 


It  is  a  proud  time  to  be  Kang.  No  longer  do  your  people  bow  their 
heads  to  the  indolent,  bloated  Quan,  swallowing  your  khir  for  the 
sake  of  gold.  Y  ou  have  taken  what  rightfully  belongs  to  the  Crimson 
Horde,  to  your  Warlord,  and  to  the  Red  God,  Zoriah.  Now,  the 
slaves  of  the  Empire  know  their  true  masters.  Now,  the  cities  are  fit 
for  warriors.  Now,  you  will  seize  the  lands  long  denied  you,  and  you 
will  rid  this  world  of  the  Saurans,  the  Harakin,  the  Chana.  You  will 
live  as  you  should:  charging  towards  victory  on  the  back  of  your 
strider,  falchion  held  high,  shouting  the  name  of  your  clan.  The 
other  nations  will  tremble  at  the  sound.  You  are  the  Kang,  and  you 
are  strong. 


Appearance: 

6'-6'8",  120-220  lbs.  Fiery  red,  leathery  skin,  white  pupil-less  eyes, 
brutal  features,  long  black  hair  pulled  back  into  queue,  kanjiko 
scars. 
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Skills: 

Kanquan  +4 
Falchion  +4 
Dagger  +3 

Weapon  <choice>  +3 
M  ounted  Combat  +4 
Tactics  +6 
Survival  44 
Ride  +5 
Quan,  native 


Special  Abilities: 

N  one. 


Equipment: 

Black  iron  battle  armor  over  quilted 
Mandalan  silkcloth  tunic;  black  iron 
gauntlets  and  helm;  iron  and  silver  queue 
rings;  iron  collar  and  armbands;  falchion 
sword;  twin  dragon-pommel  daggers; 
choice  of  weapon;  strider  steed;  100  gold 
lumens. 


381 


QUAD  PflRlflH 


You  have  thought  of  ending  your  life.  Y  our  father  did  so,  asking  the 
servants  to  kill  him  until  he  found  one  who  was  willing  to  comply. 
It  took  six  stabs  for  the  Vajra  to  find  the  heart  amidst  the  folds  of 
flesh.  Y  ou  do  not  wish  to  die  in  such  pain.  Y  ou  struggle  on  within 
the  decay  of  Tian.  The  bodies  have  long  since  been  removed,  but 
the  city  still  reeks  of  death.  The  only  visitors  are  the  Kang,  come 
to  watch  you  live  as  beasts.  The  Golden  City  is  now  a  vast  cage.  At 
rare  moments,  you  are  driven  to  plan  elaborate  plots  to  reclaim 
what  once  was  yours.  All  of  your  people  are  stricken  with  such 
bouts  of  mania.  M  ostly,  however,  you  feel  only  despair. 


Appearance: 

5'-6',  120-220  lbs.  Sallow  skin,  physique  lean  from  hunger. 


TYK  WrTTRD  LAD!?? 


"It's  not  personal.  It's  business." 

On  the  top  floor  of  the  highest  tower  in  Ispasia,  a  group  of  individuals 
who  regard  themselves  as  the  true  rulers  of  the  Kang  Empire  meet 
daily  to  decide  the  fate  of  a  world.  Around  a  table  of  costly  blue  jade 
and  fine  whitewood,  they  look  out  upon  a  city  of  elegance  and 
grace  and  over  the  dark  waters  of  the  Gulf  of  Quan  and  the  Sea  of 
Madness.  Ispasia  thrives,  more  than  any  other  city  in  the  Empire, 
but  it  does  so  quietly.  Your  people  suffered  the  Quan,  despite  their 
pomposity.  They  cultivated  decadence,  and  you  profited  by  catering 
to  their  excesses.  Now  you  suffer  the  Kang,  despite  their  contempt. 
They  cultivate  war,  and  you  will  profit  from  their  excesses  as  well. 
And  when  the  Kang's  aggression  has  brought  destruction  down 
upon  them,  you  will  simply  find  a  new  path  of  prosperity.  For  you 
understand  that  commerce  is  the  true  realm  of  power.  It  provides 
for  all  the  needs  and  desires  of  life,  and  it  brings  the  only  ally  whose 
loyalty  can  never  be  questioned:  profit.  Among  Ispasians,  kinship 
and  friendship  are  matters  of  business.  Y  ou  do  not  let  feelings  cloud 
your  judgement.  Y  ou  endure  no  conflicting  obligations,  judging 
opportunities  only  on  their  risks  and  rewards.  You  have  learned  to 
calculate  probabil  ity  with  a  clear  precision.  Y  ou  were  bred  to  succeed, 
and  know  enough  to  avoid  the  pitfalls  of  excess  and  ostentation. 
You  plan  your  fortunes  towards  a  chair  around  that  table  of  white 
and  amber,  and  you  will  do  what  must  be  done  to  achieve  your  goal. 


Appearance: 

5'10"-6'4",  100-180  lbs.  Lemon-yellow  skin,  slender  physique, 
expressionless  features. 
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Skills: 

Merchant  +9 
Litigator  +6 
Diplomacy  +8 
Linguistics  44 
Appraiser  +6 
Antiquarian  44 
Cultures  +3 
Bribe  4-6 
Interrogate  +4 
Quan,  native 
High  Talislan,  native 


Special  Abilities 

None. 


Equipment: 

Numerous  fine  yet  understated  silkcloth 
robes;  jewelry  (costly  but  tasteful,  like  all 
your  possessions);  ledgers;  collection  of 
antiques;  a  well-kept  manor  house  and 
estate  in  Ispasia;  various  slaves  (typically 
accompanied  abroad  by  a  Monad  servitor, 
a  Mandalan  scribe,  and  several 
bodyguards);  15,000  gold  lumens  in 
various  currencies,  investments,  and 
property.  
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"They  may  enslave  and  oppress  us;  they  may  put  us  in  shackles, 
and  silence  us  so  none  can  hear  our  words.  But  in  our  minds  and 
hearts  we  will  always  remain  free." 

Y  ou  follow  the  path  of  the  M  ystic  Warrior,  a  legend  unacknowledged 
by  your  people  to  outsiders.  Once  you  were  simply  a  slave  of  the 
Kang,  humbly  searching  to  find  contentment  in  your  life.  One 
fateful  day,  as  you  witnessed  yet  another  in  a  long  chain  of  cruelties, 
a  portal  opened  in  your  mind.  You  maintained  your  old  identity  but 
secretly  trained  yourself  in  skills  of  stealth  and  sabotage.  Family 
and  friends  honored  your  calling  and  crafted  for  you  the  amysram 
that  you  wear  to  disguise  your  identity.  A  Iways  you  refrain  from  the 
ways  of  war  and  violence,  relying  upon  mysticism  and  Mandaquan 
to  avoid  direct  conflict.  You  are  as  the  wind,  quietly  carrying  words 
of  resistance  to  others  who  also  hope  one  day  to  regain  their 
freedom.  Like  your  ancestors,  you  are  patient;  as  the  wind  and 
water  wear  away  even  the  hardest  stone,  you  know  that  time  is 
your  ally.  So  it  has  always  been,  and  so  it  will  always  be.  The  other 
enslaved  peoples  of  the  Empire  have  heard  the  legend  of  the  M  ystic 
Warrior.  They  may  not  believe  it  in  their  minds,  but  they  can  can 
feel  it  in  their  hearts.  And  someday,  they  will  awaken  and  see  that 
the  legend  is  true. 


Appearance: 

Golden  skin,  almond-shaped  eyes,  placid  features,  slender  build, 
shaven  head;  females  wear  a  topknot  of  long,  black  hair. 
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Skills: 

M  ysticism: 

<5  M  odes  of  choice>+4 

M andaquan  +7 

Short  Staff  (parrying) 

+4 

Stealth  +5 

Acrobatics  +3 

Traps  +3 

Locks  +5 

Sabotage  +7 

Meditation  +4 

Artificer  +5 

Trade  Skill  <choice>  +5 

Quan,  native 

High  Talislan,  fluent 


Special  Abilities: 

N  one. 


Equipment: 

Silkcloth  robe;  sandals;  amysram  (Mystic 
Warrior  costume  of  loose  pants,  blouse, 
boots,  jupon,  gauntlets,  headdress  of  black 
silkcloth,  reinforced  with  mesh  of  blue 
iron);  blue  iron  parrying  bracers;  short 
staff;  pouch  to  conceal  folded  costume; 
length  of  silk  cord  worn  around  waist; 
pouch  with  thieves'  tools;  no  wealth  if 
enslaved;  escaped  Mandalans  may  have 
fled  with  up  to  40  gold  lumens. 


TYK  WrTTRD  LAD!?? 
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Your  path  in  life  is  attuned  to  the  forces  of  nature.  Your  calling  is 
one  of  wisdom  and  temperance,  knowledge  and  beauty,  patience 
and  subtlety.  The  Kang  do  not  recognize  the  subtle,  nor  any  of 
these  civilized  virtues.  They  denigrate  your  scholars,  your  artists, 
even  your  farmers.  They  do  not  perceive  the  lessons  of  your 
people's  long  history.  They  believe  you  are  chained.  But  one  cannot 
chain  a  peoples'  spirit,  or  their  hearts.  Although  your  people  now 
bend  to  the  will  of  the  Kang,  it  is  as  the  branches  of  the  willowood 
bend  beneath  the  weight  of  the  snow.  One  day,  spring  will  return, 
and  you  will  again  reach  for  the  sun. 


Wffi 


Appearance: 

Golden  skin,  almond-shaped  eyes,  placid  features,  slender  build, 
shaven  head;  females  wear  a  topknot  of  long,  black  hair. 
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Skills: 

M  ysticism: 

<4  M  odes  of  choice>  +3 

M  andaquan  +3 
Meditation  +5 
Agriculture  +5 
Herb  Lore  +5 
History  +5 
Art  or  M  usic  44 
Scholar  or  Trade  Skills: 
<3  of  choice>  +5 
Quan,  native 
High  Talislan,  fluent 


Special  Abilities: 

N  one. 


Equipment: 

Silkcloth  robe;  sandals;  shoulder  pouch; 
assorted  tomes;  tools;  and  instruments; 
no  wealth  if  enslaved;  escaped  Mandalans 
may  have  fled  with  40  gold  lumens. 


yCJDRfl  flQ<JflIDflD<^R 


"I  understand  that  you  may  be  wary  of  traveling  so  far  from  the 
sight  of  land.  Yet  you  have  nothing  about  which  to  worry,  as  you 
are  in  my  learned  hands." 

For  three  days  during  the  Septenarial  Concordance,  I  sal  is  is  entirely 
under  water.  The  high  tides  submerge  the  Coral  City  regularly 
throughout  the  year,  driving  the  Kang  toward  their  shoreline 
settlements  for  precious  hours.  Yet  these  three  days  in  Zar  are  a 
time  of  celebration  and  contemplation  for  your  people,  a  symbolic 
reminder  of  your  hope  for  freedom  and  of  the  reality  of  occupation. 
Among  the  Sunra,  the  A quamancers  are  accorded  grave  respect.  To 
your  people  you  are  seers,  as  well  as  healers  and  navigators.  In  the 
eyes  of  the  Kang,  you  are  potential  leaders  of  rebellion,  and  they 
subject  you  to  small  humiliations.  In  the  lands  of  foreigners,  you 
are  curiosities  and  refugees,  objects  of  pity  as  much  as  potent 
scholars  and  mages.  They  find  you  somber  and  withdrawn,  pained 
by  your  separation  from  your  people  and  from  your  home.  You 
value  the  soothing  eddies  of  the  Inland  Sea,  the  M  other  of  Life;  the 
delicate  songs  of  the  Moonfish,  your  ancestors'  spirits;  the  pastel 
coral  buildings  and  twisting  canals  where  you  swam  as  an  eft.  Above 
all  else,  you  wish  to  stand  upon  the  prow  of  a  dragon  barque, 
directing  it  towards  the  open  sea.  Until  then,  you  will  ever  be  a 
slave. 


Appearance: 

5-10'-6'4",  120-180  lbs.  Skin  covered  with  fine  silvery  scales,  deep 
blue  eyes. 
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Skills: 

Elemental  Magic: 

(Aquamancy) 

<6  M  odesof  choice>+4 

Pilot  (D ragon  barque) 
+5 

Cartography  +4 
Astromancy  +4 
Doctrines  +4 
Healer  44 
Agriculture  +1 
Artisan  +2 
Artificer  +2 
Song  +3 
Swim  +9 
Quan,  native 
High  Talislan,  fluent 


Special  Abilities: 

Semi-aquatic;  can  breath  underwater  for 
up  to  twenty-four  hours;  can  survive  out 
of  water  for  indefinite  periods  without 
discomfort;  SPD  +4  underwater. 


Equipment: 

Robes  and  headband  of  Mandalan 
silkcloth;  sandals;  boots  of  rainbow  kra 
hide;  astrolabe;  spell  book;  kra  scrimshaw 
case  for  sea  charts  and  scrolls;  quill  pens; 
crystal  vial  of  sepia  ink;  pouch;  no  wealth 
if  enslaved;  escaped  A  quamancers  may 
have  fled  with  50  gold  lumens  in  precious 
stones. 
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Your  dreams  are  of  the  ocean.  Aboard  a  dragon  barque,  free  of 
soldiers  and  swords,  headed  towards  the  rising  suns.  For  now,  it  is 
just  a  fantasy.  The  Kang  are  easily  provoked,  and  they  would  not 
hesitate  to  damn  the  River  Shan,  choking  your  Mother  Sea.  You 
owe  to  Her  your  lives  and  your  culture,  and  you  will  not  abandon 
Her  to  a  slow  and  cruel  death.  Some  small  freedoms  are  left  to  you. 
At  home  within  the  walls  of  I  sal  is,  you  live  by  the  laws  and  manners 
of  your  ancestors.  On  board  your  ship,  the  Kang  show  their  ignorance 
and  defer  to  you.  Y  et  this  empire  degrades  you  by  its  very  existence. 
Someday,  it  will  crumble  into  the  waters.  Y  ou  wait  for  that  tide  to 
rise. 


Appearance: 

5-10'-6'4",  120-180  lbs.  Skin  covered  with  fine  silvery  scales,  deep 
blue  eyes. 
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Skills: 

Spear  +2 
Dagger  +2 

Pilot  (D ragon  barque) 
+5 

Cartography  +4 
Astromancy  +1 
Healer  +1 
Agriculture  +2 
Artisan  +2 
Artificer  +2 
Song  +3 
Swim  +9 
Quan,  native 


■ 

1 


Special  Abilities: 

Semi-aquatic;  can  breath  underwater  for 
up  to  twenty-four  hours;  can  survive  out 
of  water  for  indefinite  periods  without 
discomfort;  SPD  +4  underwater. 


Equipment: 

Robes,  tunic,  and  headband  of  Mandalan 
silkcloth;  sandals;  boots  of  rainbow  kra 
hide;  astrolabe;  spear;  dagger;  kra 
scrimshaw  case  for  sea  charts  and  scrolls; 
quill  pens;  crystal  vial  of  sepia  ink;  no 
wealth,  if  enslaved;  escaped  Sunra  may 
have  fled  with  40  gold  lumens. 


"Our  labor  is  the  hand  of  Terra.  M  ay  it  break  the  chains  that  bind 
our  children." 

Y  ou  awoke  from  forty  years  of  hibernation  to  a  life  of  slavery.  The 
caretaker  hummed  to  you,  too  low  for  the  Kang  guards  to  hear,  and 
held  you  gently  to  ease  your  shaking.  In  the  language  that  her  voice 
had  taught  to  your  sleeping  mind,  you  thanked  her  for  her  love  and 
her  labor.  Then  you  asked  her  what  all  Vajra  ask:  "What  will  become 
of  us?"  She  answered  as  she  always  had:  "As  Terra  wills."  And  as 
they  had  always  done,  the  Kang  knocked  her  to  the  ground  for 
invoking  the  forbidden  name  of  your  Goddess.  She  rose  to  her  feet, 
slowly,  the  Dark  Fire  controlled  within,  and  brought  you  forth 
through  the  caverns  of  Karang  to  be  introduced  to  your  people. 
Wherever  you  have  toiled  in  the  years  since,  your  thoughts  have 
returned  to  the  burrows  where  the  Kang  hold  your  future  hostage. 
The  precious  minerals  you  have  mined  for  them,  the  roads  and 
cities  you  have  designed  and  constructed  for  them,  the  wars  you 
have  helped  to  fight  for  them  -  all  were  completed  with  efficient 
skill  and  without  complaint,  for  they  were  necessary  to  keep  your 
children  alive.  One  day,  through  your  efforts,  by  Terra's  will,  you 
will  return  to  the  Vajran  Hills.  There,  emergent  Vajra  and  caretakers 
will  share  that  same  conversation,  but  they  will  do  so  standing 
strong  and  standing  free. 


Appearance: 

4'8"-5'4",  140-200  lbs.  Bodies  covered  with  overlapping  orange- 
brown  plates,  squat,  barrel-like  torso,  heavy  limbs. 
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Skills: 

Iron  Spear  +3 
Engineer  +8 
Geography  +7 
Artificer  +6 
Artisan  +6 
M iner  +8 
Quan,  native 


Special  Abilities: 

Plated  skin  equals  three  points  of  armor; 
burrow  in  ground  (one  foot  per  round); 
nearsighted,  but  keen  hearing  at  PER  44. 


Equipment: 

Loincloth;  wide  belt  for  tools;  cloak  (for 
ceremonial  occasions);  iron  spear; 
shoulder  pack;  no  wealth,  if  enslaved; 
escaped  Vajra  may  have  fled  with  40  gold 
lumens  in  precious  stones  and  metals. 
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"  Leave  quickly,  before  the  beast  within  drives  me  to  tear  away  your 
limbs." 

You  have  fought  your  entire  life  against  two  enemies:  the  Kang, 
and  the  beast  within.  Skin  the  hue  of  blood,  eyes  as  white  as  stars, 
wrapped  in  iron,  the  Kang  hunt  you  with  their  chained,  baying 
beasts.  That  foe  can  be  taken  unaware,  torn  by  rasp  and  claw,  stung 
by  your  blade  stars.  That  foe  can  be  taught  to  respect  and  fear  the 
M  ondre  Khan.  That  foe  can  be  defeated.  The  beast  that  lives 
within  your  soul,  inhuman,  unleashed  by  instinct,  ignorant  of 
strategy  and  sacrifice  -  it  consumes  your  waking  thoughts  and  tosses 
you  in  violent  dreams.  That  foe  drives  you  to  betray  your  band,  to 
pause  in  battle  to  feed  upon  the  slain.  That  foe  is  the  howl  upon 
your  lips  when  your  purpose  urges  stealth.  That  foe  taunts  your 
M  ansoul  for  its  high  thoughts,  its  poetry,  its  compassion,  its  courage. 
That  foe  has  driven  you  at  times  from  your  band  in  shame,  fighting 
to  reclaim  your  control  and  self-respect.  That  foe  grows  in  your 
heart  an  anger  against  those  who  do  not  need  to  battle  it.  That  foe 
is  eternal.  You  will  never  know  peace. 
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Appearance: 

6'-6'6",  160-250+  lbs.  M  ane  of  coarse  black  hair,  long  fringe  of  fur 
running  down  back  of  legs  and  arms,  bestial  features,  claws,  squat 
and  powerfully  built,  leathery  brown  skin. 


Skills: 

Rasp  +4 
Blade  Star  +4 
Brawling  +3 
Assassinate  +4 
Climbing  +2 
Scout  +5 
Stealth  44 
Sabotage  4-4 
Survival  44 
Weaponer  42 
Oratory  +2 
Chanan,  native 
Sign,  native 
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Special  Abilities: 

Claws  can  inflict  DR  2  +  STR  and  can  be 
used  to  climb  at  43  ability. 


Equipment: 

Leather  and  plate  armor;  hide  loincloth; 
rasp  (saw-toothed  blade);  six  blade  stars; 
caltrops;  pouch;  rope  and  small  grapnel; 
tinderbox;  20  gold  lumens  in  precious 
stones,  gold  dust,  ivory,  or  captured  items. 
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The  Goddess  Satha  forges  you,  as  you  forge  your  weapons  in  the 
mounds  of  fire.  Y  ou  must  be  as  hard  as  the  red  iron,  for  the  K  ang  are 
of  this  metal  as  well.  Once,  you  marched  far  into  their  lands  to  the 
east,  driven  back  only  by  an  early  winter.  Now,  they  harass  your 
people,  driving  you  into  the  lands  of  the  Araq,  the  beasts  who  hunt 
your  dragon  steeds.  But  Satha's  fire  is  within  your  heart,  and  it 
warms  your  blood  and  banishes  the  cold.  The  priestesses  give  you 
icons  to  help  stoke  the  fires  within.  They  read  the  omens  and  guide 
you  with  the  wisdom  of  Satha.  You  will  not  be  broken. 


Appearance: 

6'6"-7',  350-450  lbs.  Scaly  rust-brown  hide,  reptilian  features,  clawed 
hands  and  feet,  powerful  jaws  lined  with  rows  of  sharp  teeth,  heavy 
tail. 


Skills: 

War  Whip  44 
War  Axe  44 
Dagger  4-3 
Brawling  44 
M  ounted  Combat  +4 
Survival  +5 
Animal  Handler  44 
Ride  +6 
Sauran,  native 
plus  one  of: 
Weaponer  44 
Armorer  44 
Artificer  44 
Artisan  44 


Special  Abilities: 

Hide  provides  one  point  of  armor; 
immunity  to  poison;  can  use  tail  as 
weapon  (DR  6  4  STR);  rendered  sluggish 
by  cold  (-2  to  Action  Table  rolls); 
unaffected  by  heat  (half  damage  from 
fire);  ten  percent  chance  of  having 
chameleon-like  ability  to  change  coloring 
at  will  (roll  during  character  creation). 


Equipment: 

Abbreviated  garments  of  furs  and  hides, 
red  iron  bracers  and  dragon  icon,  Sauran 
war  axe,  Sauran  war  whip,  dagger,  pouch, 
50  gold  lumens  in  uncut  firegems. 
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"Come  the  rising  suns,  you'll  remember  nothing  of  this  night.  Only 
the  pleasurable  ache  of  your  body  and  the  lightness  of  your  purse 
will  evidence  that  I  ever  visited  your  room." 

This  is  your  third  life,  and  you  mean  to  make  the  most  of  it.  The 
first  life  was  your  childhood  on  Batre,  among  the  brutish  males  of 
your  race  and  the  slime-coated  Imrian  occupiers.  You  remember 
fondly  the  elder  women  and  their  teachings  in  the  arts  of  magic  and 
subtle  influence.  All  else  of  that  time  is  violence  and  sadness.  The 
second  life  was  your  time  as  a  slave  and  concubine.  Y  our  master  had 
the  cold  heart  of  a  Sauran,  and  you  still  bear  the  scars  of  his  discipline 
upon  your  back.  You  listened  and  watched,  studied  the  nature  of 
power  in  this  world  of  cities,  and  waited  with  patience  and  caution 
to  seize  your  freedom.  This  third  life  is  dangerous  still;  Batreans  are 
valuable  slaves,  and  you  must  often  disguise  your  heritage.  Yet 
opportunities  abound;  even  without  resorting  to  your  pheromones, 
men  are  easy  to  manipulate,  and  you  have  steeled  yourself  against 
their  touch.  Sometimes,  you  merely  take  their  wealth  and  cloud 
their  memories.  More  often,  you  gather  allies,  knowledge,  favors, 
and  influence.  To  find  scintilla,  one  must  search  the  nests  of  raknids, 
and  the  contacts  you  acquire  are  often  quite  distasteful.  Yet  you 
intend  to  secure  the  power  you  need  to  place  yourself  beyond  your 
past.  Your  children  will  never  know  your  sufferings. 
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Skills: 

Natural  M  agic: 
<4  M  odesof  choice>  +3 
Weapon  <choice>  +2 
Alchemy  (Elixirs)  +1 
Dance  +7 
Seduce +6 
Lip-reading  +5 
Deception  +2 
Stealth  +3 
Forgery  +2 
Cultures  +3 
Chanan,  native 
Low  Talislan,  native 
High  Talislan,  fluent 


Special  Abilities: 

Beguile  by  scent;  males  (other  than 
Batrean  and  Imrian)  must  make 
Willpower  roll  to  resist  any  suggestion 
made  by  the  Batrean  female. 


Appearance: 

4'6"-5'6",  80-110  lbs.  Ivory-skinned,  hair  dyed  sapphire  blue  or  emerald  green  (naturally  a  pale 
green);  often  disguised  as  a  member  of  another  race. 

Note:  Batrean  females  can  bear  children  by  males  of  certain  other  humanoid  races,  although 
they  are  quite  skilled  at  preventing  unwanted  pregnancies.  Such  offspring  will  only  rarely 
possess  the  mother's  ability  to  beguile  by  scent;  on  the  positive  side,  they  will  never  resemble 
Batrean  males,  instead  acquiring  a  mixture  of  both  parents'  physical  characteristics. 


Equipment: 

Simple  garments  for  travel;  translucent 
linen  robe;  pouch  (for  herbs,  dyes,  etc);  1 
concealed  weapon  of  choice;  fan;  3  vials 
of  elixirs;  40  gold  lumens  in  assorted  coins 
and  valuables  (often  stolen). 
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The  thornwood  hurts  you.  Sometimes  you  are  angry,  and  you  try  to 
break  the  thornwood.  The  scaled  ones  don't  like  that.  They  punish 
you  if  you  do  not  do  as  they  say.  Y  ou  have  not  hunted  in  a  long 
time.  Many  moons.  Many  years,  you  think.  You  don't  remember 
well.  In  the  thornwood,  every  day  is  the  same.  There  is  nothing 
worth  remembering.  They  give  you  bad  food.  Some  days,  it  makes 
you  sick.  They  don't  let  you  play  with  the  bone  dice  anymore. 
They  have  taken  the  bone  dice  away.  When  they  do  let  you  out  of 
the  thornwood,  they  want  you  to  mate  with  the  females.  They 
prod  you  with  spears,  until  you  mate.  You  would  like  to  kill  the 
scaled  ones.  But  they  are  too  many,  and  you  are  too  few. 


Appearance: 

7'-8',  250-350+  lbs.  Dingy  yellow  skin,  matted  green  hair,  sloping 
shoulders,  muscular  physique. 


Skills: 

Club  +2 
Dagger  +1 
Torture  +2 
Traps  +2 
Survival  44 
Gambling  +2 
Chanan,  native 


Special  Abilities: 

Immune  to  Batrean  female's  ability  to 
beguile  by  scent. 


Equipment: 

Loincloth;  giant  wooden  club;  stone 
dagger;  pouch;  no  wealth. 
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Arial  lifted  you  upon  Her  wings  and  settled  you  gently  upon  this 
island  of  Fahn.  She  taught  you  to  worship  Her  through  your  voice 
and  your  movements,  in  imitation  of  Her  avir  children.  For  your 
faith  and  your  worship,  She  grants  you  protection  against  those 
who  would  harm  you  and  take  you  to  less  peaceful  lands.  When  the 
slavers  come  your  people  join  as  one  to  weave  the  ancient  spell- 
songs  and  summon  the  Goddess.  Then  the  gentle  winds  grow  fierce, 
and  the  seas  churn  in  anger.  Sometimes  the  slavers  escape,  and 
sometimes  they  take  a  few  of  your  people.  But  they  have  come  to 
fear  the  wrath  of  Arial,  and  they  do  not  come  to  Fahn  often.  And 
so  you  and  your  people  raise  your  voices,  to  sing  the  ancient  spell- 
song  of  thanks  to  the  Goddess. 


Appearance: 

5'4"-6',  80-140  lbs.  Pale  white  skin,  slightly  built,  mane  of  colorful 
plumes  along  the  head  and  neck. 
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Skills: 

Natural  M  agic: 

<5  M  odes  of  choice>  +3 

Song  +5 

Dance  +7 

Artificer  +6 

Swim  +3 

Chanan,  fluent 

Sign,  native 


Special  Abilities 

Spell-Weaving. 


Equipment: 

Costume  of  colorful  feathers;  combs  made 
of  sea  dragon  scales;  necklaces  of  seeds 
and  shells;  feather  fan;  wind  chimes;  no 
wealth  -  the  Sawila  use  necklaces  of  shells 
as  currency  or  for  barter. 


"Surrender  and  you  will  die  a  swift  death.  If  you  don't,  we 
torture  you  first." 
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Your  first  memories  are  of  violent  storms  on  the  Far  Seas.  Y  our 
mother  says  you  were  born  on  a  carrack.  The  man  who  claims  he's 
your  father  wasn't  there.  He  has  since  lost  two  fingers  and  many 
lumens  to  you  in  ska-wae.  Y  ou  were  allowed  to  shave  your  head  on 
your  twelfth  birthday,  and  earned  your  sea  dragon  tattoo  on  your 
sixteenth,  after  commanding  your  first  vessel.  Y  ou  lost  count  of 
your  kills  after  fifty,  but  some  stand  out  in  your  mind:  the  Na-Ku 
witchdoctor  you  dismembered  over  five  hours,  the  Kang  you  blinded 
and  forced  to  swim  until  he  drowned.  They  were  sworn  enemies, 
and  they  deserved  no  less.  Y  ou  spend  months  at  a  time  on  the 
mainland  now,  studying  your  prey  -  the  trading  companies  -  and 
negotiating  "alliances"  with  some.  For  a  large  enough  tribute,  you'll 
attack  the  ships  of  their  rivals.  For  an  additional  amount,  you'll 
promise  not  to  raid  their  own  ships.  The  mainland  poses  unfamiliar 
threats,  and  these  you  welcome  with  open  arms  and  drawn  scimitar. 
But  though  there  is  plunder  to  be  had,  nothing  will  keep  you  long 
from  the  sea.  Y  ou  will  die  where  you  were  born,  on  the  rolling  decks 
of  a  carrack.  And  you  will  take  many  to  the  waters  with  you  on  that 
distant  day. 


Skills: 

Cutlass +2 
Dagger  +3 
Brawling  44 
Pilot  (Carrack)  +7 
Appraiser  (Treasure)  +2 
Gambling  +5 
Torture  +6 
Deception  +4 
Swim  +5 

Sea  Nomad,  native 

Sign,  native 

Low  Talislan,  fluent 
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Appearance: 

5'8"-6'4",  130-230+  lbs.  Dark  brown  skin,  narrow  eyes;  shaved 
head;  long  mustache  (males);  long  scalp-lock,  confined  by  metal 
ring  (females);  sea  dragon  tattoos  on  chest,  back,  or  arms. 
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Special  Abilities: 

None. 


Equipment: 

High  boots;  loose  pantaloons;  blouse 
(females  only);  brass  armbands;  earrings; 
two  curved  daggers;  belt-sash;  cutlass;  hide 
pouch  for  ska-wae  dice;  corsairs  based  in 
the  M  angar  Isles  have  access  to  a  carrack; 
50  gold  lumens  in  assorted  coins  and 
valuables.  
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There  is  never  enough  food.  The  King  is  always  hungry,  and  you 
must  spend  your  days  searching  for  his  meals.  There  are  many 
beasts  on  your  island  and  in  the  waters,  and  you  hunt  these  creatures 
in  your  canoes.  When  the  beasts  are  scarce,  you  must  row  across 
the  waters  to  find  other  prey.  Sometimes,  you  find  humanoids.  You 
hope  to  find  many  of  them.  If  the  K  ing  is  satisfied  for  a  short  time, 
there  may  be  scraps  to  fill  your  own  stomach.  The  witchdoctors 
tell  you  what  the  King  wants.  Sometimes,  he  wants  you  to  dance 
and  scream  in  his  honor.  Sometimes,  he  wants  you  to  mate.  You 
enjoy  those  times.  Someday,  he  may  wish  to  feed  on  you.  That  is 
the  day  you  fear. 


Appearance: 

5-5' 6",  90-130  lbs.  Oily,  indigo-blue  skin,  yellow  eyes,  skull-like 
visage,  serpentine  tail,  hunched  torso. 


©  ©  0 

cT       HV  MR 


Skills: 

Spear  +2 
Short  Bow  +3 
Dagger  +2 
Survival  +4 
Pilot  (Canoe)  +3 
Tracking  +2 
Chanan,  native 

Note:  Na-Ku 
Witchdoctors  possess 
no  actual  spell  casting 
abilities. 


Special  Abilities: 

Prehensile  tail  (grasp  with  normal  STR 
and  CON,  but  incapable  of  fine 
manipulation). 


Equipment: 

Loincloth  of  animal  hide;  necklace  of 
humanoid  teeth  and  bones;  short  bow; 
quiver  with  twelve  venomwood  arrows; 
bone  spear;  bone  dagger;  dugout  canoe; 
no  wealth  -  Na-Ku  value  only  food  to 
feed  their  King. 
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"U  ntil  you've  sailed  the  open  seas  in  pursuit  of  a  sea  dragon,  you 
have  not  known  freedom." 

You  are  of  the  true  Sun-Ra,  those  who  live  free  to  hunt  in  the 
manner  of  your  ancestors.  Y  our  dragon  barques  sail  the  Far  Seas  and 
beyond,  searching  for  signs  of  your  ancient  rival  and  prey.  In  your 
youth  you  learned  to  navigate  by  astrolabe  and  chart,  to  climb  the 
riggings,  to  section  and  preserve  the  meat  of  your  catch,  to  harvest 
kelp  and  mollusks,  to  battle  with  spear  and  dagger  -  all  the  essential 
skills  of  life.  You  were  twenty-six,  barely  mature,  when  you  were 
first  allowed  to  wield  the  harpoon  to  grant  your  foe  an  honorable 
death.  The  sea  dragons  sustain  your  people,  providing  you  with 
meat,  oil,  ivory,  and  scales,  your  most  vital  resources.  They  grant 
to  you  a  worthy  life,  yet  you  have  always  known  sadness.  Your 
siblings  are  slaves  in  the  land  of  your  ancestors  and  your  Mother 
sea  is  barred  with  earthen  dams.  Under  the  ocean  at  each  new 
moon,  you  sing  of  your  sorrow,  and  with  each  full  moon,  you  sing 
of  freedom  to  come.  Sur-San  led  your  people  to  freedom  through 
his  prowess  as  warrior,  hunter,  navigator,  and  scholar.  Through  his 
teachings,  the  harpoon  of  the  Sun-Ra-San  will  someday  find  the 
heart  of  the  Kang.  They  are  not  dragons,  but  their  death  will  still  be 
glorious. 


Appearance: 

6'-6'4",  150-220  lbs.  Skin  covered  with  fine  silvery  scales,  deep 
blue  eyes. 
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Skills: 

Harpoon  +4 
Spear  44 
Dagger  +3 
Survival  +6 

Pilot  (Dragon  barque) 
+5 

Cartography  +4 
Artificer  +1 
Artisan  +2 
Song  +3 
Swim  +9 

Sun-Ra-San  (ancestral 
tongue),  native 
Sign,  fluent 


Special  Abilities: 

Semi-aquatic;  can  breath  underwater  for 
up  to  twenty-four  hours;  can  survive  out 
of  water  for  indefinite  periods  without 
discomfort;  SPD  +4  underwater. 


Equipment: 

Armor  of  sea  dragon  scales;  boots  of 
rainbow  kra  hide;  bone  spear;  bone  dagger; 
dragon  hunter's  harpoon;  astrolabe;  kra 
scrimshaw  case  for  sea  charts;  quill  pens; 
crystal  vial  of  sepia  ink;  dragon  hunters 
based  in  the  Scimitar  Isles  have  access  to 
a  dragon  barque;  40  gold  lumens  in  pearls, 
scavenged  treasure,  and  mixed  coins. 
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You  grew  from  a  seedling  with  the  knowledge  that  all  plants  possess. 
You  know  to  reach  towards  the  suns,  for  their  light  nourishes  you. 
Y  ou  know  to  drink  from  the  earth,  where  the  water  is  rich  with  life. 
You  know  to  exchange  pollen,  so  that  your  buds  will  grow  to  be 
healthy.  There  is  much  to  learn  during  your  life,  however,  and 
many  cousins  to  teach  you.  The  trees  hold  great  stores  of  wisdom, 
running  through  their  veins  like  sap.  You  have  much  to  teach  as 
well,  and  you  tend  to  your  family.  The  d'oko,  more  than  any 
others,  are  your  true  companions,  and  you  cannot  imagine  an 
existence  apart  from  them.  Y  ou  will  never  have  to,  as  long  as  your 
family  can  keep  the  slavers  away. 


Appearance: 

3'-3'6",  40-50  lbs.  Mossy  green  skin  and  hair,  bright  yellow  eyes. 
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Skills: 

Influence  Plants  +6 
Traps  +5 
Stealth  +5 
Herb  Lore  +5 
Artificer  +1 
Language  of  Plants, 
native 
Sign,  basic 


Special  Abilities: 

Speak  with  plants;  Influence  Plants. 


Equipment: 

D'oko  (living  source  of  food  and  shelter); 
loincloth  and  vest  of  soft;  woven  mosses; 
no  wealth. 


TYK  KXfTTKRD  RID) 


IDOORQ-OJflD  OJflRRIOR 


The  M  ud-God  M  oorg  speaks  to  the  shamans.  The  shamans  say 
that  M  oorg  desires  the  blue  stones,  so  you  dig  in  the  mud  and  slime 
to  find  these  things.  They  say  that  Moorg  hates  the  Ahazu.  So  you 
fight  the  four-armed  devils  for  M  oorg,  and  take  their  lands  whenever 
you  can.  The  shamans  say  the  Mud-God  wants  more  Moorg-Wan 
to  worship  Him.  So  you  fight  the  others  for  the  right  to  mate.  The 
shamans  say  do  not  break  the  taboos,  or  you  will  anger  Moorg  and 
he  will  punish  you.  Y  ou  listen  to  the  shamans  when  they  teach  you 
these  things.  You  do  not  want  M  oorg  to  punish  you.  If  you  obey 
the  shamans,  Moorg  will  be  happy.  So  you  obey. 


Appearance: 

6'-6'4",  300-460+  lbs.  Large  folds  of  brown  skin,  four  legs,  heavy 
tail,  toad-like  features,  webbed  and  clawed  hands  and  feet. 
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Skills: 

Bwan  44 

Dagger  +3 

Brawling  +5 

Engineer  (M  ud  mining) 

+5 

Dredging  +6 
Weaponer  +4 
Moorg-Wan,  native 
Sign,  fluent 


Note:  M oorg-Wan 
shamans  possess  no 
actual  magical  abilities. 


Special  Abilities: 

Amphibious;  SPD  +2  in  mud  or  water; 
can  strike  with  claws  and  tail  for  eight 
points  damage  each;  can  use  tail 
simultaneously  versus  opponents 
attacking  from  behind;  skin  provides  one 
point  of  armor;  +5  to  resist  being  tripped, 
knocked  off  balance,  forced  back,  etc. 


Equipment: 

Bwan  (thornwood  club);  thorn  dagger; 
sack  with  cord;  50  gold  lumens  in 
sapphires,  amber,  and  other  precious 
stones.  


"Your  language  I  do  not  understand,  but  your  drawn  sword  tells 
me  all  I  need  to  know." 

Your  God  is  displeased  with  you.  He  sent  the  slavers  with  their 
woven  vines  and  clouds  of  sleep  to  take  you  from  the  jungles.  Your 
honor  was  lost  in  their  capture-  nets,  and  now  only  your  master 
may  restore  it,  if  the  God  so  wills.  Y  our  master  tells  you  to  fight,  to 
guard  him  and  home  against  his  enemies.  Sometimes,  you  fight 
with  many  others  watching,  and  they  cheer  for  the  blood  you  spill 
with  the  three  blades  of  your  gwanga.  You  miss  the  crimson  leaves 
of  the  parasol  tree  which  hid  you  from  the  sight  of  foes.  Y  et  your 
enemies  have  only  two  arms,  and  few  can  match  your  strength  and 
prowess.  Y  ou  wish  to  fight  the  bronzed  women,  the  warriors  with 
pictures  on  their  hides,  and  the  armored  red-skins  of  the  east;  only 
by  defeating  worthy  enemies  will  you  redeem  yourself  in  the  sight 
of  the  God.  You  know  he  watches  you,  for  at  times  he  tests  you 
with  shan'ya,  and  through  your  limbs  his  rage  brings  death  to  all 
who  are  near.  One  day,  he  will  be  pleased  with  you  once  more,  and 
he  will  incite  your  master  to  strike  you.  Then  you  will  shatter  the 
master's  skull  with  the  smooth  stone  of  your  matsu,  and  you  will  be 
free  to  find  battles  of  your  own. 


Appearance: 

6'8"-7'6",  160-260  lbs.  Bright  yellow  skin  with  fiery  red  striations, 
four  arms,  lean  build,  sloping  forehead,  forked  tongue,  thin  nostrils, 
dark-green,  pupil-less  eyes. 
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Skills: 

M  atsu  44 
Gwanga  +4 
Shield  +2 
Brawling  +2 
Guard  +3 
Stealth  +2 
Survival  +3 
Tactics  44 
Artificer  4-1 
Weaponer  43 
Ahazu,  native 
Sign,  native 
Low  Talislan,  basic 


Special  Abilities: 

Can  make  one  additional  attack  or  parry 
each  round,  without  penalty  -  this  does 
not  apply  to  dodging,  movement,  or  non- 
combat  activities;  skin  striations  provide 
43  bonus  to  stealth  attempts  in  their 
native  territories;  shan-ya  battle  madness. 


Equipment: 

Loincloth;  chest  wrapping  (females);  arm 
and  I  eg  thongs  ( al  I  of  repti  I  e  hi  de) ;  shoul  der 
pouch;  two  gwanga  (throwing  blades); 
matsu  (war  club);  black  iron  shield;  no 
wealth. 
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There  is  the  hunt,  and  there  is  war.  This  is  what  it  means  to  be 
Ahazu.  If  you  cannot  hunt,  you  will  starve.  If  the  prey  is  gone  -  if 
you  have  killed  it  all  or  it  has  escaped  you  -  then  your  tribe  must 
move  on.  If  you  do  not  make  war  upon  your  enemies  -  the  M  oorg- 
Wan,  the  Imrians  -  then  your  God  will  not  hear  your  battle  cries, 
and  you  will  be  captured  and  taken  from  your  jungles.  If  the  Hunter- 
Chief  or  the  War-Chief  can  no  longer  lead,  then  they  will  step 
aside.  If  you  grow  too  slow  or  weak  to  hunt  and  fight,  then  you  will 
go  to  Leaper's  Ridge  to  die.  You  will  scream  the  savage  war-cry 
until  you  breathe  no  more.  That  is  what  it  means  to  be  Ahazu. 


Appearance: 

6'8"-7'6",  160-260  lbs.  Bright  yellow  skin  with  fiery  red  striations, 
four  arms,  lean  build,  sloping  forehead,  forked  tongue,  thin  nostrils, 
dark-green,  pupil-less  eyes. 
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Skills: 

M  atsu  44 
Gwanga  44 
Shield  +2 
Brawling  42 
Stealth  42 
Survival  45 
Tactics  44 
Artificer  +1 
Weaponer  43 
Ahazu,  native 
Sign,  native 


Special  Abilities: 

Can  make  one  additional  attack  or  parry 
each  round,  without  penalty  -  this  does 
not  apply  to  dodging,  movement,  or  non- 
combat  activities;  skin  striations  provide 
43  bonus  to  stealth  attempts  in  their 
native  territories;  shan-ya  battle  madness. 


Equipment: 

Loincloth;  chest  wrapping  (females);  arm 
and  I  eg  thongs  ( al  I  of  repti  I  e  hi  de) ;  shoul  der 
pouch;  two  gwanga  (throwing  blades); 
matsu  (war  club);  black  iron  shield;  no 
wealth. 
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"I  may  be  a  pirate,  madam,  but  I  am  a  pirate  with  manners." 
It  is  a  proud  life  to  be  Gao.  M  ost  Talislantans  are  mired  in  petty 
laws,  traditions,  and  bigotry.  They  are  imprisoned  by  the  rich  and 
the  strong.  Your  people  are  beyond  such  restraints.  You  are  pirates 
and  thieves,  and  the  laws  of  other  nations  do  not  apply  your  kind. 
Y  ou  are  the  dispossessed  and  the  abandoned,  and  you  have  created 
your  own  history  through  ingenuity  and  force  of  will.  You  are  the 
despised  and  the  enslaved,  and  you  respect  your  compatriots 
regardless  of  their  ancestry  or  their  past.  The  city  that  is  your 
home  and  your  haven  is  an  oddity  to  other  Talislantans.  They  hear 
rumors  that  most  citizens  are  related  by  multiple  marriages,  that  a 
child  may  have  nine  parents  and  countless  siblings.  They  whisper 
of  a  Thieves'  Code  of  Honor,  of  seven  secret  passwords,  and  of 
feeding  those  who  betray  the  Gao  to  demons  of  the  sea.  They  tell 
tales  of  your  gallantry  towards  the  innocent  and  of  your 
mercilessness  towards  slavers  and  spies.  They  know  these  truths, 
because  the  Gao  desire  it  so.  They  cheer  for  you,  for  you  do  what 
they  would  never  dare.  When  you  walk  among  them  on  the  mainland 
or  when  you  encounter  them  at  sea,  you  turn  this  sentiment  to 
your  advantage,  to  lining  your  purse  with  lumen.  Others  may  forget, 
but  you  are  always  a  thief.  The  role  of  the  hero  is  simply  a  bonus. 


Appearance: 

5'4"-6'4",  80-240  lbs.  Racially  mixed;  features  vary  according  to 
ancestry:  The  physical  characteristics  and  attributes  listed  reflect  a 
Gao  of  indeterminate  ancestry,  the  intermingled  population  of  Gao- 
Din.  Gao  Sea  Rogues  may,  instead,  be  of  practically  any  specific 
racial  background;  for  such  a  character,  replace  the  characteristics 
and  attributes  with  those  of  a  member  of  the  selected  race  or  species, 
adjust  the  total  skill  ratings  accordingly,  and  add  the  appropriate 
native  language  (Sea  Nomad  and  Low  Talislan  would  then  be  "fluent"). 
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Skills: 

Dueling  Sword  +4 
OR 

M  agic  Order  <choice>: 
<4  M  odesof  choice>  +2 

Weapon  <choice>  +1 
Evade  +5 

Pilot  <choice  of  craft>+8 
Swim  +5 

Appraiser  (Treasure)  +3 
Deception  +3 
Underworld  +6 
Stealth  +3 
Thieving  Skills: 
<2  of  choice>  +3 
Sea  Nomad,  native 
Low  Talislan,  native 


Special  Abilities: 

Possible,  according  to  ancestry. 


Equipment: 

Diverse,  flamboyant  garments  -  including 
cloaks,  sashes,  tunics,  pantaloons, 
bandannas,  ear  baubles,  eye-patches,  and 
high  boots;  dueling  sword  or  spell  book; 
choice  of  weapon;  if  based  in  Gao-Din, 
may  have  access  to  a  pirate  ship;  50  gold 
lumens  in  assorted  coins  and  valuables. 
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You  are  of  the  First  Race,  the  rightful  lords  of  Talislanta.  All  others 
deserve  to  be  your  slaves.  If  the  others  do  not  recognize  your 
claims  it  is  because  they  are  fools,  too  ignorant  to  know  the  truth. 
They  say  that  you  are  a  primitive  people;  if  you  are  primitive, 
then  why  is  it  you  can  breathe  both  water  and  air  and  they  cannot?. 
They  find  your  habits  repulsive  -  you  find  theirs  equally  so.  You 
ignore  the  smooth-skins.  You  are  interested  only  in  power  -  enough 
power  to  reclaim  your  lost  empire,  piece  by  piece.  You  will  take 
many  slaves  and  sell  them;  you  will  rise  within  the  hierarchy  of 
your  people,  building  your  dwellings  ever  higher  above  the  lagoons 
of  Kragan.  Your  people  will  grow  stronger  until  you  have  the  power 
to  enslave  the  other  races.  Then  you  will  teach  them  the  truth. 


Appearance: 

6'-6'6",  200-280+  lbs.  Yellow-green  scaly  skin,  coated  with 
translucent  slime,  webbed  hands  and  feet,  double  row  of  sharp  fangs, 
muscular,  sloping  shoulders. 
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Skills: 

Capture-pole  +2 
Oc  +2 
Survival  +3 
Traps  +3 
Stealth  +6 
Pilot  (Coracle)  +4 
Animal  Handler  +3 
Appraiser  (Slaves)  +6 
Merchant  +5 
Piscine,  native 
Low  Talislan,  basic 


Special  Abilities:  Amphibious;  SPD  +5 
in  water;  hide  provides  1  PR  of  armor; 
claws  inflict  DR  2  +STR;  immune  to 
Batrean  females'  beguiling  scent;  slime 
coating  allow  survival  out  of  water  (up  to 
one  week,  half  this  time  in  hot,  dry 
:l  irngtoo). 


Equipment:  Loincloth  of  kra  hide; 
necklace  of  brass-ring  currency;  capture- 
pole;  oc  (barbed  bola)  with  shoulder  case; 
shoulder  pouch;  water-skin  filled  with 
brine;  coracle  with  chained  kra  team;  25 
gold  lumens  in  assorted  currencies,  plus 
15  gold  lumens  in  Imrian  brass  rings. 


"  IHear!  Run  now,  or  we  must  fight." 

You  fight  to  eat.  In  Jhangara,  you  fight  for  marsh  hunters  or  mud 
miners.  They  hate  each  other,  and  so  they  pay  you  to  fight  the 
mercenaries  of  their  enemies.  There  are  many  of  you,  and  if  some 
of  your  clan  die,  there'll  be  more  food  for  the  rest.  They  pay  you 
with  food  and  scintilla  and  amber.  When  you  have  no  one  to  fight, 
you  wait  atjhangkin  and  scrounge  for  slugs.  When  there's  chakos 
or  wine,  you  drink  and  feel  the  battle  rage.  When  outsiders  come, 
they  hire  you  to  battle  in  distant  lands.  You  don't  care  who  you 
fight,  as  long  as  you're  given  gold  and  food  and  drink.  When  your 
job  is  done,  you  use  gold  to  buy  more  food  and  more  drink.  When 
your  gold  runs  out,  and  your  scintilla  and  amber,  you  will  hunt  or 
steal  to  get  more  gold.  Outsiders  hate  you.  They  look  at  you  like 
chigs,  like  vermin.  They  put  you  in  stables  with  your  marsh  strider, 
their  equs,  and  the  other  beasts.  You  know  the  equs  laugh  at  you. 
The  A  amanians  don't  laugh  at  you.  Others  of  your  clan  have  joined 
with  them.  They've  traded  their  black  wrappings  for  white  armor. 
But  their  god  doesn't  let  them  drink.  Maybe  they  don't  need  to 
drink,  if  they  have  enough  food.  Maybe  you'll  join  them,  too,  if 
the  priests  with  maces  ask  you.  For  now,  you  fight,  you  eat,  you 
survive.  That  is  your  life. 


Appearance: 

5'7"-6'7",  100-200  lbs.  Marbled  brown  and  sepia-colored  skin, 
elongated  limbs,  elliptical  cranium,  pinched,  angular  features, 
hairless. 
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Skills: 

Weapon  <choice>  +2 
Weapon  <choice>  +1 
Brawling  +1 
M  ounted  Combat  +1 
Ride  +4 
Tracking  +3 
Stealth  +3 
Traps  +3 
Interrogate  +3 
Low  Talislan,  native 
Sign,  basic 


Special  Abilities: 

None;  Outcasts  are  regarded  by  other 
Jhangarans  to  have  CHA  -10;  Outcasts 
have  skills  as  previous  profession. 


Equipment: 

Loincloth;  brief  laced  cloth  vest  (females); 
arm  and  leg  wrappings;  cloak  (all  of  black 
linen);  backpack;  choice  of  two  weapons; 
flask  of  liquor;  marsh  strider  steed;  20 
gold  lumens  in  assorted  currencies, 
scintilla,  and  precious  stones. 
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Your  villages  are  crowded;  there  are  too  many  mouths  to  feed,  and 
not  enough  food.  When  you  go  in  search  of  mud-slugs,  water  raknids 
hunt  for  your  flesh.  The  settlements  are  ridden  with  filth  and 
disease.  Clouds  of  flits  hover  above  the  stagnant  water-holes,  and 
the  air  is  thick  with  the  stench  of  the  sewage  ditches.  Sometimes 
the  traders  come  down  river,  to  buy  scintilla,  sapphires,  and  amber 
from  your  people.  That  is  good,  for  they  pay  in  coin  or  barter.  But 
when  the  traders  bring  chakos,  you  drink  with  the  others  of  your 
village.  Then  many  fight  and  die  in  fits  of  anger.  It  is  not  good 
when  these  things  happen.  But  at  least  there  are  less  mouths  to 
feed. 


Appearance: 

5'7"-6'7",  100-200  lbs.  Marbled  brown  and  sepia-colored  skin, 
elongated  limbs,  elliptical  cranium,  pinched,  angular  features, 
hairless. 


sTr  dFx 

CCFN  SPb 


P*E*R  cTTa 

^Hl  ^Tt 


©  ©  © 

CR        HP  MR 


Skills: 

Javelin  +2 
Dagger  +1 
Brawling  +1 
Merchant  +3 
Survival  +3 
Low  Talislan,  native 
Sign,  basic 

For  M  arsh  Hunters,  add: 
Tracking  +3 
Stealth  +3 
Traps  +3 
Ride  +4 

For  M  ud  M  iners,  add: 
Engineer  (M  ud  mining)  44 
Dredging  +5 
Laborer  +5 

Appraiser  (Treasure)  +4 


Special  Abilities: 

None;  Outcasts  are  regarded  by  other 
Jhangarans  to  have  CHA  -10;  Outcasts 
have  skills  as  previous  profession. 


Equipment: 

Loincloth;  brief  cloth  vest  (females);  arm 
and  leg  wrappings;  cloak  (green  for 
hunters,  gray  for  miners,  red  for  outcasts); 
backpack  or  shoulder  pouch;  stone  dagger; 
flask  of  liquor;  for  hunters,  add:  two  stone- 
tipped  javelins,  spool  of  cord  for  snares, 
two  sacks  for  scintilla,  marsh  strider  steed 
or  small  river  skiff;  for  miners,  add:  stone- 
tipped  javelin,  dredging  net;  20  gold  lumens 
in  assorted  currencies,  scintilla  and  hides 
(hunters),  and/or  amber,  gold,  and  sapphires 
(miners). 
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"There  is  plenty  of  time.  Let  us  stop  and  watch  the  sunset  for  a 
while." 

There  is  no  need  to  hurry.  Time  does  not  pass  any  faster,  or  slower, 
if  you  do.  You  take  the  time  to  see  what  is  around  you,  and  enjoy 
the  things  you  find  in  your  travels.  It  is  why  you  left  the  swamps  in 
the  first  place.  There  were  many  good  things  in  Mog.  The  bitter, 
tangy  taste  and  smell  of  mung-berries.  The  skittering  waterbugs 
and  mudwalkers.  The  patterns  of  the  tangled  bombo  roots.  But 
Talislanta  is  large,  and  there  is  so  much  more  to  see.  You  like  the 
forests  best.  Y  ou  can  forage  for  roots  and  seeds  and  nuts,  or  hang 
upside-down  from  the  trees  -  this  is  most  relaxing.  The  cities  are 
strange  places.  There  are  no  leaves  or  berries  to  find  here,  so  you 
have  to  trade  amber  and  quaga  and  other  things  you've  found  to 
buy  food.  Your  smaller  friends  say  that  you  get  cheated,  but  you 
don't  care  about  money.  Y  ou're  glad  that  you've  made  friends, 
even  if  they  do  always  seem  to  be  in  a  hurry.  They  make  you  ride 
a  land  lizard,  because  you're  too  slow  for  them  on  foot.  Still,  they 
like  to  have  you  around.  You  never  argue,  you  know  a  lot  about 
plants  and  animals,  and  you're  strong.  You  won't  let  anyone  hurt 
your  friends.  That  makes  you  angry.  That's  when  you  break  things. 
There  is  enough  time  yet  to  wander  -  sixty  years  at  least,  before 
you're  too  old  to  have  children.  So  you  take  things  slowly  as  all 
Mogroth  do.  It  is  a  good  life,  and  you  are  happy. 


Appearance: 

7'6"-8'2",  450-650  lbs.  Body  covered  with  thick  coat  of  brown-  or 
buff-colored  fur,  sloth-like  features. 
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Skills: 

Club  +1 
Brawling  +2 
Herb  Lore  +7 
Merchant  +2 
Climbing  +2 
Laborer  +1 
Dredging  +3 
Artificer  (Tapestries)  +4 
Ride  +1 

Low  Talislan,  native 


Special  Abilities: 

Travel  in  trees  at  SPD  +1;  climb  trees  at 
+5;  hide  protects  against  biting  insects 
and  parasites. 


Equipment: 

Loincloth;  necklace  of  woven  grasses; 
dredging  net;  club;  shoulder  pouch  with 
collection  of  pretty  objects;  land  lizard 
steed;  75  gold  lumens  in  amber  and  quaga. 
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It  has  been  a  very  long  time  since  you  knew  what  it  was  like  to  be 
truly  alive.  You  no  longer  age,  and  thus  the  years  are  not  a  restraint 
upon  you.  Yet  your  brethren,  the  other  Thane,  still  sleep  in  the 
crypts  of  Khazad.  Their  rest  has  lasted  far  too  long.  All  should  have 
awakened  long  ago,  once  The  Great  Disaster  had  passed.  But 
something  went  wrong;  the  rejuvenation  process  failed,  and  their 
souls  were  lost  to  the  dark  nether  regions  of  the  lower  planes.  Your 
cabal  will  do  whatever  it  must  to  retrieve  their  lost  souls,  and  you 
will  not  rest  again  until  they  are  rejoined  with  their  mortal  forms. 
So  you  consort  with  devils,  bargaining  or  threatening  as  suits  your 
needs.  You  hunt  demons  and  interrogate  them,  or  use  them  as 
slaves  in  your  forges  and  galleys.  You  scan  the  the  underworld 
through  obsidian  mirrors,  trade  with  shadow  wizards,  and  wander 
the  cities  of  the  red  night  in  search  of  clues.  One  day  you  will  find 
the  souls  of  your  brethren,  and  waken  them  from  their  sleep.  Then, 
perhaps,  your  race  can  once  again  know  what  it  is  to  be  alive. 


Appearance: 

6'6"-6'10",  160-200  lbs.  Stoop-shouldered,  gaunt,  cold  onyx  eyes. 
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Skills: 

Necromancy: 
<AII  Modes>+15 

Alchemy  +15 
Staff  +15 
Doctrines; 
(Lower  Planes)  +15 
Arcane  Lore  +15 
Antiquarian  +15 
Pilot: 

(Nefaratan  vessel 
Linguistics  +10 
Sign,  native 
Archaen,  fluent 


+10 


Special  Abilities: 

See  invisible/astral  presences  at  range  of 
sight;  immune  to  disease,  aging,  and  the 
need  for  food  and  water;  mute. 


Equipment: 

Veiled  headdress,  hooded  cloak,  robes, 
gloves,  and  boots  (all  of  black,  satin-like 
cloth);  black  adamant-  and  silver-bound 
spell  book;  black  adamant  staff;  obsidian 
mirror;  demonic  slaves;  wealth  unknown 
-  Black  Savants  do  not  engage  in 
commerce  with  Tal isl antans. 


The  children  always  ask  the  questions:  "What  if  we  walked  on 
stilts?"  "What  if  we  rode  on  beasts  or  on  the  shoulders  of  other 
people?"  "What  if  we  used  magic  to  float  above  the  ground?"  The 
priests  answer  that  it  would  be  unwise  to  test  the  power  of  J  ezem's 
curse.  None  of  your  people  were  present  to  hear  the  precise  details 
of  her  dark  incantation.  It  is  not  truly  important.  You  have 
constructed  a  proper  life  and  a  comfortable  home,  and  the  earth 
spirits  hold  nothing  that  you  envy.  Those  of  the  sea  and  the  air 
provide  for  you:  bountiful  food,  materials  for  your  crafts,  the  faithful 
zaratan,  portents  of  the  future.  The  adults  of  your  people  never 
ask  such  questions.  Though  perhaps,  from  time  to  time,  they  also 
wonder. 


Appearance: 

5'-6',  100-200  lbs.  Olive-green  skin,  dark  or  sea  green  hair,  slender 
build. 
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Skills: 

Sword  +4 
Spear  44 
Flange- Bow  +4 
Dagger  +2 
Shield  44 

M  ounted  Combat  44 
Survival  44 
Agriculture  +7 
Animal  Handler  45 
Trade  Skill  <choice>  45 
Swim  +7 
Ride  +6 

Sea  Nomad,  native 
Low  Talislan,  basic 


Special  Abilities: 

N  one. 


Equipment: 

Vests  of  iridescent  scales;  loincloth  of 
rainbow  kra  hide;  necklace  of  colorful 
shells;  shield  of  zaratan  tortoise-shell; 
helm  of  sea  demon  skull;  barbed  spear; 
bone  sword;  flange-bow;  case  of  60  quill 
bolts;  bone  dagger;  diving  apparatus; 
zaratan  steed;  50  gold  lumens  in  radiants. 
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"My  Guild  has  protected  C  aba  I  M  agicus  since  the  time  of  the 
ancient  Archaens,  Do  you  doubt  that  I  am  capable  of  affording 
you  equivalent  security?" 

From  birth,  your  parents  instilled  in  you  a  reverence  for  your 
homeland.  Cabal  M  agicus  remains  the  last  vestige  of  Archaen  glory 
in  Talislanta,  and  you  have  traveled  wide  enough  to  verify  that  as 
fact.  You  have  no  great  ambition  to  journey  abroad,  yet  the  lumens 
you  procure  as  a  mercenary  sentinel  and  windship  sailor  helps  your 
country  maintain  its  own  ancient  fleet  of  aerial  vessels.  The 
Guardians  Guild  of  Phantas  is  an  extended  family,  and  some  of  its 
children  must  sacrifice  on  its  behalf.  Admittedly,  life  among  the 
foreigners  does  hold  its  pleasures.  Those  who  serve  aboard  the  craft 
of  the  Cymrilian  Wizard  King,  for  instance,  are  still  accorded  the 
proper  respect  and  ceremony,  as  it  once  was  in  days  gone  by.  At 
such  times,  you  can  almost  imagine  the  grandeur  of  that  bygone 
age  when  your  people  ruled  the  skies  above  Talislanta.  In  lesser 
moments,  the  humiliation  your  people  know  only  too  well  floods 
your  mind.  For  the  once  grand  War  Fleet  is  in  decay,  the  fire- 
throwers  sputter  and  smoke,  and  the  quicksilver  armor  is  beyond 
your  people's  ability  to  repair.  Yet  the  Guardians  will  stand  strong 
against  whatever  foe  may  threaten  Phantas.  Your  people  have 
fallen  a  long  way,  it  is  true.  Yet  you  fall  from  the  heavens. 


Appearance: 

6'8"-7'2",  160-200  lbs.  Pale  skin,  amber-colored  hair,  narrow  build, 
delicate  features. 
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Skills: 

Elemental  Magic: 

(Aeromancy) 

<4  M  odesof  choice>  42 

Astromancy  42 

Longsword  +3 
Weapon  <choice>  42 
Pilot  (Windship)  +4 
Guard  44 
Etiquette  45 
High  Talislan,  native 
Archaen,  fluent 


Special  Abilities: 

Detect  magic  by  sight  at  range  of  five 
feet  -  requires  full  concentration,  roll  at 
PER  versus  level  of  magic. 


Equipment: 

Ceremonial  armor  (partial  plate)  worn 
over  padded  undergarments;  ceremonial 
longsword;  cloak;  metal  scroll  tube  (spells, 
sky  charts);  choice  of  weapon;  if  based  in 
Phantas,  may  have  access  to  a  windship; 
30  gold  lumens  in  assorted  currencies. 
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You  traffic  in  the  essence  of  dreams.  Y  ou,  descendent  of  the  Elande, 
theCentenar,  theOne  Hundred,  heirto  millennia  of  ancient  A  rchaen 
progress  -  you  direct  the  faded  remnants  of  a  once  vast  store  of 
knowledge  towards  the  production  of  a  product  most  now  deem 
frivolous.  It  is  almost  beyond  belief  -  your  people  reduced  to  trading 
in  order  to  sustain  themselves  and  keep  aloft  their  ancient  fleet  and 
its  floating  citadel.  The  most  basic  of  magical  mechanisms  - 
levitationals,  astrogationals,  windship  components  -  remain  within 
your  capacity  to  mend.  You  are  not  entirely  without  resources; 
your  products  are  in  some  demand  among  the  wealthy,  such  as  the 
Cymrilians  and  Hadjin,  and  your  skills  are  valued  among  those  who 
employ  windships.  Yet  Phantas  pales  in  comparison  to  the  Elande 
of  your  ancestors.  The  best  and  brightest  are  gone.  You  can  but 
dream  of  reclaiming  their  knowledge  and  glory. 


Appearance: 

6'8"-7'2",  120-180  lbs.  Pale  skin,  amber-colored  hair,  narrow  build, 
delicate  features. 
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Skills: 

Elemental  Magic: 
(Aeromancy) 
<4  M  odesof  choice>  +3 
Thamauturgy: 
(Dream  Essence, 
Distillation)  +5 
Astromancy  +3 

Pilot  (Windship)  +4 
Merchant  +5 
Etiquette  +5 
High  Talislan,  native 
A  rchaen,  fluent 


Special  Abilities: 

Detect  magic  by  sight  at  range  of  five 
feet  -  requires  full  concentration,  roll  at 
PER  versus  level  of  magic. 


Equipment: 

Long  robe;  conical  cap;  necklace  of 
colored  crystals;  spell  book;  metal  scroll 
tube  for  sky  charts;  6  amberglass  vials  of 
dream  essence  and  distillation;  dream 
merchants  may  have  access  to  a  windship; 
15  gold  lumens  in  assorted  currencies. 
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Your  days  are  spent  in  ease  and  natural  splendor.  Thaecia  is  a 
beautiful  island,  and  you  can  spend  days  pondering  the  subtleties  of 
the  local  flora.  You  never  tire  of  practicing  your  magic,  polishing 
and  perfecting  your  enchanted  orbs,  or  partaking  of  the  many 
different  vintages  of  Thaecian  nectar.  Your  fellow  Thaecians  provide 
a  varied  regimen  of  physical  activities,  all  quite  enjoyable.  Foreigners 
occasionally  bring  you  other  pleasures;  the  Festival  of  the  Bizarre 
attracts  the  most  creative  and  extroverted  among  them,  and  they 
are  a  welcome  source  of  amusement.  Throughout  the  year, 
merchants  arrive  bearing  unusual  gifts  to  exchange  for  your  crafts 
and  enchantments.  Life  for  you  is  truly  an  endless  series  of  delights. 


Appearance: 

6'-6'6",  100-160  lbs.  Silvery  complexion,  deep  blue  hair,  slender 
physique. 
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Skills: 

Wizardry: 

<6  M  odesof  choice>+4 

Artificer  +7 
Brewer/Vintner  (Nectar) 
+4 

Seduce +4 

Performing  Skill  <choice> 
+5 

Thaecian,  native 
High  Talislan,  fluent 
A  rchaen,  fluent 


Special  Abilities: 

N  one. 


Equipment: 

Diaphanous  gossamer  robes;  gossamer 
purse  and  shoulder  pouch;  silver-bound 
spell  book;  assorted  orbs  and  amberglass 
vials  (concoctions,  fragrances,  and  inks); 
flask  of  Thaecian  nectar;  1,000  gold 
lumens  in  coins,  gemstones,  and  wares  - 
Thaecians  don't  use  currency  themselves. 


"Come  dance  with  me,  my  friend,  and  let  us  drive  the  sadness  from 
our  hearts." 

To  hear  others  tell  of  it,  you  spent  your  entire  life  on  Eros  Isle  in 
dance  and  merriment,  blind  to  the  dangers  and  hardships  of 
existence.  The  Imrians,  so  others  believe,  come  to  enslave  your 
people  as  others  pick  fruit,  choosing  only  the  ripest  and  most 
sweet.  There  is  some  truth  to  such  tales,  and  some  foolishness  as 
well.  Life  on  the  island  of  your  birth  is  truly  joyous.  Y  et  the  creatures 
you  train  are  not  all  as  harmless  as  a  quaal,  and  when  the  slavers 
come  for  you  they  often  find  Thiasian  nets,  spears,  and  knives. 
Eros  Isle  is  no  simple  conquest  as  Batre  was,  and  your  people  are 
not  compliant  slaves.  You  return  home  on  occasion,  when  it  suits 
your  mood  and  a  ship  is  set  to  sail,  but  you  have  found  more  varied 
pleasures  in  your  distant  travels.  Sometimes  you  dance  with  a  troupe 
of  Bodor;  they  may  seem  reserved  in  public,  but  they  are  lively  in 
your  company  and  always  kind  of  heart.  Other  times,  you  prefer 
the  roguishness  of  the  Sarista,  and  you  join  them  in  their 
performances,  and  in  their  indiscretions,  as  well.  Whomever  your 
companions  may  be,  you  don't  allow  foolish  rules  to  keep  you 
from  amusement  and  adventure.  Existence  is  not  just  about  dangers 
and  hardships.  It  is  a  dance.  To  be  celebrated  and  enjoyed  for  as 
long  as  it  lasts. 


Appearance: 

5'-6',  80-170  lbs.  Violet  skin,  black  hair,  lithe  and  slender  physique, 
attractive  features. 
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Skills: 

Spear  +1 
Knife  +2 
Dance  +5 
Acrobatics  +5 
Traps  +2 

Animal  Handler  +3 
Artisan  +1 
Acting  +4 

Performing  skill  <choice> 
+5 

Thieving  skills: 
<2  of  choice>  +2 
Swim  +1 

Low  Talislan,  native 
High  Talislan,  fluent 
Thaecian,  fluent 


Special  Abilities: 

N  one. 


Equipment: 

Costume  of  colored  silkcloth; 
expressi  on  I  ess  w  h  i  te  v  i  zard;  bal  I  s  of  w  oven 
vines;  juggler's  pins;  two  throwing  knives; 
assorted  additional  props;  quaal  pet;  20 
gold  lumens  in  assorted  coins  and 
valuables. 
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You  are  a  component  of  Parthan,  a  tool  of  The  One,  an  element  in 
the  M  aster  Plan.  Y  ou  do  not  know  the  entirety  of  the  Plan,  as  that 
is  not  necessary  for  your  function.  You  do  not  communicate  with 
outsiders  regarding  the  Plan,  for  it  is  irrelevant  to  their  functions. 
You  must  occasionally  acquire  these  beings  to  aid  you  in  your 
search,  in  your  function.  They  do  not  all  react  well  to  the  fuel  you 
provide  them.  Many  become  defective,  beyond  your  ability  to 
repair.  You  must  discard  them,  and  you  must  acquire  others  from 
among  the  outsiders.  The  ingots  you  trade  to  acquire  them  are 
irrelevant  to  the  Plan.  These  matters  are  not  important.  Only  the 
Plan  is  important. 


Appearance: 

6'8"-7',  180-220  lbs.  Bodies  entirely  of  bronze,  "hair"  of  braided 
wire,  devoid  of  gender  differences. 
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Skills: 

Technomancy  +2 
Trident  +3 
Scimitar  +3 

Artillerist  (Fire- thrower) 
+4 

Pilot  (Trireme)  +6 
Salvager  +6 
M  erchant  +4 
Appraiser: 

(Slaves,  Treasure)  44 
Archaen,  native 


Special  Abilities: 

Automaton;  immune  to  poisons,  disease, 
and  magical  influence;  does  not  sleep,  age, 
or  eat  (although  must  periodically  ingest  a 
liquid  lubricant  similar  to  refined  lamp  oil); 
night  vision,  brass  skin  provides  3  PR. 


Equipment: 

Shimmering  yellow  cloak;  vest  with  the 
appearance  of  boiled  sea  dragon  hide;  fine 
mesh  breeches  (all  actually  of  flexible, 
metallic  cloth);  lacquered  iron  arm  and 
wrist  bracers;  scimitar;  trident;  sea  chest; 
trireme;  humanoid  slaves;  1,000  god 
umens  in  five-pound  gold  or  silver  talents. 


"J  amba  wills  my  people  to  survive.  You  may  defeat  me  today,  but 
you  will  not  thwart  J  amba." 

Carantheum  is  besieged.  The  Rajans  arm  themselves  with  dark 
magic  and  stolen  windships.  The  Kang,  free  from  their  former 
masters,  the  Quan,  grow  bold  to  the  east.  The  Farad  attract  ever 
more  trade  away  from  the  Red  Desert.  The  Za  are  increasingly 
restless.  Ever  is  it  so  for  the  children  of  J  amba,  ever  do  you  struggle 
to  survive.  You  are  a  soldier  in  that  struggle,  a  guardian  to  your 
people,  and  you  know  better  than  most  that  the  desert  is  an 
unforgiving  home.  Yet  you  have  your  faith  in  your  god,  and  you 
have  the  bounty  of  his  singular  gifts.  From  thaumaturgy,  you  have 
storm  crystals  to  propel  your  duneships,  red  menace  and  blue  havoc 
for  the  hurl  ants.  Y  our  merchants  trade  red  iron  for  scarce  necessities, 
and  your  craftsmen  forge  from  it  your  citadels,  arms,  and  armor. 
Indeed,  the  tore  and  the  bracers  that  mark  your  profession  and  rank 
are  of  that  crimson  metal.  You  are  reluctant  to  travel  abroad, 
fearing  that  war  will  come  while  you  are  in  foreign  lands.  Yet  your 
nation  relies  upon  the  caravans  you  have  guarded,  and  you  recruit 
allies  and  mercenaries  among  all  whom  you  encounter.  The  courage 
and  skills  of  those  you  find  as  comrades  may  turn  the  tide  of 
coming  battles.  J  amba  wills  your  people  to  survive,  and  you  will 
obey  your  god  however  you  may. 


Appearance: 

6'- 7 ',  125-240  lbs.  Jade-green  skin,  dark  hair  and  eyes,  chiseled 
features. 
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Skills: 

Longsword  +3 
Hurl  ant  +3 

Weapon  <choice>  +1 
Mounted  Combat  +2 
Tracking  +3 
Scout  44 

Pilot  (Duneship)  +2 
Artillerist  +2 
Tactics  44 
Survival  +3 
Ride  4-3 

Low  Talislan,  native 
Nomadic,  native 


Special  Abilities: 

N  one. 


Equipment: 

Vest  of  red  iron  disks  padded  with  fine 
linen;  red  iron  tore  and  bracers;  linen  and 
chain  mesh  headdress;  breechclout; 
longsword;  shoulder  sheath;  hurlant; 
quiver;  twelve  light  crossbow  quarrels  and 
six  hurlant  bolts;  choice  of  third  weapon; 
50  gold  lumens  in  Dracartan  pyramids. 


"Astramir  taught  that  thaumaturgy  is  dangerous  to  the  careless 
and  rash.  Do  not  force  me  to  illustrate  these  lessons." 

On  the  first  day  of  the  eighth  year  of  your  schooling,  you  were 
called  away  from  your  tutor  by  a  tall  woman  robed  in  white.  She 
brought  you  to  a  vast  pyramid  of  crystallized  sand  and  launched 
you  upon  your  true  studies  into  the  nature  of  matter,  essence,  and 
quintessence.  Seven  years  later,  you  completed  your  studies  at  the 
Academy  and  swore  Astramir's  Oath  to  gain  admittance  into  the 
Guild  of  Thaumaturgy.  A  Iways  you  obey  the  will  of  J  amba,  the 
Guild,  the  Council  of  Elders,  and  the  King  of  Carantheum.  You 
tread  cautiously  in  advancing  your  craft,  conscious  of  the  awesome 
forces  you  wield  with  your  caduceus.  In  Dracarta,  you  have  taught 
at  the  Academy,  produced  elemental  essences  for  the  military,  forged 
ingots  of  red  iron  for  export,  and  helped  to  maintain  the  city 
infrastructure  for  water  and  sewage.  Abroad,  you  have  solidified  and 
mined  water  in  Astar,  debated  theories  of  magic  at  the  Lyceum 
Arcanum,  and  negotiated  trade  compacts  with  the  Djaffir, 
Kasmirans,  Orgovians,  and  Ispasians.  In  recent  years,  your 
assignments  have  taken  on  increasing  urgency  as  the  forces  against 
your  people  have  gathered  strength.  You  have  begun  to  prepare 
your  craft  for  martial  conflict,  to  accustom  yourself  to  the  violence 
of  final  resort.  The  day  will  come  when  such  sacrifice  is  required  of 
you.  Jamba  willing,  you  will  be  ready. 


Appearance: 

6'- 7 ',  120-220  lbs.  Jade-green  skin,  dark  hair  and  eyes,  chiseled 
features. 
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Skills: 

Thaumaturgy  47 
Alchemy  44 
Engineer  42 
Diplomacy  42 
Merchant  42 
Low  Talislan,  native 
Nomadic,  native 
Archaen,  fluent 


Special  Abilities: 

N  one. 


Equipment: 

Thaumaturge's  white  robes  and  cap;  cloak; 
caduceus;  red  iron  tore  and  bracers;  red- 
iron  bound  spell  book;  scroll  case  with 
one  spell  scroll;  200  gold  lumens  in 
Dracartan  pyramids. 


Y  ou  are  proficient  at  assembling,  repairing,  dismantling,  maintaining, 
and  modifying  all  manner  of  mechanisms  and  conveyances.  You 
must  have  worked  on  forty  wind  machines  alone  in  the  past  year. 
The  elders  of  your  clan  trained  you  well:  you  work  quickly  and 
efficiently,  with  technomantic  tools  that  most  other  Talislantans 
do  not  understand.  Your  estimates  are  accurate  and  fair,  though 
quality  workmanship  does  not  come  cheaply.  The  reputation  of 
the  Yassan  is  known  far  and  wide,  and  so  your  abilities  are  in  great 
demand.  Your  time  abroad  has  added  some  small  degree  of  interest 
to  your  life,  but  foreign  cultures  are  best  left  to  foreigners.  Still,  you 
are  grateful  to  the  stolid  Dracartans,  who  have  treated  your  people 
almost  as  members  of  their  clan.  The  Sindarans  intrigue  you,  for 
some  say  it  was  their  ancestors,  the  Neurians,  who  originally  invented 
the  art  of  technomancy;  your  own  ancestors  may  well  have  worked 
for  them  long  ago,  though  no  one  remembers  back  that  far.  How 
the  Sindarans  came  to  lose  their  skill  in  technomancy,  or  what 
secrets  of  the  ancient  art  were  lost  during  The  Great  Disaster,  you 
do  not  know.  There  is  little  time  for  questions  when  there  is  so 
much  work  still  to  be  done. 


Appearance: 

5'-6',  120-220  lbs.  Metallic  gray  skin,  flat  featu 

ores,  squat  physique,  six-fingered  hands  with  two  thumbs  each. 


Skills: 

Technomancy  +5 
Engineer  +5 
Artificer  +4 
Artisan  +4 
Art  or  M  usic  +1 
Merchant  +5 
Languages: 
High  Talislan,  native 
Nomadic,  native 
Technomantic 
symbology,  fluent 


Special  Abilities: 

Exceptional  manual  dexterity,  DEX  +9 
for  fine  manipulation. 


Equipment: 

Hooded  yellow  tunic  (with  utility  pockets) 
and  breeches;  heavy  leather  boots;  gloves; 
pouches;  red  iron  strongbox  for 
technomancer's  tools  and  technomantic 
actuator;  1,000  gold  lumens;  most  stored 
in  Dracartan  vaults. 
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"This  silkcloth  has  burdened  my  aht-ra  from  J  acinth  to  Cymril. 
Your  offer  is  an  insult  to  my  fine  beast." 

There  is  little  of  Talislanta  that  you  have  not  seen  with  your  own 
eyes.  Every  year  past  your  sixth  birthday,  you  traveled  with  your 
cousins  on  their  trade  routes,  observing  the  customs  of  foreigners 
and  learning  the  local  markets.  Your  tenth  and  fifteenth  years  were 
spent  with  your  father's  brother,  to  experience  the  bandit  life  and 
to  train  with  the  horn  bow.  Y  et  trade  is  in  your  blood,  and  you  chose 
to  remain  a  merchant  when  you  knelt  before  the  Caliph  on  the 
second  morning  of  his  great  feast.  These  are  dangerous  times,  and 
you  are  wary  in  your  travels,  but  you  will  not  be  diverted  from  your 
business.  The  reputation  of  your  people  is  a  great  boon,  and 
customers  rarely  question  the  quality  of  your  goods.  Surely,  there 
are  some  who  accuse  you  of  banditry  and  deceit,  and  deride  you  for 
hiding  your  face.  You  explain  that  the  fetish  mask  serves  to  shield 
your  soul  from  magic;  the  other  benefits,  however  useful,  are 
incidental.  You  remain  distant  from  most  outsiders  you  meet,  but 
true  friends  are  as  family  to  you.  To  some,  you  may  even  reveal 
your  face.  Such  friends  will  ride  beside  you  through  the  Wilderlands 
and  guard  your  back  against  Za  and  Beastmen.  In  turn,  you  will 
follow  them  on  their  own  journeys.  Along  the  way,  you  will  always 
find  means  to  make  profit. 
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Skills: 

Scimitar  +3 
Short  Bow  +3 
Dagger  +2 

M  ounted  Combat  +3 
Ride  +4 
M  erchant  +7 
Appraiser  +5 
Caravan  M  aster  44 
Animal  Handler  +3 
Guard  +4 
Survival  +4 
Nomadic,  native 
Low  Talislan,  fluent 
High  Talislan,  fluent 


Special  Abilities 

N  one. 


Equipment: 

Traditional  leather  fetish  mask;  cloak, 
robes,  and  headdress  of  linen;  boots  of 
aht-ra  hide;  curved  dagger;  scimitar;  horn 
short  bow;  quiver  of  twenty  arrows;  belt 
and  shoulder  pouches;  aht-ra  steed  with 
baggage;  50  gold  lumens  in  assorted  coins. 


"  M  ay  the  gods  receive  his  soul.  We're  content  to  take  his  gold. 

Desert  lands  and  crypts  were  the  only  homes  you  knew  as  child. 
You  were  lulled  to  sleep  on  the  back  of  your  father's  aht-ra,  amidst 
the  soft  shadows  of  flickering  lanterns  and  the  rhythmic  scraping 
of  pickaxe  and  chisel.  Your  toys  were  archaic  locks  and  disarmed 
traps  that  your  older  brother  collected  for  you.  H  istory  was  tangible, 
dusty,  and  stale,  and  you  learned  to  respect  and  preserve  it.  Outsiders 
believe  that  you  violate  the  sacred,  that  you  risk  angering  those 
whose  tombs  and  homes  you  unearth.  Yet  if  they  could  speak, 
would  their  spirits  wish  to  be  lost  and  forgotten  beneath  the  dusts  of 
time?  By  your  actions,  you  resurrect  for  them  a  legacy  out  of 
shards  of  ignorance.  Of  their  discarded  bones,  you  forge  an  irony 
the  dead  must  surely  commend.  They  would  not  begrudge  your 
clans  the  meager  living  you  earn  -  traversing  abandoned  lands, 
following  obscure  clues,  and  using  instincts  honed  since  childhood 
to  seek  out  the  remnants  of  ancient  civilizations.  Interesting  that 
outsiders,  despite  their  insults,  are  eager  to  trade  for  the  artifacts 
and  treasures  that  you  uncover.  You  follow  a  path  of  your  own 
making,  in  the  company  of  family  and  clan  or  with  outsiders  of 
parallel  interests.  Some  are  wary  of  you  for  your  vocation,  but  time 
among  the  catacombs  serves  to  dispel  such  bias.  Irony,  you  find,  is 
more  difficult  to  teach. 


Appearance: 

5'6"-6'4",  85-185  lbs.  Dark  brown  skin  and  hair,  lean  and  wiry 
build,  angular  features. 


Skills: 

Scimitar  +3 
Guard  +3 
Locks  +6 
Traps  +6 
Salvager  +7 
Stealth  +2 
Survival  +3 
Cryptography  +2 
Linguistics  +1 
Antiquarian  44 
Merchant  +5 
Ride  +3 

Nomadic,  native 

Sign,  native 

Low  Talislan,  fluent 


Special  Abilities: 

See  well  in  darkness. 


Equipment: 

Veiled  headdress;  cape;  loose-fitting  robes 
(all  of  woven  gauze);  pouch;  shoulder  sack; 
thieves'  tools;  scimitar;  pickaxe;  chisel; 
pry-bar;  winches;  tent;  choice  of  musical 
instrument;  map  case;  Djaffir  charm  (+5 
versus  curses);  tatra  steed;  100  gold  lumens 
in  assorted  coins  and  valuables. 


"For  a  proper  remuneration,  I  will  acquire  for  you  anything  that 
you  may  desire.  Never  would  I  thinkto  burden  you  with  questions." 

The  day  before  you  left  for  boarding  school,  five  years  of  age,  you 
abased  yourself  before  the  golden  idol  of  Avar  in  your  father's 
home.  There  you  vowed  to  make  your  parents'  riches  seem  that  of 
a  poor  fruit  monger.  You  have  many  gold  lumens  to  acquire  before 
that  vow  is  met.  Asa  Procurer,  you  travel  the  continent  by  caravan 
and  galley,  arranging  for  commerce  and  securing  contacts  among 
the  foreign  merchant  houses  and  governments.  You  long  for  the 
day  when,  as  Usurer  or  M  onopolist,  your  clients  will  come  to  you 
in  Tarun  and  your  agents  will  journey  among  foreigners.  The 
accommodations  of  your  hosts  are  often  squalid  and  repugnant, 
especially  among  such  as  the  Imrians  and  Rajans.  Whenever  you 
may,  you  spend  your  time  abroad  in  Zanth,  where  wealth  is  enjoyed. 
Yet  some  degradations  are  rewarded  with  ample  profit,  and  there 
are  few  offers  that  you  will  not  consider,  no  goods  that  you  would 
refuse  to  traffic:  "gold  is  gold",  as  your  people  say.  What  is  the 
difference?  Y  ou  greet  clients  and  associates  with  a  mask  of  geniality, 
but  they  are  clients,  nothing  more  or  less.  You  treat  others  of  your 
people  in  the  same  manner;  if  you  ever  whisper  in  the  ear  of  the 
C  ral ,  your  w  ords  w  i  1 1  serve  your  ow  n  i  nterests  above  al  I  el  se.  F  aradun 
has  prospered  through  citizens  like  yourself.  You  will  prosper  as 
well. 


Appearance: 

5'8"-6'6",  100-200  lbs.  Flint-gray  skin,  stony  visage,  coal-black 
and  narrow  eyes,  beards  in  twin  braids  bound  with  silver  fastenings 
(males). 
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Skills: 

D  agger  +4 
Scimitar  +3 
Merchant  +8 
Deception  +5 
Appraiser  +5 
Administrator  +4 
Caravan  M  aster  +4 
Pilot  (M  erchant  galley) 
+4 

Ride  +5 

High  Talislan,  native 


Equipment: 

For  males,  elaborate  headdress, 
voluminous  robe,  broad  sashes,  velvet 
boots,  all  hung  with  ornate  tassels,  fringes, 
and  colored  beads;  for  females,  long  silken 
gowns  and  veils,  necklaces  of  silver  loops, 
rings  on  each  finger;  curved  dagger; 
scimitar  (males  only);  coin  purse;  ledger; 
250  gold  lumens  in  assorted  currencies. 


You  have  earned  your  position  as  a  Monopolist, 
unchallenged  master  of  your  House.  You  made  your  offerings  to 
Avar  the  Golden  God,  and  bought  his  blessings.  You  rose  through 
the  ranks  of  the  Procurers  and  Userers,  besting  your  rivals  with  wit 
and  guile,  and  gold.  Y  ou  acquired  riches,  and  used  your  wealth  buy 
the  allegiance  of  powerful  friends.  You  crushed  your  competitors, 
bought  and  sold  their  businesses,  and  amassed  a  fortune.  When  your 
talents  caught  the  attention  of  the  Cral,  you  bought  his  favor  with 
gifts  of  gold,  surpassing  those  who  stood  in  your  way.  The  Cral  was 
pleased.  In  recognition  of  your  accomplishments  you  were  given  a 
commodity  to  exploit  and  granted  the  position  of  Monopolist. 
Your  predecessor  was  not  so  fortunate:  stripped  of  his  assets  and 
position,  he  left  the  country  in  disgrace.  It  was  no  concern  of 
yours.  You  have  arrived  at  the  pinnacle  of  Farad  society.  You  are  a 
Monopolist.  Avar  spoke  the  truth.  Gold  is  good. 
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Appearance: 

5'8"-6'6",  100-200  lbs.  Flint-gray  skin,  stony  visage,  coal-black 
and  narrow  eyes,  beards  in  twin  braids  bound  with  gold  fastenings 
(males). 


-1HO 

5TR  Dfx 


pEr  Chf A 

WTL  INT 


©  ©  © 

cT     TTp  MR 


Skills: 

Dagger  +7 
Scimitar  +7 
M  erchant  +18 
Deception  +15 
Appraiser  +15 
Administrator  +14 
Litigator  +9 
Diplomacy  +8 
Forgery  +7 
Caravan  M  aster  +10 
Pilot  (M  erchant  galley) 
+7 

Ride  +7 

High  Talislan,  native 
Quan,  fluent 
Nomadic,  fluent 
Rajanin,  fluent 
Sea  Nomadic,  fluent 


Special  Abilities: 

N  one. 


Equipment: 

For  males,  elaborate  headdress, 
voluminous  robe,  broad  sashes,  velvet 
boots,  all  hung  with  ornate  tassels,  fringes, 
and  gemstones;  for  females,  long  silken 
gowns  and  veils,  necklaces  of  gold  loops, 
rings  on  each  finger;  curved  dagger; 
scimitar  (males  only);  coin  purse;  ledger; 
100,000  gold  lumens  in  House  holdings. 


isma 


It  is  true  that  you  are  a  wizard.  You  trained  in  that  craft  under  a 
Farad  master,  who  taught  you  that  magic  was  best  used  to  acquire 
wealth  and  power.  You  learned  well,  and  found  that  there  was  a 
considerable  market  for  your  talents  in  Faradun.  Your  services  do 
not  come  cheaply;  magic,  like  all  commodities,  has  its  price.  Y  ou 
weigh  the  offers  of  prospective  clients  carefully,  always  seeking  to 
maximize  your  profits.  They  come  to  you  to  spy  upon  their  rivals, 
undermine  their  competitors,  or  worse.  It  matters  little  to  you,  so 
long  as  they  have  gold  to  pay.  It  is  true  that  you  are  a  wizard.  But 
you  are  also  a  Farad. 
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Appearance: 

5'8"-6'6",  100-200  lbs.  Flint-gray  skin,  stony  visage,  coal-black 
and  narrow  eyes,  beards  in  twin  braids  bound  with  silver  fastenings 
(males). 
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Skills: 

Wizardry: 

<3  M  odes  of  choice>  +3 
Alchemy  +2 

Dagger  +1 
Merchant  +4 
Deception  +5 
Appraiser  +5 
Administrator  +4 
Caravan  M  aster  +4 
Pilot  (M  erchant  galley) 
+4 

Ride  +5 

High  Talislan,  native 


Special  Abilities: 

N  one. 


Equipment: 

For  males,  elaborate  headdress, 
voluminous  robe,  broad  sashes,  velvet 
boots,  all  hung  with  ornate  tassels,  fringes, 
and  beads  of  colored  glass;  for  females, 
long  silken  gowns  and  veils,  necklaces  of 
silver  loops,  rings  on  each  finger;  curved 
dagger;  coin  purse;  ledger  book;  gold- 
bound  spell  book;  250  gold  lumens  in 
assorted  coins  and  precious  stones. 
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Status  is  all  that  matters.  You  inherited  more  wealth 
than  you  will  ever  require  in  your  lifetime,  and  your  fortune  continues 
to  grow  with  no  effort  on  your  part.  You  have  no  primitive  desire 
to  toil  for  toil's  sake,  as  ignorant  foreigners  may  insist  is  "natural." 
You  have  no  need  to  be  known  across  the  continent,  as  you  value 
only  the  opinion  of  your  peers.  And  thus  it  is  so  that  your  exertions 
are  directed  towards  improving  their  opinions.  The  careful 
arrangement  of  marriages  is  one  instrument  towards  this  objective; 
the  proper  regard  for  etiquette,  and  the  refinement  of  speech, 
dress,  and  comportment,  are  others.  Most  critical  is  the  nurturing 
of  your  position  in  association  with  the  Grandeloquence.  The 
pedigree  of  your  family  will  ever  be  judged  according  to  the  temper 
of  this  relationship.  You  intend  for  it  to  be  intimate  indeed. 


Appearance: 

6'-6'6",  140-180  lbs.  Pale  green  skin  and  hair,  golden  eyes,  slender 
build,  skin  daubed  with  colored  powders. 
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Skills: 

Administrator  +2 
Etiquette  +8 
Fashion  +6 
Arcane  Lore  +2 
Antiquarian  +2 
Appraiser  +2 
High  Talislan,  native 


Equipment: 

Layered  robes;  upward-sweeping  cap;  long 
velveteen  gloves;  scented  fan;  money 
purse;  silvermane-drawn  carriage;  small 
estate;  various  slaves  and  servants; 
30,000  gold  lumens  in  property  and  other 
valuables. 


nam  ^rotor 


Y  our  role,  alas,  is  to  be  a  Penultimate.  It  is  certainly  not  the  station 
in  life  to  which  you  should  have  been  born.  Y  ou  are  of  the  same 
ancestry  as  the  Hadjin,  yet  the  status  of  your  family  declined;  their 
relationship  to  the  Grandeloquence  grew  distant,  and  they  fell  from 
the  first  rank  of  Hadjin  society.  So  your  family  became  Penultimates: 
still  of  exceedingly  high  pedigree,  and  superior  of  course  to  any 
foreigner,  yet  paling  in  comparison  to  the  Hadjin.  You  are  of  Hadj 
lineage,  and  excellence  is  your  birthright.  You  are  educated  in  the 
most  civilized  of  ski  I  Is  of  diplomacy,  scholarship,  etiquette,  cultivated 
predilections.  Y  ou  do  not  "serve"  the  Hadjin;  you  hire  others  to 
handle  the  distasteful  work  of  cleaning,  and  lifting,  and  such 
unpleasant  labors  as  are  meant  for  the  lower  classes.  No,  indeed  - 
you  occupy  an  essential  role  in  Hadj  society,  relieving  the  Hadjin  of 
the  burden  of  mundane  concerns,  so  that  no  Hadjin  need  sully 
himself  or  herself  by  association  with  those  of  lesser  pedigree.  It  is 
an  honor  to  be  a  Penultimate,  and  you  remain  proud. 


Appearance: 

6'-6'6",  140-180  lbs.  Pale  green  skin  and  hair,  golden  eyes,  slender 
build,  skin  daubed  with  colored  powders. 
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Skills: 

Administrator  +6 
Etiquette  +8 
Fashion  +9 
Arcane  Lore  +2 
Antiquarian  +6 
Appraiser  +8 
Diplomacy  +7 
Litigator  +6 
Cook  +7 
Ride  +4 

High  Talislan,  native 


Special  Abilities: 

N  one. 


Equipment: 

Layered  robes;  upward-sweeping  cap;  long 
velveteen  gloves;  scented  fan;  money 
purse;  implements  for  roles  as  chef  and 
valet;  ledgers;  150  gold  lumens  in  property 
and  other  valuables. 


yflCJRflD  QLflPlflTOR 


"Thought  I  was  dead  in  the  pit  once.  One-eyed  Za  with  two  of  those 
jagged  swords.  Forgot  about  the  tail,  though.  They  all  do." 

The  wage-fighter  circuit  in  the  Wilderlands  was  the  best  thing  that 
ever  happened  to  you.  While  your  hatch-mates  in  the  Volcanic 
Hills  threw  themselves  against  the  Crimson  Horde's  of  the  Kang 
Empire,  you  made  a  killing  in  the  arenas  of  Hadj.  Y ou've  faced 
them  all:  Thralls  in  spiked  garde,  Chana  witchmen  with  needle- 
sharp  teeth,  crazed  Ahazu  war  slaves.  As  your  reputation  grew,  so 
did  your  purse,  but  you  care  nothing  for  riches.  Even  the  combat 
itself  has  grown  stale  for  you  -  in  the  ring,  you  are  the  strongest, 
the  most  feared.  Y  ou  seek  greater  challenges,  something  to  test  the 
full  extent  of  your  strength  and  courage.  Perhaps  one  day  you  will 
stand  atop  the  Great  Barrier  Wall  in  the  west,  as  Surath  did  before 
you,  deciding  the  fate  of  an  entire  nation  with  your  might.  Or,  if 
you  become  truly  great,  you  may  yet  return  to  cast  the  Kang  from 
Satha's  lands  forever.  One  thing  is  certain:  the  Death  Pit  gave  you 
your  life,  but  it  will  not  take  it. 


Appearance: 

6'6"-7',  350-450  lbs.  Scaly  rust-brown  hide,  reptilian  features,  clawed 
hands  and  feet,  powerful  jaws  lined  with  rows  of  sharp  teeth,  heavy 
tail. 
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Skills: 

Brawling  +5 
War  Whip  44 
War  Axe  44 
Dagger  4-3 
Underworld  +6 
Coerce  +1 
Survival  44 
Weaponer  44 
Ride  43 
Sauran,  native 
Low  Talislan,  fluent 


Special  Abilities: 

Hide  (PR  1);  immunity  to  poison;  can  use 
tail  as  weapon  (DR  6  4  STR);  rendered 
sluggish  by  cold  (-2  to  A  ction  Table  rol Is); 
unaffected  by  heat  (half  damage  from 
fire);  ten  percent  chance  of  having 
chameleon-like  ability  to  change  coloring 
at  will  (roll  during  character  creation). 


Equipment: 

Abbreviated  garments  of  furs  and  hides; 
red  iron  bracers  and  dragon  icon;  Sauran 
war  axe;  Sauran  war  whip;  dagger;  pouch; 
100  gold  lumens  in  assorted  currencies. 


IDODflP  LABORER 


Every  day  the  suns  move  across  the  sky.  Those  you  work  for  say 
watch  them,  and  stop  your  work  when  they  go  down.  You  do  what 
they  say.  You  follow  instructions,  and  you  are  given  food.  You 
work,  you  eat.  That  is  good.  That  is  why  you  were  made.  That  is 
what  they  see.  But  there  is  more.  The  M  onads  need  no  words  to 
speak.  But  we  know  many  things.  Every  day  the  suns  move  across 
the  sky.  But  there  is  more.  M  uch,  much  more. 


Appearance: 

7'-7'6",  500-7004  lbs.  Striated  black  and  white  skin,  hairless,  tiny 
cranium,  immense  torso  and  limbs. 
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Skills: 

Laborer  49 

Sign,  native  dialect 


Special  Abilities: 

Has  no  true  long-term  memory  and 
cannot  learn  skills,  per  se;  must  be 
instructed  in  any  complex  task, 
performing  relatively  simple  or  menial 
tasks  at  Laborer  level. 


Equipment: 

Loincloth;  sandals;  cloak;  5  gold  lumens, 
unless  enslaved. 
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"Death  wishes  for  you  to  join  Him,  and  I  am  sworn  to  obey  his 
every  whim." 

Asa  youth  you  were  taken  from  your  home,  to  a  strange  and 
frightening  place.  Hooded  figures  surrounded  you,  saying  that  you 
had  died  and  had  gone  to  the  next  world.  Death  appeared,  speaking 
in  the  voice  of  the  Khadun:  your  life  would  be  spared,  and  you  could 
go  back  to  the  world  of  the  living.  But  from  that  day  forth  you 
would  be  required  to  serve  Death  though  His  secret  followers,  the 
Rajin.  You  trembled  -  even  young  children  knew  that  the  Rajin 
were  individuals  to  be  feared.  To  be  a  such  a  thing  was  beyond  your 
comprehension.  Then  your  training  began.  You  learned  the  arts  of 
torture,  and  of  the  clawed  gloves  called  da-khar.  Y  ou  learned  spells 
to  change  your  appearance,  to  move  unheard  and  unseen,  to 
imprison  or  kill.  Y  ou  learned  to  concoct  the  poisons  and  drugs  of 
your  trade.  A  nd  when  you  killed  the  one  who  had  been  your  classmate 
you  became  Rajin  -  assassin-mage,  Servant  of  Death.  Since  then 
you  have  served  the  Khadun  on  many  holy  missions.  You  have 
traveled  to  other  lands  to  stalk  and  slay  His  enemies,  and  to  effect 
dissent  among  their  peoples.  Disguised  by  magic,  you  have  sold 
your  services  as  a  mercenary,  spy,  and  assassin.  At  times  you've 
worked  with  unbelievers.  Despite  their  ignorance,  their 
companionship  is  sometimes  a  welcome  thing.  Yet  if  Death  calls 
for  them  tomorrow,  you  will  not  hesitate  to  obey. 


Appearance: 

5'6"-6'6",  130-230+  lbs.  Dark  brown  skin,  wiry  build,  black  hair, 
blood- red  eyes,  horn-like  protrusions  from  chin  and  forehead;  usually 
disguised  as  a  member  of  another  race. 


sTr  dFx 


pTr  oTa 
wTl^  ^Vt 


©  ©  © 

CR        HP  MR 


Skills: 

Necromancy: 

<4  M  odes  of  choice>  +2 

Da-khar  +3 
Dagger  +2 
Assassinate  +5 
Torture  +5 

Alchemy  (Poisons, 
Powders)  +3 
Stealth  44 
Deception  +7 
Rajanin,  native 
Low  Talislan,  fluent 


Special  Abilities 

N  one. 


Equipment: 

Dark  gray  cloak;  veiled  headdress;  loose- 
fitting  garments  bound  with  cords  at  the 
wrists,  ankles,  and  waist  (used  for 
strangling  and  other  purposes);  boots  and 
mask  of  bl  ack  stri  der  hi  de;  i  ron-bound  spel  I 
book;  da-khar  (clawed  gauntlets;  2  daggers; 
pouch  with  6  vials  of  poison  and  powders; 
pouch  with  devices  for  torture;  garments 
appropriate  for  disguise;  250  gold  lumens 
in  salary  and  valuables  stolen  from 
victims. 
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Death  is  your  master,  and  all  the  living  must  one  day  bow  before 
him.  Serve  Him  now,  and  when  you  die  you  will  go  the  next  world, 
never  to  want  again.  So  spoke  the  Khadun,  ruler  of  Rajanistan  and 
avatar  of  Death  on  this  mortal  plane.  His  word  is  law  and  scripture, 
and  you  are  a  believer.  The  Khadun  has  said  that  the  enemies  of 
your  people  are  the  enemies  of  Death.  Hated  Dracartans,  miserable 
Djaffir,  blood- red  Kang  -  you  will  convert  them  to  your  beliefs,  by 
the  sword  if  necessary.  You  will  send  them  screaming  into  the  next 
world  to  meet  your  dark  and  vengeful  god.  And  when  you  join  them 
in  the  next  world,  Death  will  smile  upon  you,  and  you  will  want  for 
nothing.  So  said  the  Khadun;  so  say  the  scriptures. 


Appearance: 

5'4"-6'4",  100-200  lbs.  Dark  brown  skin,  wiry  build,  black  hair, 
blood-red  eyes,  horn-like  protrusions  from  chin  and  forehead. 
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Skills: 

Scimitar  +2 
Short  Bow  +2 
Dagger  +1 
Shield  +1 

M  ounted  Combat  +1 
Tactics  44 
Scout  4-3 
Survival  44 
Ride  44 

Rajanin,  native 


Special  Abilities: 

N  one. 


Equipment: 

Dark  gray  cloak  and  veiled  turban;  partial 
plate  armor  of  black  iron  over  thinly 
padded  uniform;  black  iron  shield  with 
death's  head  design;  scimitar;  dagger;  horn 
short  bow;  quiver  of  twenty  arrows;  belt 
pouch;  aht-ra,  land  lizard,  or  graymane 
steed;  5  gold  lumens  in  silver  pieces. 


In  your  thirteenth  year  you  were  chosen  to  become 
one  of  the  ruling  class  of  your  nation.  It  is  an  honor  to  serve  your 
Master,  the  Khadun,  avatar  of  Death.  When  you  join  your  dark 
God,  you  will  be  rewarded  for  your  service  with  a  place  by  His  side. 
In  this  world,  your  ambition  is  to  become  a  member  of  the  High 
Council,  to  govern  your  empire  according  the  will  of  the  Khadun. 
You  have  much  to  learn,  many  rites  to  perform,  and  many  tests  to 
transcend  before  you  could  ever  join  that  elite  number.  Y  ou  prepare 
yourself  for  that  day,  preaching  proper  doctrine  to  the  masses  and 
administering  stern  judgment  to  transgressors.  It  is  as  your  M  aster 
intended.  It  is  your  destiny. 


Appearance: 

5'4"-6'4",  100-200  lbs.  Dark  brown  skin,  wiry  build,  black  hair, 
blood-red  eyes,  horn-like  protrusions  from  chin  and  forehead. 
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Skills: 

Necromancy: 

<7  M  odes  of  choice>  +7 

Invocation: 

<5  M  odes  of  choice>  +5 

Staff  44 
Doctrines: 
(Nihilist  Cult)  +10 
Alchemy  +6 
Administrator  +6 
Litigator  +5 
Rajanin,  native 


Special  Abilities: 

Third  eye  detects  invisible/astral  presences 
at  up  to  100  feet,  at  level  of  Necromancy. 


Equipment: 

Dark  gray  cloak,  robes,  headdress,  and 
gloves;  black  iron  death  mask;  sandals; 
ornate  belt;  iron  staff  with  death's  head; 
iron-bound  spell  book;  six  amberglassvials 
of  concoctions  in  pockets  of  cloak;  2,000 
gold  lumens  in  personal  and  state  funds. 


Your  people  are  the  strongest  of  the  Rajan  races.  Once  rulers  of  the 
southern  deserts,  you  are  now  subjects  of  the  Rajan  Empire.  The 
past  is  gone.  You  serve  the  Rajans,  and  their  dark  god,  Death,  is 
now  your  god.  So  be  it.  You  have  served  in  the  Khadun's  army.  You 
rode  into  battle  atop  your  massive  steed,  wielding  your  great  war 
axe  and  trampling  the  Rajans'  enemies.  In  Irdan,  your  axe  has  had 
other  purposes.  Here  you  serve  as  Executioner  under  the  priests  of 
the  Nihilist  Cult.  It  is  your  job  to  send  infidels  and  traitors  to  the 
next  world,  to  meet  their  fate  at  the  hands  of  the  dark  god.  Y  ou  do 
your  job  well,  and  give  them  a  clean  death.  The  priests  say  you  will 
be  rewarded  in  the  next  world.  Perhaps  they  are  right.  But  in  this 
world  you  must  serve  the  Rajans. 


Appearance: 

6'8"-7'4",  300-450+  lbs.  Dark  brown  skin,  black  hair,  blood-red 
eyes,  horn-like  protrusions  from  chin  and  forehead,  clawed  hands 
and  feet. 
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Skills: 

War  Axe  +3 
Dagger  +2 

Weapon  <choice>  +2 
M  ounted  Combat  +1 
Torture  +6 
Guard  +6 
Weaponer  +6 
Survival  +4 
Ride  +5 

Rajanin,  native 


Special  Abilities: 

N  one. 


Equipment: 

Executioner's  mask,  loincloth,  sandals,  and 
spiked  straps  (all  black  leather);  black  iron 
partial  plate  armor  for  battle;  war  axe; 
dagger;  choice  of  weapon;  shoulder  pouch; 
land  lizard  steed;  50  gold  lumens  in  silver 
pieces. 
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You  are  the  servant  of  Death.  Y  ou  are  eager  to  join 
Him,  but  you  fear  that  He  will  not  be  pleased  with  you.  You  do  not 
wish  to  suffer  at  His  hands.  That  is  why  you  kill  His  enemies.  They 
are  numerous,  and  they  are  better  armed  and  better  trained  than 
you.  You  attack  them  in  waves,  and  many  of  you  die.  The  Rajans 
have  no  concern  for  your  lives.  They  say  it  is  an  honor  to  serve 
Death,  but  if  you  don't  they  will  kill  you  anyway.  You  are  beneath 
them,  a  wretched,  mongrel  people.  Why,  then,  should  Death  have 
interest  in  you?  Your  fate  is  one  of  pain. 


Appearance: 

5'-6',  90-160  lbs.  Lined  and  creased  skin  of  dark  hue,  sparse  dark 
hair,  blood-red  eyes,  clawed  hands  and  feet. 


Skills: 

Scimitar  +2 
Dagger  +2 
Shield  +1 
Stealth  +3 
Climbing  +3 
Artificer  +3 
Deception  +4 
Survival  +4 
Ride  +3 

Rajanin,  native 


Equipment: 

Dark  gray  cloak  and  veiled  turban;  armor 
and  shield  of  land  lizard's  hide;  scimitar; 
dagger;  shoulder  pouch;  2  gold  lumens  in 
silver  pieces. 
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"  M  ay  the  breath  of  Borean  soothe  the  violence  in  your  heart." 

On  the  night  of  the  M  idnight  Suns  in  the  fourteenth  year  of  your 
life,  you  dived  through  the  broken  surface  of  Lake  Lahsa  to  claim 
the  egg  of  an  ice  dragon.  When  you  emerged  from  the  icy  waters, 
you  lifted  the  crystal  sphere  above  your  head,  and  it  shimmered 
with  the  hues  of  frost  and  fire.  You  called  upon  the  elements  to 
grow  from  the  snow  a  pillar  atop  the  altar  beside  the  lake,  and  you 
set  the  egg  at  its  pinnacle.  Then  the  Snow  Queen  herself  placed  the 
tiara  of  blue  diamonds  upon  your  brow  and  proclaimed  you  a  member 
of  the  Order  of  Borean.  You  are  a  child  of  that  North  Wind,  and 
you  listen  to  His  breath  and  instruct  your  people  in  the  observance 
of  His  ways.  Thus  are  the  M  irin  a  nation  of  peace,  despite  the  war 
that  ever  threatens  your  land.  You  build  towering  spires  of  ice  and 
surround  your  cities  with  massive  walls,  yet  you  worship  in  the 
open  spaces  of  nature,  and  respect  the  land  as  you  would  another 
living  thing.  Your  alchemists  and  artisans  are  cautious  in  their 
work,  wary  of  squandering  L'Haan's  precious  gifts.  The  fields  of 
snow  and  ice,  the  frozen  lakes,  the  ice  castles  of  your  home  -  all  are 
gifts  from  Borean,  to  be  treasured  and  protected.  That  is  the  prime 
tenet  of  your  theology  and  your  existence.  So  you  vowed  to  the 
Wind  on  that  day  without  night,  a  vow  that  He  ever  whispers  in 
your  ears. 


Appearance: 

5'8"-6'6",  110-210  lbs.  Bright  blue  skin,  hair  as  fine  and  white  as 
gossamer,  statuesque  figure. 
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Skills: 

Elemental  Magic: 
(Aquamancy;  Ice) 
<6  M  odesofchoice>+4 
Invocation: 

<4  M  odesof  choice>  +2 

Doctrines  (Borean)  +6 

Oratory  +3 

Elder  Tongue,  native 


Special  Abilities: 

Immunity  to  cold  (after  several  weeks  in 
temperate  regions,  Mirin  lose  this 
immunity  and  their  skin  fades  to  crystal 
white;  both  effects  are  reversible); 
M  elding. 


Equipment: 

Cloak,  robes,  and  boots  of  frostwere  hide; 
blue  diamond  tiara;  adamant-bound  spell 
book;  adamant  and  blue  diamond  wand; 
no  wealth  -  the  Order  of  Borean  provides 
for  any  expenses. 


IDIRID  TCJDPRfl  y^OGT 


"  I  have  spent  my  life  battling  monstrous  giants  of  animate  ice.  You 
will  find  that  I  am  not  so  easily  dissuaded." 

From  the  icy  watchtowers  of  L'lal,  you  can  see  as  far  as  Narandu. 
Slow-moving,  unpredictable  in  their  path  there  the  Ice  Giants  roam. 
When  they  come  eastward  alone  or  in  small  groups,  they  are  easy 
to  destroy,  and  they  rarely  survive  past  the  range  of  the  catapults. 
It  is  the  sight  of  them  in  mass  that  you  watch  for,  the  glacial  wave 
that  brings  the  threat  of  war  and  tells  something  of  their  King's 
guiding  mind.  Y  ou  do  not  wait  idly  against  this  threat.  Your  schooners 
patrol  the  Sea  of  Ice  on  adamant  runners,  searching  for  signs  of  the 
invaders.  Your  war  sleds,  drawn  by  loyal  snowmanes,  venture  across 
the  plains  of  snow.  You  scout  in  small  units  for  the  lairs  of  your 
enemy,  seeking  their  reserves  of  food  and  blue  diamonds.  Someday, 
you  hope,  you  will  find  the  castle  of  the  Ice  King  himself  and  bring 
peace  to  your  land.  Despite  the  discomfort  of  warmer  climes,  some 
of  your  people  travel  as  emissaries  to  distant  places,  seeking  to  sell 
their  skills  as  mercenaries  or  forge  alliances  with  other  nations. 
Their  bodies  thaw  and  their  skin  fades  to  white,  and  some  join 
spirits  with  those  they  meet  along  the  way.  When  they  return  to 
L'Haan,  sometimes  they  bring  foreigners  who  offer  to  fight  beside 
you.  Y  et  even  if  you  must  fight  alone,  you  will  defend  your  Queen 
and  your  people. 


Appearance: 

5'8"-6'6",  110-210  lbs.  Bright  blue  skin,  hair  as  fine  and  white  as 
gossamer,  statuesque  figure. 
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Skills: 

Broadsword  +4 
Light  Crossbow  +4 
Weapon  <choice>  +3 
Shield  +3 
Evade  +5 

M  ounted  Combat  +3 
Tactics  +3 
Scout  +3 
Tracking  +2 
Climbing  +3 
Survival  +3 
Pilot: 

(Ice  schooner,  War  sled) 
+3 

Guard  +3 
Ride  +3 

Elder  Tongue,  native 
High  Talislan,  basic 


Special  Abilities: 

Immunity  to  cold  (after  several  weeks  in 
temperate  regions,  they  lose  this 
immunity  and  their  skin  fades  to  crystal 
white;  the  effects  are  reversible);  M  elding. 


Equipment: 

Partial  plate  armor,  helm,  shield  (all  of 
adamant);  fine  silk  or  linen 
undergarments;  frostwere  hide  cape;  +1 
adamant  broadsword;  light  crossbow; 
quiver  of  20  bolts  with  incendiary  coating; 
choice  of  weapon;  shoulder  pouch; 
snowmane  steed;  if  based  in  L'Haan,  may 
have  access  to  ice  schooners  and  war  sleds; 
100  gold  lumens  in  L'Haan  adamants. 
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It  is  your  craft,  above  all  others,  that  has  sustained  your  people. 
Your  solvents  dissolve  the  stone  that  laces  quarries  of  blue  diamonds 
and  silver;  your  neutralizing  powders  preserve  the  meat  of 
ogriphants.  And  the  adamant  you  forge  is  the  secret  of  your 
civilization.  Iron  and  bronze  grow  brittle  beneath  the  breath  of 
your  God.  Y  et  with  adamant,  you  can  mine  the  glaciers  to  build 
cities  from  blocks  of  ice;  you  can  cross  the  frozen  lakes  on  ice 
schooners  and  barges;  your  warriors  can  defend  L'Haan  against  the 
tireless  Ice  Giants.  These  are  humbling  thoughts,  and  you  give 
praise  to  Borean  for  the  gifts  that  have  allowed  you  to  meld  your 
spirit  and  intellect  with  His  natural  power.  By  His  graces  the  spires 
of  Rhin  shall  always  stand. 


Appearance: 

5'8"-6'6",  110-210  lbs.  Bright  blue  skin,  hair  as  fine  and  white  as 
gossamer,  statuesque  figure. 
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Skills: 

Alchemy  +5 
Weapon  <choice>  +1 
Artificer  +7 
Merchant  +5 
Elder  Tongue,  native 

Plus  one  of: 
Weaponer  +8 
Armorer  +8 
Artisan  +8 
Healer  +6 


Special  Abilities: 

Immunity  to  cold  (after  several  weeks  in 
temperate  regions,  Mirin  lose  this 
immunity  and  their  skin  fades  to  crystal 
white;  both  effects  are  reversible); 
M  elding. 


Equipment: 

Cloak,  robes,  headdress,  and  boots  of 
frostwere  hide;  alchemical  apparatus; 
assorted  concoctions  in  amberglass  vials; 
choice  of  one  adamant  weapon;  satchel; 
100  gold  lumens  in  L'Haan  adamants. 


Borean  is  not  to  be  obeyed.  Y  our  cousins  are  fools,  deceived  by  the 
whisperings  of  that  wind.  He  did  not  provide  your  race  with  your 
immunity  to  the  cold  of  L'Haan;  if  he  had,  the  Rasmirins  would 
long  since  have  frozen  and  perished.  Borean  wishes  to  rule;  he 
wishes  to  control  the  M  irin,  control  all  of  the  living,  force  all  to 
adhere  to  his  rigid  law.  For  he  fears  the  living.  He  fears  that  they 
will  strip  from  him  and  his  brethren  their  power.  Aberon  has  taught 
you  to  ignore  these  false  words,  to  take  whatever  you  need  from 
the  elements,  from  nature.  All  law  is  false.  All  law  is  the  tool  of 
those  desperate  to  retain  their  status.  Law  is  an  enemy  that  you 
shall  destroy. 


Skills: 

Invocation: 

<4  M  odes  of  choice>  +2 
Witchcraft: 

<4  M  odes  of  choice>  +2 

Staff  +3 
Dagger  +2 

Doctrines  (Demonology) 
+5 

Deception  +6 
Stealth  +5 

Trade  Skill  <choice>  44 
Elder  Tongue,  native 
Sign,  native 


Appearance: 

5'8"-6'6",  110-210  lbs.  Bright  blue  skin,  hair  as  fine  and  white  as 
gossamer,  statuesque  figure,  features  painted  with  cult  markings. 


Special  Abilities: 

Immunity  to  cold  (after  several  weeks  in 
temperate  regions,  Rasmirin  lose  this 
immunity  and  their  skin  fades  to  crystal 
white;  both  effects  are  reversible). 


Equipment: 

Cloak,  headdress,  and  boots  of  frostwere 
hide;  partial  adamant  chain  and  hide 
armor;  adamant  mail  gauntlets;  adamant- 
shod  staff;  adamant  dagger;  spell  book; 
belt  pouch;  250  gold  lumens  in  blue 
diamonds,  ivory,  and  hides. 
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There  is  little  that  you  don't  know  of  the  Sinking  Land.  The 
quagmires,  mud-currents,  sink-holes,  the  underground  lairs  of  fierce 
land  kra;  lost  treasures  sunken  in  the  mud,  beds  of  edible  tubers, 
pools  of  clear  water  -  you  know  them  all,  and  have  traded  this 
knowledge  with  others  of  your  species.  Sometimes  outsiders  come 
to  your  home  from  distant  lands.  You  watch  them  from  below, 
listening  to  their  words  and  observing  their  customs.  If  they  are 
intelligent  you  come  forth  to  exchange  news,  and  perhaps  a  bit  of 
gossip.  If  they  are  intriguing  you  may  accompany  them  for  a  time, 
serving  as  their  guide  and  companion.  In  return,  they  will  give  you 
knowledge. 


Appearance: 

3'-4'  in  diameter,  100-200  lbs.  Mollusk,  spiraling  shell  of  glistening 
calcinate,  3'+  eye-mouth  stalk,  fin. 
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Skills: 

Linguistics  +3 
Cultures  +3 
History  +2 
Oratory  +6 
Song  +5 
Guide +3 
Stealth  44 
Survival  +3 
Swim  +10 

Low  Talislan,  native 
High  Talislan,  native 


Special  Abilities: 

Travel  in  mud  or  water  at  SPD  +2;  shell 
provides  PR  7  and  +4  resistance  to  magic; 
withdraw  into  shell  at  SPD  +6;  +5  to 
Stealth  in  mud;  create  cave-ins/pit-falls 
at  Swim  ability;  sonar-like  navigation. 


Equipment: 

None;  no  wealth  -  snipes 
information  above  all  else. 


value 
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"To  ride  upon  the  winds,  to  hunt  with  two-pronged  spear  and  claw 
-  that  is  pleasure." 

Your  hunting-cry  incites  fear  among  the  predators  of  forest  and 
plains.  Exomorph  and  Beastman  alike  panic  at  the  sound  and  rush 
to  find  cover,  but  by  then,  they  are  too  late.  Your  prey  is  in  the 
grasp  of  your  talons  or  impaled  on  the  prongs  of  your  duar.  Y  ou 
bear  the  quarry  back  to  your  eyrie  atop  the  tallest  and  most  ancient 
of  span-oaks.  Your  hatchlings  await  you  with  gaping  beaks  and  tear 
at  the  meal  you  bring  to  them.  They  will  grow  to  be  strong  and 
swift  -  true  predators,  true  Gryphs.  One  may  earn  the  title  of 
chieftain,  guiding  your  clan  and  representing  it  at  the  Great  Council 
Eyrie  at  the  center  of  Dhar.  One  may  learn  the  chants  of  the 
keepers-of-the-past,  advising  the  chieftain  and  schooling  the  young. 
One  may  be  led  by  the  tales  of  avir  to  visit  other  lands,  returning 
with  news  from  across  the  continent.  All  will  revel  in  the  freedom 
of  the  open  sky,  recoil  at  any  master  and  all  restraints.  All  will 
guard  well  against  every  threat,  against  the  Stryx,  bearers  of  plague, 
against  the  frigid  giants  who  bring  forever-winter.  The  full  flight  of 
your  clans  will  cast  a  great  shadow  over  your  enemies,  and  they  will 
learn  terror  before  you  send  them  to  the  Creator. 


Appearance: 

6'  10-7' 2",  220-280  lbs.  Covered  with  brilliant  red  and  orange 
feathery  down,  hawk-like  visage,  piercing  eyes,  24+  foot  wingspan, 
lean  and  muscular  physique. 
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Skills: 

Duar  +4 

Heavy  Crossbow  +4 
Brawling  +3 
Aerial  Combat  +4 
Scout  +5 
Survival  +3 
Avian,  native 
Low  Talislan,  fluent 

Plus  one  of: 
Healer  +5 
History  +5 
Artificer  +3 
Weaponer  +3 


Special  Abilities: 

Flight  with  SPD  +8;  converse  with  all 
avian  species;  superior  vision  (see  precise 
details  at  ranges  of  up  to  one  mile);  talons 
inflict  DR  3  +  STR. 


Equipment: 

Loincloth  and  bracers  of  exomorph  hide; 
shoulder  pouch;  duar  (two-pronged  spear); 
heavy  crossbow;  quiver  of  ten  sharp 
quarrels  and  ten  blunt  quarrels;  50  gold 
lumens  in  precious  stones. 
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"  Destiny  drives  us  along  this  path.  Perhaps  our  future  incarnations 
will  benefit  from  the  mistakes  we  made  today." 

Y  ou  are  a  Druas,  a  "Seeker"  to  the  outsiders  you  travel  among.  Y  ou 
learn  much  from  these  others,  even  if  they  will  never  understand 
your  own  ways.  To  them,  you  are  too  quiet,  too  dark,  too  different. 
M  ost  avoid  looking  into  your  eyes,  clutching  at  charms  and  amulets 
for  protection.  This  does  not  disturb  you.  They  are  young  souls 
who  still  have  much  to  learn.  Your  people  are  the  oldest  of  all  the 
Talislantan  races.  You  commune  with  the  spirits  of  the  elements 
and  turn  your  vision  towards  emanations  of  the  past.  The  others 
see  you  speak  with  grass  and  stone  and  think  it  is  witchcraft.  You 
communicate  with  other  Ariane  by  attuning  yourself  to  their  tamar, 
and  know  that  language  is  but  one  of  many  tools;  the  others  see  you 
caressing  violet  stones  and  need  to  choose  for  you  a  name,  as  if  you 
could  not  exist  without  one.  You  follow  strictly  the  teachings  of 
Transascendancy  and  never  utter  an  untruth.  You  return  every 
seventh  year  to  your  home,  to  add  the  experiences  you've  gathered 
to  the  great  tamar  at  the  center  of  A Itan.  When  you  pass  from  this 
existence,  that  part  of  you  will  remain  among  your  people's  heritage, 
awaiting  your  soul's  return  to  continue  your  journey  along  the  river 
of  time. 


Appearance: 

5'8"-6'2",  100-180  lbs.  Onyx-black  skin,  snowy-white  hair,  silver- 
gray  eyes,  slender  build,  graceful  and  serene  appearance. 
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Skills: 

M  ysticism: 

<5  M  odes  of  choice>  +3 
Natural  M  agic: 
<5  M  odes  of  choice>  +3 

Ariane  M ace  +2 
Ariane  Bow  +2 
Doctrines 
(Transascendancy)  +5 
Mounted  Combat  +2 
Evade  +5 
Meditation  +5 
Tracking  +3 
Herb  Lore  +3 
Healer  +3 
Cultures  +3 
Ride  +4 

Elder  Tongue,  native 
Archaen,  native 
Low  Talislan,  fluent 


Special  Abilities: 

Immunity  to  spells  of  influence  or 
control;  night  vision;  Commune  with 
Nature  (range  of  ten  feet,  requires 
meditative  state). 


Equipment: 

Cloak,  flowing  garments,  high  boots,  and 
headband  (all  of  spinifax);  pouch  (herbs); 
shoulder  pack;  Ariane  mace;  Ariane  bow; 
quiver  or  twenty  Ariane  blunt  arrows; 
tamar;  spell  book;  silvermane  steed;  50 
gold  lumens  in  assorted  currencies. 


This  is  but  one  of  many  incarnations  of  your  soul.  The  body  is 
unimportant;  of  necessity,  it  must  grow  old  and  eventually  cease  to 
function.  The  spirit  that  animates  it  will  live  on,  traveling  the 
waters  of  time  until  it  finds  itself  within  a  new  vessel.  It  does  not 
usually  remember  its  past  experiences,  but  the  wisdom  it  has 
accumulated  remains,  beneath  consciousness.  Your  people  practice 
Transascendancy  in  order  to  access  this  wisdom.  The  Elders  of  the 
Ariane  have  mastered  these  techniques,  and  the  memories  of  their 
past  lives  have  risen  to  the  surface  of  their  minds.  They  aid  you  in 
reaching  this  plain  of  existence.  They  teach  you  to  attune  yourself 
to  the  entirety  of  the  universe.  You  may  not  succeed  within  this 
lifetime.  That  matters  not. 


Appearance: 

5'8"-6'2",  100-180  lbs.  Onyx-black  skin,  snowy-white  hair,  silver- 
gray  eyes,  slender  build,  graceful  and  serene  appearance. 


01(0 

sTr  dfx 

col?  Wd 


p£r  cTTa 
wTi?  uTt 


0  ©  G\ 

CR       HP  MR 


Skills: 

M  ysticism: 

<7  M  odes  of  choice>+4 

Natural  M  agic: 

<7  M  odes  of  choice>+4 

Ariane  M ace  +1 
Doctrines: 

(Transascendancy)  +8 
Meditation  +8 
Herb  Lore  +5 
Healer  +5 

Trade  Skill  <choice>  +6 
Elder  Tongue,  native 
Archaen,  native 
Low  Talislan,  fluent 


Special  Abilities: 

Immunity  to  spells  of  influence  or 
control;  night  vision;  Commune  with 
Nature  (range  of  ten  feet,  requires 
meditative  state). 


Equipment: 

Cloak,  flowing  garments,  high  boots,  and 
headband  (all  of  spinifax);  pouch  (with 
herbs);  shoulder  pack;  Ariane  mace; 
tamar;  spell  book;  no  wealth. 
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"  I  can  feel  your  hate  for  me.  That  is  good.  Your  death  will  remind 
me  of  my  home." 

Your  mother  taught  you  to  betray  your  elders.  Among  your  kind,  it 
is  the  only  way  to  gain  rank.  You  started  out  well,  taking  command 
of  your  squad  while  still  a  young  warrior.  But  when  you  tried  to  kill 
your  warlord,  his  shaman  caught  you.  Rather  than  face  the  iron  orb 
or  a  grisly  death  by  trolling,  you  fled  your  clan.  Now  they  are  your 
enemies.  If  they  find  you,  they  will  kill  you.  But  not  if  you  kill 
them  first.  M  aybe  you  will  hire-on  with  one  of  the  other  two  clans. 
There  is  much  you  could  tell  them  about  your  old  clan.  But  they 
know  you're  a  renegade,  and  you  can  feel  them  watch  you  through 
narrowed  eyes.  The  outside  world  is  better  in  many  ways,  or  at  least 
safer.  The  other  races  are  smaller  and  weaker  than  you.  They  can't 
read  emotions.  They  hate  you  and  fear  you,  but  they  will  pay  gold 
for  someone  of  your  strength  and  brutality.  Y  ou've  fought  as  a 
mercenary  in  several  small  wars,  wresting  command  when  possible. 
You've  guarded  caravans  until  it  was  worth  siding  with  the  bandits. 
And  you've  been  a  criminal  yourself,  riding  with  the  Za  and 
sometimes  operating  alone.  It's  good  that  your  employers  never 
ask  for  references.  Most  of  yours  are  dead.  At  times,  you  enjoy 
having  companions  to  brag  with,  and  it  can  be  useful  to  have  allies. 
But  if  there's  to  be  a  leader  in  your  group,  you'll  make  sure  you're 
it.  Someday,  you'll  return  to  Urag  to  begin  your  climb  again,  maybe 
become  an  Ur-King.  In  the  meantime,  there  are  many  enemies  to 
kill. 


Appearance: 

7'-8',  500-600+  lbs.  Yellow-green  leathery  hide,  deep-set  black 
eyes  with  white  pupils,  furrowed  brow,  pointed  ears,  bestial  features, 
curved  fangs,  double  or  triple  topknots  in  rings  of  black  iron. 
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Skills: 

UrClub  +4 
War  Axe  +4 
Dagger  +3 
Brawling  44 
M  ounted  Combat  +1 
Command  44 
Engineer  (Siege)  44 
Coerce  +2 
Underworld  +5 
Ride  +5 

Northron,  native 
Low  Talislan,  basic 


Special  Abilities: 

Night  vision;  read  emotions  at  PER  46  at 
range  of  up  to  twenty  feet. 


Equipment: 

Spiked  black  iron  partial  plate  with  bracers 
and  arm  bands;  loincloth,  cloak,  and  boots 
of  yaksha  hide;  necklace  of  teeth;  Ur  club 
(made  from  a  yaksha  paw);  stone  war  axe; 
stone  dagger;  pouch;  if  based  in  Urag,  may 
have  ogriphant  steed  and  access  to  siege 
engines;  80  gold  lumens  in  assorted 
currencies,  gemstones,  and  other  plunder. 
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Your  people  are  warriors  and  conquerors.  Y ou  hunted  the  wild  beasts 
of  Urag,  and  killed  them  all  for  food  and  hide  and  horn.  You  cut 
dow  n  the  forests  f  or  f  uel  and  bui  1 1  mi  ghty  si  ege  engi  nes.  You  ensl  aved 
the  Darklings  and  made  them  your  subjects;  your  power  made  the 
Stryx  your  allies.  Yes,  the  three  Ur-Kings  are  rivals,  and  each 
covets  the  other's  territories.  That  is  the  way  of  the  Ur:  we  take 
what  we  want.  But  the  Ice  Giants  draw  closer  every  day.  Food  and 
fuel  grow  scarce.  Soon  your  people  must  conquer  new  lands.  Soon. 


Appearance: 

7'-8',  500-6004  lbs.  Yellow-green  leathery  hide,  deep-set  black 
eyes  with  white  pupils,  furrowed  brow,  pointed  ears,  bestial  features, 
curved  fangs,  double  or  triple  topknots  restrained  with  rings  of 
black  iron. 
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Skills: 

UrClub  44 
War  Axe  44 
Dagger  43 
Brawling  44 
M  ounted  Combat  41 
Command  45 
Tactics  44 
Engineer  (Siege)  45 
Coerce  +2 
Ride  45 

Northron,  native 
Low  Talislan,  basic 


Special  Abilities: 

Night  vision;  read  emotions  at  PER  46  at 
range  of  up  to  twenty  feet. 


Equipment: 

Spiked  black  iron  partial  plate  armor  with 
bracers  and  arm  bands;  loincloth,  cloak, 
and  boots  of  yaksha  hide;  necklace  of 
teeth;  Ur  club  (made  from  a  yaksha  paw); 
stone  war  axe;  stone  dagger;  pouch;  may 
have  orgiphant  steed  and  access  to  siege 
engines;  50  gold  lumens  in  assorted 
currencies,  gemstones,  and  other  plunder. 
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The  idol  called  to  you  when  you  were  still  a  child.  Y  ou  left  your  clan 
to  find  it,  traveling  half-way  across  Urag  until  you  could  bow  before 
the  stone  form  of  your  god.  It  spoke  to  you  and  told  you  strange 
secrets,  and  then  it  sent  you  to  rejoin  your  clan.  You  will  not 
become  a  warlord;  no  shaman  may  ever  claim  that  rank.  You  act  as 
advisor  to  your  commander.  You  aid  him  in  war  with  your 
concoctions.  You  guard  him  against  the  poison  of  his  enemies.  He 
knows  you  may  be  plotting  against  him,  allying  yourself  with  one 
who  is  stronger,  with  one  you  will  help  to  take  his  place.  After  all, 
you  once  did  the  same  for  him. 


Appearance: 

7'-8',  500-600+  lbs.  Yellow-green  leathery  hide,  deep-set  black 
eyes  with  white  pupils,  furrowed  brow,  pointed  ears,  bestial  features, 
curved  fangs,  double  or  triple  topknots  restrained  with  rings  of 
black  iron. 
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Skills: 

Shamanism: 
<3  M  odes  of  choice>  +2 
War  Axe  +2 
Dagger  +3 
Brawling  +2 
Alchemy  44 
Doctrines  (Idolatry)  +5 
Deception  +4 
Artificer  (Icons)  +4 
Healer  +2 
Coerce  +2 
Northron,  native 
Low  Talislan,  basic 


Special  Abilities: 

Night  vision;  read  emotions  at  PER  +6  at 
range  of  up  to  twenty  feet. 


Equipment: 

Loincloth,  vest  (females),  cloak,  and  boots 
of  yaksha  hide;  necklace  of  teeth;  stone 
war  axe;  stone  dagger;  belt  pouch;  icon  of 
three-eyed  stone  idol;  five  vials  of 
concoctions;  primitive  alchemical 
apparatus;  100  gold  lumens  in  assorted 
currencies,  gemstones,  and  other  plunder. 
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The  scent  of  rotting  meat  is  the  most  pleasurable  of  sensations. 
Sweet  and  rich,  it  fills  the  air  of  your  cliff-side  caves.  It  is  the  smell 
of  death,  and  for  your  people,  sustenance.  Y  our  senses  are  attuned 
to  it;  when  airborne,  you  can  smell  it  from  afar.  What  is  death  to 
other  creatures  means  life  to  you  and  your  kind.  That  is  why  you 
serve  the  Ur  in  their  battles,  scouting  their  enemies  and  attacking 
from  the  sky.  The  Ur  are  suitable  allies:  they  do  not  eat  carrion, 
nor  do  they  care  about  your  customs.  Most  important,  they  never 
tire  of  killing.  With  them  as  your  allies,  you  and  your  people  will 
never  go  hungry. 


Appearance: 

5'10"-6'2",  140-180  lbs.  Covered  with  dark  gray  or  black  feathers, 
20+ foot  wingspan,  clawed  talons,  horns,  misshapen  vulture-like 
features,  hunchbacked  or  stoop-shouldered  physique. 
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Skills: 

Pole-hook  +3 
Spear  +2 
Dagger  +1 
Brawling  +2 
Aerial  Combat  +3 
Scout  +4 
Survival  +5 
Coerce  +3 
Weaponer  +4 
Northron,  native 


Special  Abilities: 

Flight  at  SPD  +6;  night  vision,  vision  at 
PER  -2  in  daylight;  detect  carrion  by  scent 
at  range  of  five  miles;  talons  inflict  DR  2 
+STR. 


Equipment: 

Animal-hide  loincloth;  torso  harness  of 
leather;  black  iron  bracers;  necklace  of 
uncut  semi-precious  stones;  pole-hook; 
spear;  dagger;  pouch;  25  gold  lumens  in 
coins,  gemstones,  and  miscellaneous 
baubles. 


Carrion  is  a  gift  to  your  people  from  Taryx,  Scavenger  of  Souls. 
Y  ou  pray  to  H  im  through  chants  and  sacrifice;  you  divine  H  is  words 
in  the  blood,  entrails,  and  bones  of  the  dead.  He  has  blessed  you 
with  the  Ur  as  neighbors,  and  He  provides  for  you  through  their 
warfare.  Outsiders  revile  you.  That  is  most  pleasing,  for  you  would 
not  wish  to  feed  upon  those  you  consider  friends.  Your  people  have 
never  known  such  affection.  Taryx  has  blessed  you  in  this  manner. 
Through  His  will,  all  among  the  living  will  sustain  you  upon  their 
deaths. 


Appearance: 

5'10"-6'2",  140-180  lbs.  Covered  with  dark  gray  or  black  feathers, 
20+ foot  wingspan,  clawed  talons,  horns,  misshapen  vulture-like 
features,  hunchbacked  or  stoop-shouldered  physique. 
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Skills: 

Necromancy: 

<3  M  odes  of  choice>  +2 

Dagger  +2 
Brawling  +2 
Aerial  Combat  +3 
Survival  +5 
Coerce  +5 
Torture  +5 
M  usic  +3 
Artificer  +4 
Northron,  native 


Special  Abilities: 

Flight  at  SPD  +5;  night  vision,  vision  at 
PER  -2  in  daylight;  detect  carrion  by  scent 
at  range  of  five  miles;  talons  inflict  DR  2 
+STR. 


Equipment: 

Animal-hide  loincloth;  torso  harness  of  leather; 
black  iron  bracers;  necklace  of  uncut  semi- 
precious stones;  dagger;  pouch;  scroll  of  spells 
(animal  hide  with  bone  case);  drum  of  wood 
and  skin;  100  gold  lumens  in  coins,  gemstones, 
and  miscellaneous  baubles. 


The  Ur  beat  you  when  you  lie.  You  learn  to  tell  better  lies,  so  that 
they  will  not  beat  you  as  often.  The  Ur  keep  you  in  wooden  pens. 
They  force  you  to  mine  for  iron  and  cut  timber.  They  send  you  to 
into  battle  at  the  head  of  their  armies,  like  fodder.  You  think  about 
escaping,  about  hiding  beneath  the  ground.  But  the  Ur  would  drive 
you  out  with  their  choking  gasses.  So  you  fight  from  the  darkness, 
lag  behind  the  others,  tell  your  masters  that  you  are  a  great  thief  or 
spy,  hoping  just  to  survive.  Y  ou  pray  to  the  god  Sham  for  your 
tongue  to  be  blessed  with  cunning.  It  will  require  practice,  but  you 
can  endure  the  beatings. 


Appearance: 

4'-5',  90-130  lbs.  Soot-gray  skin  or  black  skin,  large  pointed  ears, 
sharp  fangs,  distorted  features,  sinuous  tail,  wiry  build. 
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Skills: 

Knife  44 
Spear  +2 
Dagger  +2 
Sling  +2 
Evade  +4 
Stealth  +6 
Deception  47 
Legerdemain  44 
Laborer  +3 
Torture  4-3 
Northron,  native 


Special  Abilities: 

Sense  living  creatures  by  scent  at  range 
of  100  feet;  +2  to  Stealth  in  darkness; 
night  vision,  vision  at  PER  -3  in  daylight; 
fangs  inflict  DR  1. 


Equipment: 

Rag  loincloth;  chest-band  (females); 
ornamentation  of  discarded  metal  and 
slag;  knife;  spear  or  dagger;  sling;  shoulder 
pouch  with  two  dozen  stones;  belt  pouch; 
6  gold  lumens  in  coins  and  miscellaneous 
baubles. 
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It  is  your  role  to  observe  and  record.  Y  ou  are  one  of  the  twelve,  all 
who  remain  of  your  order.  You  have  lived  a  great  many  years,  and 
your  magics  will  sustain  you  for  centuries  to  come.  For  there  must 
be  someone  to  watch,  someone  to  understand,  someone  to  remember. 
Without  this,  all  life  on  Talislanta  would  be  ephemeral,  all  history 
lost  in  the  dust  of  time.  When  Xanadas  returns,  he  will  see  the 
chronicles  and  know  that  you  and  his  other  followers  have  remained 
faithful  in  his  absence.  Perhaps  then  you  will  be  afforded  the 
opportunity  to  rest.  Until  that  time,  you  will  continue  to  fill  your 
tomes,  recording  all  that  transpires  throughout  Talislanta.  So  you 
have  sworn  to  Xanadas.  You  will  not  betray  his  trust. 


Appearance: 

5'6"-6',  90-170  lbs.  Wrinkled  golden  skin,  long  white  hair  and 
beard  (males),  almond-shaped  eyes,  stooped  and  slender  build,  visibly 
ancient. 


Skills: 

Cryptomancy: 
<AII  Modes>+16 
M  ysticism: 
<AII  Modes>+16 
Natural  M  agic: 
<AII  Modes>+16 

History  +30 
Cultures  +25 
Linguistics  +15 
M  editation  +15 
Scholar  Skills: 
<3  of  choice>  +15 
Trade  Skills: 
<2  of  choice>  +10 
Quan,  native 
High  Talislan,  native 
Archaen,  native 


Equipment: 

Silver  and  black  robes;  cap  and  long  cloak 
decorated  with  arcane  symbols;  spell 
book;  massive  leather-bound  tome; 
amberglass  inkwell;  quill  pens;  blue 
diamond  scrying  sphere;  no  wealth. 
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Each  day  is  cause  for  celebration.  Flower-days  for  every  blossom, 
feasts  of  joy  and  sun-song  dances,  planting  time  and  seedling  harvest, 
sashesh  hunts  and  lustral  rites.  The  celebrations  are  a  part  of  nature, 
of  the  forest,  as  much  as  your  people,  as  much  as  the  cibants  you 
tame  and  ride.  As  much  as  the  melody  of  wind  through  the  tinsel- 
trees,  the  dizzying  visions  of  sashesh,  the  sweet  exchange  of  pollen. 
This  is  as  nature  intended,  and  perhaps  it  is  part  of  the  Kagan's 
grand  design,  as  well.  Either  way,  you  will  partake  of  all  that  nature 
has  to  offer,  and  revel  in  its  splendor. 


Appearance: 

6'6"-7',  150-175  lbs.  Grass-like  skin,  elongated  cranium,  mane  of 
yellow-green  leaves,  gangly  build. 


sTr  dFx 


pFr  at, A 


©  ©  © 

CR       ifP  MR 


Skills: 

Artificer  42 
M  usic  +3 
Art  +3 
Dance  +3 

Alchemy  (Narcotics)  44 
Stealth  +2 
Ride  +3 

Language  of  Plants, 
native 
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Special  Abilities: 

Speak  with  plants;  natural  camouflage  (+8 
to  Stealth  in  woodlands). 


Equipment: 

Loincloth  of  woven  grass;  bracelets  and 
necklaces  of  woven  vines;  garlands  of 
blossoms  (females);  various  tools; 
instruments  (bel  If  lowers,  wind  chimes, 
grass  flute);  gourd  of  pollen  and  plant- 
dyes;  cibant  steed;  no  wealth  -  Verdir  have 
no  concept  of  barter  or  currency. 


"You  speak  of  honor.  You  can  sustain  such  ideas,  for  you  are  rich 
with  water  and  food.  In  the  Barrens,  survival  is  more  important 
than  ideas." 

Among  your  tribe,  everything  has  a  structure  to  be  obeyed  without 
question.  Life  in  the  Barrens  is  harsh,  and  your  people  have  learned 
well  how  to  survive;  the  rules  by  which  you  live  have  practical 
purpose.  Outsiders  may  mock  you,  but  you  endure  their  ignorance, 
for  there  is  much  else  to  gain  from  them.  In  your  years  abroad,  you 
have  acted  as  scout  and  guide  through  the  Wilderlands.  You  have 
hunted  beasts  and  men;  your  employers,  like  your  tribe,  do  not  care 
how  you  achieve  the  kill.  You  have  guarded  towers  and  caravans; 
each  night,  you  lay  in  wait  to  ambush  intruders.  The  Naz  has 
instructed  you  to  return  each  year  with  honest  merchants  who  wish 
to  trade  for  salt  crystals.  You  bring  sustenance  to  your  tribe,  and 
you  gain  as  much  status  as  if  you  had  killed  countless  trespassers, 
come  unbidden  to  steal  your  tribe's  water.  Some  foreigners  have 
attempted  to  learn  your  etiquette,  and  among  them  are  those  you 
call  friends.  None  are  as  practical  as  a  Danelek,  and  they  live  by 
ideals  that  your  people  cannot  afford.  When  you  kill  from  the 
shadows  to  protect  them,  they  will  understand. 


Appearance: 

5'8"-6'2",  100-200  lbs.  Glossy  black  skin,  stark  white  hair  worn 
long  dreadlocks. 
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Skills: 

War  Flail  +2 
War  Axe  +2 
Short  Bow  +2 
Dagger  +3 

Mounted  Combat  +2 
Stealth  44 
Tracking  +3 
Survival  44 

M  iner  (salt  crystals)  44 

Artificer  +4 

Guard  44 

Guide +5 

Ride  44 

Weaponer  42 

Low  Talislan,  native 

Sign,  native 


Special  Abilities: 

N  one. 


Equipment: 

Loincloth;  brief  halter  (females);  sandals; 
leg  and  arm  wrappings  of  land  lizard  hide; 
various  ornaments  from  hunted  quarry; 
war  flail;  war  axe;  dagger;  short  bow;  quiver 
with  20  arrows;  shoulder  pouch;  land  lizard 
steed  with  supply  bags;  30  gold  lumens  in 
salt  crystals,  land  lizard  hides,  and  assorted 
currencies. 
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"All  sound  is  music  and  light.  See  there,  the  subtle  colors  -  it  is  the 
sound  of  the  wind  blowing  across  the  plains." 

The  M  aestros  taught  you  that  the  music  comes  first.  It  is  this  that 
matters  most  to  your  people,  and  the  only  thing  that  matters  to 
your  employers  and  your  audience.  When  you  speak  with  outsiders, 
you  converse  quietly,  and  watch  carefully  the  sound  of  their  voices. 
In  the  color  and  shape  of  their  words,  you  read  their  emotions  and 
their  honesty,  useful  for  negotiating  contracts  and  other  agreements. 
You  enjoy  the  simple  life  of  the  traveling  troupe,  and  are  most 
comfortable  around  other  Bodor;  among  them  you  can  use  your 
own  beautiful  language.  Besides,  without  others  of  your  clan,  you 
can't  perform  on  the  four-player  bellows-pipes.  Yet  a  part  of  you 
craves  adventure,  and  you  occasionally  bring  your  tambour  and 
glass  flute  to  join  the  company  of  outsiders.  From  the  events  in 
their  lives,  you  compose  music  that  will  be  their  legacy  and  yours. 
They  train  you  in  martial  skills,  but  you  find  that  it's  usually  wise  to 
remain  unobtrusive.  It's  in  calmer  moments  that  your  skills  are  of 
value,  and  the  outsiders  forgive  you  your  limitations.  When  your 
bones  begin  to  ache,  you  will  retire  to  start  a  family.  Your  clan  will 
carry  your  compositions  across  Talislanta.  Only  then  will  you  be 
noticed. 


Appearance: 

5'-5'6",  180-240+  lbs.  Amber  skin,  round-faced,  portly  build,  large 
pointed  ears. 
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Skills: 

Weapon  <choice>  +2 
M  usic  +7 
Diplomacy  +6 
Merchant  +5 
Bribe  +3 
Evade  +2 

Artificer  (Instruments) 
+4 

Cultures  +2 
History  +2 
Survival  +2 
Ride  +2 

Bodorian,  native 
Low  Talislan,  fluent 
High  Talislan,  fluent 
Thaecian,  fluent 
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Centuries  ago,  you  hailed  from  a  kingdom  as  wealthy  as  Hadj  is 
today.  But  that  is  the  past,  and  it  holds  the  bitter  lessons  that 
Orgovian  children  learn  well:  do  not  put  your  trust  in  kingdoms, 
nor  alliances,  nor  money.  Your  people  are  nomads  now,  and  you 
travel  the  continent  dealing  in  the  rarest  of  goods  -  flawless  malachite 
and  sard,  amberglass  flasks  of  vintage  aquavit,  M  irin  swords  etched 
with  adamant.  Like  your  loper  steed,  you  trust  most  others  only  so 
far  as  your  prod-hook  can  reach.  Trust  is  a  commodity  as  well,  and 
you  must  be  given  a  share  before  you  will  agree  to  give  yours  in 
return.  To  those  who  betray  you,  however,  you  will  gladly  grant  a 
swift  death. 


Appearance: 

5'4"-6',  90-160  lbs.  Dusky  orange  skin,  protruding  chin,  squinty 
eyes,  slits  for  nostrils,  lean  and  wiry  build. 


sTl^  rjFx 

42H0 

CON  sp"b 


p£r  cff  a 
wTl  Stt 


0  0  0 

CR        HP  MR 


Skills: 

Star-Thrower  +3 
Prod-Hook  +3 
Weapon  <choice>  +2 
M  ounted  Combat  +3 
Guard  44 

Merchant  (Barter  only) 
+9 

Survival  +6 
Appraiser  +5 
Antiquarian  +5 
Animal  Handler  +3 
Artificer  +4 
Ride  +6 

Low  Talislan,  native 
Sign,  native 


Special  Abilities: 

Sound-Sight  +3 


Equipment: 

Loose  smock;  blousey  pantaloons;  chain- 
loop  earrings  and  bracelets  of  lacquered 
metal;  three  musical  instruments  of 
choice;  traveler's  satchel;  ledger; 
instrument  repair  kit;  choice  of  weapon 
(typically  staff  or  sling);  aht-ra  steed;  40 
gold  lumens  in  assorted  currencies. 


Equipment: 

Leather  vest  and  curl-toed  boots; 
loincloth;  brown  felt  headdress;  15  iron 
armbands;  prod-hook;  star-thrower; 
pouch  with  12  "shooting  stars";  choice 
of  weapon;  assorted  pouches;  bundles;  and 
sacks;  loper  steed;  250  gold  lumens  in 
barter  goods  (ivory,  bolts  of  fine  fabrics, 
rare  spices,  ornate  metal  tools  and 
weapons,  ornate  jewelry,  etc.). 
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"Truly,  the  Zodar  favors  you.  I  draw  the  Silver  Moon  and  the 
Greater  Sun  -  your  luck  will  hold  when  you  need  it  most." 

You  left  your  adoptive  parents  when  you  were  fourteen,  several 
years  later  than  they  would  have  preferred.  Yet  it  took  that  long 
for  you  to  attune  yourself  to  your  first  deck  of  the  Zodar.  Your 
parents  could  do  nothing  but  remain  patient.  The  first  few  years 
alone  on  the  roads  of  the  continent  were  precarious.  You  had 
discovered  little  of  reading  destiny  and  nothing  of  casting  spells. 
You  made  a  living  through  gambling  at  cards,  cheating  when  you 
could.  It  cost  you  several  thrashings,  but  it  was  preferable  to  going 
hungry.  As  you  learned  better  to  interpret  the  cards,  and  better  to 
gauge  what  your  clients  wished  to  hear,  you  found  a  steady  income 
as  a  teller  of  fortunes.  The  deeper  magic  you  learned  as  well,  but 
that  you  kept  a  secret,  as  all  of  your  people  do.  Y  ou  make  few 
decisions  without  consulting  the  cards,  and  they  have  led  you  on  an 
obscure  path.  The  wandering  life  is  lonely;  you  attract  friends  and 
lovers,  but  few  can  tolerate  for  long  your  moodiness  and 
introspection.  No  one  understands  that  your  emotions  and  your 
destiny  are  beyond  your  control,  given  to  the  Zodar  and  blown  like 
so  many  leaves  upon  the  wind.  Nothing  is  known  to  mortals.  Only 
the  Zodar  knows  what  will  be. 


Appearance: 

5'8"-6'4",  130-190  lbs.  Dark  complexion,  black  hair,  bright  blue 
eyes,  angular  build. 
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Skills: 

Cartomancy: 

<6  M  odes  of  choice>  +5 

Weapon  <choice>  +2 
Gambling  +6 
Merchant  +5 
Deception  +6 
Legerdemain  +5 
Brawling  +2 
Artificer  (Zodar)  +5 
Herb  Lore  +2 
Survival  +2 
Ride  +4 

Low  Talislan,  native 
Archaen,  fluent 
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"You  murdered  untold  thousands  of  my  people,  and  for  too  long 
have  avoided  the  judgement  that  awaits  all  of  your  kind.  F  inally, 
you  shall  belong  to  Death." 

Long  ago,  the  Xambrians  had  a  homeland,  a  history,  and  a  culture 
of  their  own.  Then  the  Torquaran  wizards  came:  they  razed  your 
people's  lands,  erased  their  culture,  and  sent  their  innocent  victims 
to  perish  in  the  Fire-Pits  of  M  alnangar.  The  few  to  escape  swore  a 
sacred  and  binding  oath  to  hunt  down  their  people's  killers,  even  if 
it  took  until  the  end  of  time.  Y  ou  are  their  descendent,  and  you  bear 
the  ancient  burden  of  your  ancestors.  The  spirits  of  the  ancient 
Torquarans  live  on,  cloaked  in  the  dark  forms  of  reincarnators. 
Time  and  again  they  return,  claiming  new  bodies  from  the  living. 
Your  ancestors  call  out  for  justice;  the  oath  cannot  be  ignored.  You 
have  heard  the  Calling  in  your  soul,  and  know  that  it  is  all  that 
matters  in  your  life.  Y  es,  you  will  somehow  beget  children,  despite 
the  road  of  solitude  you  travel.  Some  day,  you  will  find  your  mate 
upon  the  same  trail  of  retribution.  Yet  there  will  be  no  joy  in  that 
union.  You  will  be  drawn  to  Omen  once  more,  and  at  the  mountain 
of  skulls  you  will  be  sent  your  separate  ways,  with  only  your 
ancestors  to  accompany  you.  Friendship  is  as  difficult  to  secure. 
Outsiders  fear  you  as  an  agent  of  Death,  and  your  moods  grow  ever 
darker.  Some  few  may  join  you  for  a  time,  and  you  may  find 
moments  of  calm  in  which  you  may  assist  their  goals.  Until  the 
next  time  you  hear  the  Calling. 


Appearance: 

5'6"-6'2",  100-180  lbs.  Bone-white  skin,  long  raven-black  hair, 
dark  violet  eyes,  hard  features. 
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Skills: 

Spiritblade  +2 
Dagger  +2 
Brawling  +1 
Tracking  +5 
Stealth  +5 
Traps  +3 
Interrogate  +5 
Arcane  Lore  +2 
Underworld  +5 
Survival  +4 
Ride  +5 

Low  Talislan,  native 
Archaen,  fluent 
Xambrian,  fluent 


Special  Abilities 

N  one. 


Equipment: 

Cloak,  gloves,  breeches,  cap,  and  long  coat 
of  blue  fustian;  carved  amethyst  pendant; 
Zodar  deck  in  intricate  silver  case;  weapon 
<choice>;  belt  and  bandoleer;  traveler's 
satchel;  graymane  steed;  25  gold  lumens 
in  assorted  currencies. 


Special  Abilities: 

Spiritforce,  Dispel  Magic  44. 


Equipment: 

Vest,  tight  breeches,  high  boots,  and  cloak 
of  black  strider  hide;  gauntlets  of  fine 
silver  mesh;  large  shoulder  pouch; 
spiritblade;  twin  daggers;  graymane  or 
ontra  steed;  80  gold  lumens  in  assorted 
currencies. 
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"Come  and  get  it,  foolish  male." 

Combat  is  grace  and  power.  Your  halberd  is  an  extension  of  your 
body  as  you  weave  your  pattern  in  the  air.  A  parry  with  your  bracers 
flows  into  a  slash  of  your  blade.  Your  bristling  mane  makes  you 
seem  even  taller  than  you  are,  and  the  symbols  painted  on  your 
face  add  to  the  fear  you  strike  in  his  heart.  Combat  is  passion, 
directed  and  released.  Your  mother  and  drill  leader  taught  you  this, 
as  they  taught  you  the  need  for  discipline  and  for  tactics.  Your 
seven  years  of  Queen's  service  complete,  you  hold  these  lessons 
dear.  A  skilled  soldier  never  wants  for  employment.  The  Legion  of 
the  Borderlands,  the  Hadjin,  the  merchant  houses  of  Kasmir  and 
Ispasia,  and  the  royal  army  of  Zandu  all  vie  for  your  services.  Y  et 
you  covet  adventure  and  victories  worthy  of  story  and  song,  and 
you  may  resign  a  mercenary  post  to  seize  such  a  chance.  You  are 
happiest  along  this  road,  with  trusted  comrades  at  your  back.  With 
them,  you  share  all  of  the  passions  of  life.  Strong  warrior  men  are 
a  welcome  change  from  the  feeble  creatures  with  whom  you  must 
mate.  Some  year,  perhaps,  you  will  bid  for  them  as  consorts  during 
the  Conjugal  Feast,  and  they  will  sustain  you  through  motherhood 
and  the  burden  of  command.  For  now,  you  enjoy  the  freedom  of 
your  youth,  this 
freedom  of  combat. 


Appearance: 

6'2"-6'6",  160-200  lbs.  Bronze  skin,  black  mane  in  lacquered  crest 
or  long  and  braided,  strong  features,  face  decorated  with  pigments. 


Skills: 

Halberd  44 
Longsword  +3 
Long  Bow  +3 
Parry  Bracers  +4 
Dagger  +3 

M ounted  Combat  +3 
Brawling  +3 
Tactics  +6 
Command  +3 
Guard  +5 
Ride  +4 

Low  Talislan,  native 


Special  Abilities: 

N  one. 


Equipment: 

Black  iron  corslet,  tore,  and  parrying 
bracers;  padded  uniform;  hip-high  leather 
boots;  shoulder  pouch;  halberd;  longsword; 
dagger;  long  bow;  quiver  with  twenty 
arrows;  earrings;  equs  steed;  100  gold 
lumens. 


1YK  OIILIXRLflDPy 


Your  women  prefer  you  to  be  docile  and  helpless,  dependent  upon 
them  for  protection,  to  supply  your  very  thoughts  and  opinions. 
So  your  father  taught  you,  the  middling  of  five  husbands.  Your 
mother  cast  him  out  of  her  house  when  you  were  twelve,  and  he 
suffered  until  another  soldier  took  him  into  her  harem.  He  never 
did  follow  his  own  advice,  and  did  not  know  when  to  hold  his 
tongue.  You  have  learned  from  his  mistakes  as  well  as  his  wisdom, 
and  you  live  a  comfortable  life.  Y  ou  take  care  of  your  wife's  home, 
cook  her  meals,  and  entertain  her  with  poetry  and  music.  And  when 
she  is  so  inclined,  you  share  her  bed.  If  she  prefers  the  company  of 
another  consort  you  will  not  complain  -  that  is  simply  the  way  of 
things.  It  is,  after  all,  a  woman's  world. 


Appearance: 

4'8"-5'6",  90-150  lbs.  Pale  bronze  skin,  black  mane,  delicate 
features,  hair  worn  in  elaborate  coiffure. 
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Skills: 

Artificer  +4 
Agriculture  44 
Laborer  (Cleaning)  +2 
Art  +2 
Dance  4-2 
Music  +2 
Oratory  +2 
Fashion  44 
Etiquette  44 
High  Talislan,  native 


Special  Abi 

N  one. 


lities: 


Equipment: 

Decorated  robes;  sandals;  jewelry; 
assorted  tools  and  materials  for  house 
cleaning,  agriculture,  weaving,  tailoring, 
and  art;  50  gold  lumens,  primarily  given 
by  wife  or  mother. 


1/ 
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"  I'm  a  M  arukan.  There's  really  no  way  my  life  can  get  any  worse." 

You  know  that  life  will  never  be  good.  You  are  cursed,  as  your 
family  and  friends  and  neighbors  are  cursed,  as  every  M  arukan  is 
cursed  from  the  moment  of  birth.  No  one  knows  what  your  people 
did  to  deserve  their  wretched  fate.  Some  blame  the  Hadjin,  who  sold 
you  the  land  you  built  your  city  on.  Some  blame  foreign  wizards 
who  steal  your  luck;  you  wear  your  lead  medallion  to  ward  against 
this  magic.  You  won't  peddle  ogront  dung  to  survive.  You'd  rather 
make  a  living  as  a  mercenary.  You  would  like  to  believe  that  you're 
brave,  but  you've  never  really  gotten  the  chance  to  prove  yourself 
in  battle.  Whatever  group  of  soldiers  you've  joined,  it  was  always 
the  same:  "Empty  the  slops,  M  arukan";  "Care  for  the  steeds,  clean 
and  sharpen  the  weapons,  drive  the  supply  wagon."  At  least  you're 
good  at  these  things  -  you've  had  plenty  of  practice.  Still,  you 
trained  hard  to  be  a  soldier,  and  all  you  want  is  a  chance.  M  aybe  in 
a  smaller  group  you'll  be  treated  like  a  warrior.  You  try  not  to  get 
your  hopes  up.  You  keep  plugging  along,  because  you've  nothing 
better  to  do.  But  you're  a  M  arukan,  and  life  will  never  be  good. 


Appearance: 

5'4"-6'2",  80-120  lbs.  Pale  complexion,  sunken  eyes,  limp  brown 
hair. 


dFx 
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Skills: 

Weapon  <choice>  +2 

Weapon  <choice>  +2 

Brawling  +2 

M  ounted  Combat  +1 

Guard  +3 

Cook  +4 

Animal  Handler  +4 
Laborer  +4 
Ride  +3 

Low  Talislan,  native 


Special  Abilities: 

N  one. 


Equipment: 

Sackcloth  garments;  worn  leather  armor; 
choice  of  two  cheap  weapons  (daggers, 
hand  axes,  slings  are  common);  shoulder 
pouch;  luck  medallion;  cooking  gear; 
elderly  aht-ra  steed;  5  gold  lumens,  in 
copper  pieces. 


TYK  UIILIXRLflPPy 


You  lost  your  sense  of  smell  some  time  ago.  For  a  few  years  after 
you  started  hauling  ogront  dung,  your  dreams  were  of  the  scent  of 
your  mother's  cooking.  Now,  not  even  in  your  dreams  do  you 
remember  what  that  sensation  was  like.  You  shouldn't  complain. 
At  least  you  haven't  starved  to  death  yet.  At  least  the  dung  gives 
you  something  of  worth  to  sell.  And  it's  not  as  if  foreigners  would 
stand  your  presence  anyway,  even  if  they  could  tolerate  the  scent 
of  you.  To  them  you  are  a  cursed  people,  and  they  fear  that  the 
condition  may  be  contagious.  It's  as  good  an  explanation  as  any  for 
your  life. 


Appearance: 

5'4"-6'2",  80-120  lbs.  Pale  complexion,  sunken  eyes,  limp  brown 
hair. 
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Skills: 

Club  +1 
Brawling  +2 
Merchant  +4 
Laborer  +3 
Ride  +3 

Low  Talislan,  native 


Special  Abilities: 

N  one. 


Equipment: 

Sackcloth  garments;  club;  shoulder  pouch; 
luck  medallion;  durge-drawn  dung  wagon; 
3  gold  lumens,  in  copper  pieces. 


You  are  among  the  most  respected  people  in  Maruk.  That  in  itself 
is  not  much  of  an  accomplishment,  and  there  is  little  incentive  to 
remain  in  a  city  so  impoverished.  Still,  your  people  need  the 
talismans  you  create  to  protect  themselves  against  the  misfortunes, 
accidents,  and  dark  magics  that  plague  them.  Sadly,  foreigners  do 
not  hold  your  profession's  products  in  such  high  regard.  Perhaps 
they  are  right  to  question  the  efficacy  of  your  talismans;  look  at 
your  own  wretched  luck.  Y  et  the  benefits  of  Talismancy  are  not  so 
easily  dismissed.  Imagine  what  life  in  M  aruk  would  be  like  otherwise. 


I 


Appearance: 

5'4"-6'2",  80-120  lbs.  Pale  complexion,  sunken  eyes,  limp  brown 
hair. 


Staff  +1 
Brawling  +2 
Deception  +6 
Artificer  +4 
Merchant  +5 
Ride  +3 

Low  Talislan,  native 


Equipment: 

Gray  sackcloth  vestments  and  cloak;  staff; 
shoulder  pouch;  numerous  luck  medallions 
of  assorted  types;  spell  book;  5  gold 
lumens,  in  copper  pieces. 


TYK  OIILIXRLflDPy 


You  hunt  your  prey,  chasing  them  across  the  plains  until  they  grow 
weak  with  exhaustion.  Or  maybe  like  your  brothers,  you  set  snares 
to  hobble  their  mounts,  or  lay  in  wait  to  ambush  them.  No  matter 
the  method,  the  hunt  is  good.  It  is  the  scent  of  blood  that  drives 
you  on,  with  the  suns  burning  overhead.  Sometimes  you  eat  your 
prey  quickly,  gorging  yourself  before  other  predators  come  along 
to  try  to  steal  what  you  have  caught.  Sometimes  you  toy  with  your 
victims  first,  making  them  scream  and  twitch.  Often  you  take 
useful  things  from  the  dead,  trading  them  with  hunters  from  your 
pack  or  others.  When  the  prey  is  plentiful  all  have  enough  to  eat, 
and  the  packs  all  prosper.  The  hunt  gives  you  pleasure.  The  hunt  is 
good. 


Appearance: 

5'  10-6' 2"  Coarse  brown  fur,  fangs,  pointed  ears,  claws,  bestial 
features. 
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Skills: 

Spear  +2 

Bow  +2 

Dagger  +1 

Brawling  +1 

M  ounted  Combat  +1 

Stealth  +6 

Tracking  +3 

Survival  +3 

Traps  +2 

Torture  +4 

Ride  +5 

Sign,  native 

Low  Talislan,  native 


Special  Abilities: 

Thick  hide  provides  PR  1;  claws  and  bite 
inflict  DR  3  +STR,  used  on  wounded 
opponents. 


Equipment: 

Animal-hide  boots  and  loincloth;  stone- 
tipped  spear;  short  bow;  twelve  stone- 
tipped  arrows;  bone  dagger;  pouch  for  trap 
materials;  darkmane steed;  50  gold  lumens 
in  stolen  valuables. 


KHflRflKHflD  QlflDT 


"What  you  want,  short  stuff?" 

Your  people  are  dying  out.  The  Sage  of  your  clan  won't  say  it 
outright,  but  you  know  it's  true.  There's  little  left  to  hunt  in  the 
Wastes,  and  your  children  rarely  have  enough  to  eat.  You  give 
them  all  you  can,  but  you  worry  they'll  grow  up  weak.  If  it  wasn't 
for  the  old  things  you  find  in  the  ruins  and  trade  to  the  Orgovians, 
you'd  have  even  less.  So  the  Sage  sends  some  of  the  clan  away  for 
a  while,  to  make  do  among  the  smaller  peoples.  M  ost  other  places, 
there's  more  food  and  water,  but  there  are  other  problems  for  a 
Kharakhan.  Everything's  tiny,  to  start.  You  have  to  make  your 
own  stuff,  'cause  you  can't  use  the  things  that  others  use.  Y  ou  have 
to  sleep  with  the  animals,  'cause  you're  too  big  for  the  beds,  or 
even  the  rooms.  When  you  fight  for  hire,  the  bosses  don't  care 
that  you  need  more  food  than  the  others.  They  don't  pay  you  any 
more,  and  most  times  they  won't  give  you  bigger  rations.  And  they 
all  think  you're  a  savage  and  a  freak.  Y  ou  don't  talk  much  to  most 
of  them.  There's  only  been  a  few  you'd  call  friends,  who  you  can 
laugh  with.  But  you  do  what  you  have  to  do,  and  when  you  visit 
your  people,  you  bring  them  what  you  can.  It's  a  tough  life.  You 
wouldn't  mind  so  much,  except  for  the  children. 


Appearance: 

10'-15',  1,000-1,200+  lbs.  Dusky  gray-black  skin,  massive  physique, 
savage  features,  hair  tied  in  long  queue. 
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Skills: 

Battle  Maul  44 
Giant-sized  Sword  +4 
Shield  +3 
Brawling  +3 
M  ounted  Combat  +3 
Weaponer  +7 
Artificer  +6 
Artisan  +6 
Survival  +1 

Low  T  al  i  si  an,  native 
dialect 

Drakken  glyphs,  fluent 


TYK  ailLIXRLflDPy 
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Your  people  are  not  natural.  This  you  know.  The  thought  is  always 
in  your  head.  Like  the  need  to  kill,  it  never  goes  away.  Y  ou  despise 
other  creatures,  more  even  than  you  despise  yourself.  They  must 
die  so  you  can  eat.  That  is  why  the  old  ones  with  magic  made  you, 
to  kill  other  creatures,  and  to  eat.  M  aybe  that  is  why  your  people 
killed  them.  Y  ou  cannot  know.  That  thought  is  not  in  your  head.  It 
does  not  matter.  You  hate  them  all,  especially  the  ones  with  magic. 
They  are  like  the  old  ones  who  made  you.  Who  made  you  not 
natural. 


Appearance: 

6'-6'6",  130-230  lbs.  Scaly,  light  brown  hide,  dorsal  membrane 
from  forehead  to  base  of  neck,  serpent- 1  ike  features. 
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Skills: 

Spear  +3 
M  ace  +3 
Dagger  +2 
Shield  +2 

M  ounted  Combat  +2 
Tracking  +4 
Stealth  +2 
Survival  +4 
Weaponer  +1 
Ride  +2 

Low  Talislan,  native 
Sauran,  native 


Special  Abilities: 

Skin  serves  as  one  point  of  armor;  fist 
inflicts  DR  6  +  STR;  uses  giant-sized 
weapons  or  uses  two-handed  melee 
weapons  of  normal  size  in  one  hand;  detect 
scent  of  M  en  at  range  of  50  feet. 


Equipment: 

Loincloth;  sandals;  armor  of  boiled  land 
lizard  hide;  black  iron  shield;  battle  maul; 
giant-sized  sword;  shoulder  pack;  giant- 
sized  tools;  ogriphant  steed;  giants  based 
in  the  Wastes  may  have  access  to  a  war 
wagon;  15  gold  lumens  in  assorted 
currencies  or  artifacts. 


Special  Abilities: 

Hide  provides  PR  1;  survive  for  up  to  six 
weeks  without  food  or  water. 


Equipment: 

:  Arm  wrappings,  boots,  loincloth,  and 
shield  of  land  dragon  hide;  saw-edged 
dagger,  spear,  and  mace  of  dragon  bone; 
shoulder  pouch;  duadir  steed  with  baggage; 
no  wealth. 


421 


"You  are  wise  to  fear  me.  But  better  to  deal  with  me  than  a  whole 
band  of  my  people,  no?" 

You've  made  a  good  living  off  of  fear.  Your  people  plant  terror  in 
the  hearts  of  those  who  travel  through  your  homeland,  and  your 
jagged  broadswords  show  no  mercy.  Often  the  outsiders  flee,  leaving 
the  goods  of  their  caravans  as  easy  spoils.  Growing  up,  you  saw 
many  of  your  friends  die  in  battle,  or  when  tempers  flared,  in 
vendettas.  You  thought  you  could  profit  more,  with  less  danger, 
working  as  a  smuggler  for  the  caravans.  They  pay  you  to  guide 
them  through  the  territory  of  your  people  unscathed.  So  what  if 
sometimes  you  pass  along  word  of  certain  rich  shipments  to  your 
Za  brothers?  It  helps  keep  demand  for  your  services  high,  and 
besides,  you  must  be  careful  not  to  draw  the  ire  of  your  people.  If  it 
comes  to  a  fight,  you  will  do  battle  with  whomever  you  must.  And 
afterwards,  you  will  drink  the  blood  of  a  brave  enemy,  for  this  adds 
their  courage  and  strength  to  your  own  and  rids  you  of  the  dishonor 
that  this  life  breeds.  And  when  your  employers  see  you  drink  the 
blood  of  other  Za,  they  will  believe  you  no  longer  side  with  your 
people.  You  are  tempted,  it  is  true,  to  keep  the  spoils  of  this  life  for 
yourself.  But  you  also  understand  fear. 


Appearance: 

5'6"-6',  90-190  lbs.  Pallid  yellow  skin,  leathery  and  lined  with 
creases  and  wrinkles,  deep-set  eyes,  shaved  head,  long,  braided 
mustaches  (males),  long  braids  above  each  ear  (females),  lean  and 
muscular  build. 
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Skills: 

Za  Broadsword  +4 
Whipsash  +3 
Wristblade  +3 
Short  Bow  +3 
Brawling  +3 
M  ounted  Combat  +3 
Stealth  44 
Tracking  +3 
Scout  +5 
M  erchant  +5 
Guide +7 
Survival  +2 
Ride  +5 

Low  Talislan,  native 
Sign,  native 


Special  Abilities 

N  one. 


Equipment: 

Loincloth;  hide  chest  binder  (females); 
harness  of  studded  land  lizard  hide;  bands 
of  reptile  hide  on  head  and  upper  arms; 
wristblades;  whipsash;  Za  broadsword;  horn 
short  bow;  quiver  of  twenty  barbed  arrows; 
necklace  of  hammered  black-iron  disks; 
graymane  steed;  40  gold  lumens  in 
assorted  currencies. 


T)rK  UIILIXRLflDPy 
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Zaran  belongs  to  the  Wild  Folk,  the  Landborne  -  your  people.  It 
was  ceded  to  them  by  the  ancient  A rchaens.  You  do  not  care  to  hear 
the  excuses  of  the  oath-breakers.  They  caused  the  Disaster  that 
ravaged  your  tribal  lands.  They  call  you  "Sub-Men",  as  if  you  are 
less  than  they  are.  You  afford  them  no  lenience  nor  mercy.  Such 
notions  are  for  the  weak.  They  travel  through  your  lands  in  their 
caravans,  carrying  with  them  riches  that  are  rightfully  yours.  So 
you  take  what  they  owe  to  you,  and  you  teach  them  to  fear  you. 
Yet  still  they  come,  daring  you,  taunting  you,  bringing  greater 
numbers  of  warriors  to  protect  their  precious  goods.  If  they  think 
your  people  will  run,  they  are  wrong.  These  lands  are  yours.  Your 
honor  demands  that  you  take  vengeance.  Y  ou  have  sworn  an  oath 
of  blood. 


Appearance: 

5'6"-6',  90-190  lbs.  Pallid  yellow  skin,  leathery  and  lined  with 
creases  and  wrinkles,  deep-set  eyes,  shaved  head,  long,  braided 
mustaches  (males),  long  braids  above  each  ear  (females),  lean  and 
muscular  build. 
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Skills: 

Za  Broadsword  +4 
Whipsash  44 
Wristblade  +4 
Short  Bow  +4 
Brawling  44 
M  ounted  Combat  44 
Stealth  44 
Tracking  +3 
Scout  44 
Survival  42 
Ride  +5 

Low  Talislan,  native 
Sign,  native 


Special  Abilities 

None. 


Equipment: 

Loincloth;  tight  hide  chest  binder 
(females);  harness  of  studded  land  lizard 
hide;  bands  of  reptile  hide  on  head  and 
upper  arms;  wristblades;  whipsash;  Za 
broadsword;  horn  short  bow;  quiver  of 
twenty  barbed  arrows;  necklace  of 
hammered  black-iron  disks;  graymane 
steed;  25  gold  lumens  in  plunder. 
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"This  belongs  to  you?  You  can  have  it  back,  if  you  can  catch  me." 

As  a  suckling  in  the  tunnels  of  Sharna,  you  learned  the  important 
lessons  of  life.  Take  anything  you  can  when  nobody's  looking. 
Hide  everything  you  have  when  you're  not  using  it.  Save  everything 
you  can,  because  you  may  need  it  later.  But  never  fight  over  things 
you  can  replace.  Never  fight  at  all,  if  you  can  avoid  it,  unless  you 
can  win  quickly  or  get  away.  Life's  too  short  to  make  it  any  shorter. 
It's  true  at  home  with  the  pack,  and  it's  true  when  you  go  to  the 
cities.  There,  they  call  you  a  thief,  and  they  say  you  smell  bad.  You 
say  they  should  watch  their  things  better.  You  say  your  nose  is 
better  than  theirs,  and  you  don't  smell  a  thing.  The  ones  that  don't 
complain  as  much,  they're  the  ones  who  hire  you.  They  pay  you  to 
steal  things,  or  to  spy  on  people,  or  to  guide  them  through  the  wild. 
It's  easy  money,  and  you  never  pass  up  easy  money.  And  sometimes 
you  make  friends  with  them.  It's  good  to  have  buddies,  especially 
big  ones,  'cause  sometimes  there's  no  place  to  run.  Those  times, 
when  you're  cornered,  you  remember  another  lesson  you  learned 
in  the  tunnels:  if  you  have  to  fight,  fight  nasty  and  fight  for  keeps. 
But  if  you  sniff  a  way  out,  take  it.  The  big  ones  can  fend  for 
themselves. 


Appearance: 

3'6"-4'4",  50-75  lbs.  Coarse  brown  fur,  rodent-like  features,  hairless 
tail,  invariably  dirty. 
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Skills: 

Dagger  +3 
Brawling  +2 
Evade  +3 
Stealth  +3 
Legerdemain  +1 
Deception  +6 
Appraiser  (Treasure)  +2 
Survival  +2 
Guide +2 

Low  Talislan,  native 


^flLLIPIflD  ^RYPTOIDflD^R 


You  can  spend  your  entire  life  reading  -  a  very  long  life,  extended 
by  alchemical  elixirs  -  and  you  will  have  only  absorbed  a  small 
portion  of  the  ancient  knowledge  contained  within  the  Library 
that  you  call  home.  Nevertheless,  that  is  your  objective:  to  learn 
your  specialty  in  its  entirety.  Others  may  consider  such  a  life  to  be 
tedious  or  mundane.  Some  ask  whether  you  desire  to  "do  things," 
to  be,  you  presume,  physically  active.  That  has  never  been  important 
to  your  sect.  Some  ask  whether  you  desire  to  increase  the  body  of 
knowledge  in  the  world.  That  is  a  more  relevant  question,  yet  the 
answer  must  be  in  the  negative.  You  will  be  satisfied  to  complete 
before  you  pass  a  proper  index  for  your  specialty.  The  Library  is 
vast  enough  as  is. 


Appearance: 

6'-6'7",  140-180  lbs.  Deep  orange  skin,  large  cranium,  frail  build. 
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Skills: 

Cryptomancy: 

<5  M  odesof  choice>  +2 

Cryptography  +6 
Linguistics  (Reading)  +6 
Cartography  +5 
Arcane  Lore  +5 
Scholar  Skill  <choice> 
+6 


m 


Special  Abilities: 

Smell  with  PER  +8;  bite  at  DR  2;  emit 
foul  odor  three  times  per  day  (victims 
must  make  Constitution  roll  at  -5  to  resist 
or  are  nauseated  for  three  rounds;  -3  to 
all  Action  Table  rolls). 


Equipment: 

Tattered  loincloth  (males)  or  tunic 
(females);  pouch;  dagger;  scavenged  bits 
of  clothing  and  gear;  15  gold  lumens  in 
assorted  currencies  and  miscellaneous 
baubles. 


1YK  OIILIXRLflnPy 


Special  Abilities: 

Can  speak  and  understand  any  language. 


Equipment: 

Starched  headdress  and  robes  of  yellow 
linen;  leather-bound  spell  book; 
magnifying  crystal;  assorted  reference 
works;  satchel;  pouch  with  quill  pens  and 
inks;  scroll  case  for  writings;  50  gold 
umens  in  assorted  currencies. 
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The  foil  owing  material  is  designed  for  use  by  the 
G  amemaster.  P I  ayers  are  advi  sed  not  to  read  thi  s  secti  on, 
as  it  contains  information  (such  as  the  introductory 
adventure)  that  their  characters  should  not  know. 

This  chapter  contains: 

RulesTipsfor  Gamemasters:  rules adviceforGM  s. 

C  ontacts:  a  I  i  st  of  sampl  e  C  ontacts  f  or  P I  ayer-C  haracters. 

Planning  a  Talislanta  Campaign:  suggestions  for 
creating  a  campaign  that  is  best  suited  for  your  gaming 
group. 

Designing  Adventures:  ideas  for  creating  adventures 
plus  sample  adventure  seeds. 

The Talislantan  Milieu:  GM  information  about  the 
world  of  Talislanta  and  its  inhabitants. 

Hirelings:  professionals  for  hire  and  their  fees. 

I  ntroductory  Adventure:  a  sampl eTalisI antan  adventure 
to  get  your  campaign  started. 


RGLXy  TIP?  FOR 


The  Talislanta  game  uses  a  simple  rule  system 
based  on  the  Action  Table.  All  actions  in  the  game  are 
resolved  by  the  same  procedure:  compare  the  character's 


Skill  or  Attribute  Rating  with  the  Degree  of  Difficulty. 
Then  take  the  difference  (positive,  negative,  or  zero) 
and  add  it  to  a  d20  roll.  Consult  theA  ction  Tablefor  the 
result. 

PI  ayers  contri  bute  by  descri  bi  ng  the  I  ntent  of  thei  r 
character's  actions  to  the  GM  before  rolling  on  the 
Action  Table.  The  GM  combines  the  character's  Intent 
with  the  A  ction  Table  die  result  to  interpret  the  outcome 
of  the  attempted  action.  W  ith  a  few  variations  pertaini  ng 
to  the  use  of  Combat,  Magic,  and  Skills,  these  are  the 
basics  of  the  rule  system. 

M  ake  sure  you  have  a  good  grasp  of  how  the 
ru  I  es  w  ork  before  starti  ng  to  pi  ay .  T  ake  i  t  si  ow  I  y  at  f  i  rst, 
and  don't  be  too  concerned  if  you  or  your  players  make 
mistakes  at  first.  Once  everyone  becomes  acquainted 
with  the  rules  and  their  respective  roles,  the  game  will 
run  much  more  smoothly. 

irnrRPRrriTO  a^tiod 

H  ere  are  some ti  ps  for  i  nterpreti  ng  A  ction  Table  results: 

Describe  the  A  ction  Table  result  in  terms  of  how  close 
the  character  came  to  thei  r  stated  i  ntent.  W  hen  the  pi  ayer 
describes  her  character's  action  in  the  scene,  picture 
what  could  happen  if: 
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..the  character  performs  extremely  well  (Critical  Success) 
...thecharacter performs attheirskill  level  (Full  Success) 
...the  character  barely  succeeds  (Partial  Success) 
. . .the  c haracter  f  ai  I s  i  n  the  attempt  ( F  ai  I  u re) 
...or  the  character  bungles  the  action  (M  ishap) 

•  Use  the  player's  intended  result  as  the  basis  for  your 
description.  For  example: 

Player:  "  I  approach  the  guard,  attempting  to 
capture  his  attention  with  my  outrageous 
costume  and  conspiratorial  demeanor. 
Hopefully,  hisbackwill  be  turned  long  enough 
for  Lucas  to  magickthe  keys  from  his  belt." 

GM:  "Okay.  Roll  on  the  Action  Table  and  add 
your  Deception  skill  rating  to  the  result." 

Player: "  H  mmm.  A  10:  partial  success." 

GM  :  "The  guard  is  not  really  fooled  by  your 
act,  and  seems  very  suspicious.  H  e  can't  help 
but  look  your  way,  however,  giving  Lucas  the 
chance  he  needs.  He'd  better  be  careful  with 
those  magic  fingers,  now  that  the  guard  is  on 
the  alert." 

•  If  theAction  Table  result  isassociated  with  a  number 
(such  as  damage  in  combat)  try  to  include  a  bit  of 
description  as  well,  to  add  color  to  the  scene.  For 
example: 

Instead  of  saying:  "You  take  6  hit  points  of 
damage,"  try  something  like:  "TheZa'sserrated 
blade  bites  into  your  upper  arm,  drawing  a 
jagged  lineof  blood  across  your  sleeve." 

•  Don't  forget  the  environment.  Characters  don't 
always  fail  duetoalackof  skill.  Sometimes,  things 
just  don't  go  their  way.  When  a  Player  Character 
fails  at  a  task  that  they  ordinarily  could  accomplish 
(stri  ki  ng  an  i  nf eri  or  opponent,  for  exampl  e,  or  seal  i  ng 
a  simple  wall)  you  can  describe  their  failure  as  a 
result  of  unforeseen  circumstances  or  unfavorable 
conditions.  Forexample: 

"The  Vird's  shield  does  not  buckle  as  you 
anticipated,  but  instead  deflects  your  expertly 
placed  blow."  "The  brickyou  were  using  asa 
foothold  crumblesjustasyou  place  your  weight 
on  it." 

Be  careful  with  this  technique,  though.  Too  much 
of  it  and  the  game  becomes  slapstick  comedy. 


P^TTRIDIDIDQ  PTOR^  Or 
PHTKCJLTY 

Setting  the  degree  of  difficulty  for  a  given  action 
is  another  important  GM  job.  For  many  actions,  the 
rulebook  provides  guidelines  for  selecting  difficulty 
numbers.  In  combat,  forexample,  thedegreeof  difficulty 
in  hitting  a  foe  is  equal  to  the  combat  ski  1 1  rating  of  the 
defender.  W  hen  spellcasting,  the  Level  of  the  spell  acts 
as  the  degree  of  difficulty.  Not  all  actions  are  so  cut- 
and-dried,  however. 

As  a  tool  for  the  harried  GM ,  a  sliding  scale  of 
difficulty  numbers  is  provided  below.  Remember  that 
degree  of  difficulty  is  always  based  on  how  hard  itisfor 
an  average,  "novice"  (0-rating)  practitioner  to 
accomplish  the  action. 


Difficulty 

Nochanceof  failure 

Any  fool  could  do  it 

Very  Easy 

Easy 

Simple 

Routine 

Tricky 

Difficult 

Very  Difficult 

Extreme 

Beyond  extreme 


M  odifier 

No  need  to  roll 

+10 

4-7 

+5 

+3 

40 

-3 

-5 

-7 

-10 

-15  or  worse 


Armed  with  these  numbers,  the  ratings  of  the 
characters,  and  some  common  sense,  the  GM  can  run  a 
Talislanta  campaign  without  ever  looking  in  this  book 
for  a  rule.  For  any  given  action,  no  matter  how  unusual, 
ask  yourself:  "Would  this  be  Difficult  for  the  average 
ski  1 1  ed  practi  tioner?  Very  Difficult?  Routine?"  W  hen  you 
have  your  answer,  you  have  your  degree  of  difficulty 
and  you'  re  ready  to  rol  1 .  0  r  not  to  rol  I ,  as  the  case  may 
be. 

TO  ROLL  OR  DOT  TO 
ROLL 

There's  no  need  to  call  for  an  Action  Table  rol  I  for 
each  and  every  action.  Sometimes,  simply  knowing  the 
character's  trait  rating  is  enough  to  judge  the  outcome 
of  an  action. 

For  example,  F  lynn  the  J  aka  is  wandering 
through  an  open  marketwhile  visiting  thecity 
of  Hadran  in  the  Kang  Empire.  F  lynn' sAri mite 
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companion,  Abdul,  is  somewhere  in  the  sea  of 
humanoids,  frantically  searching  for  the  J  aka. 
F  rustrated,  Abdul  stands  on  a  cart  and  begins 
yelling  and  waving  his  arms, "  F  LYNN  !  OVER 
HERE!"  The  GM  decides  that  F  lynn  is  quite  a 
distanceaway,  and  isentranced  by  a  collection 
of  M  andalan  pottery.  Still,  there  is  no  need  to 
roll  in  this  case.  With  his  +6  Perception,  F  lynn 
is  one  of  the  most  observant  beings  on  the 
continent.  H  e  hears  Abdul's  vulgar  hooting  and 
begins  moving  in  the  opposite  direction. 

Only  during  stressful  or  unusual  situations  is  a 
roll  required  to  accomplish  an  ordinarily  simple  task. 
J  ust  be  consistent  about  what  does  and  does  not  require 
adieroll  inyourgame. 

IDTTRPR^TIDQ  ?PaL 
Ka?T\m  UK  ROLL? 

Interpreting  the  results  of  spell  casting  die  rolls 
can  be  tricky  for  beginning  Gamemasters,  particularly 
when  the  player-magician  is  still  getting  used  to  the 
peculiarities  of  Talislantan  magic.  In  each  case  the  GM 
should  try  to  take  into  account  the  individual 
circumstances,  be  fair  and  patient,  and  use  common 
sense.  H  ere  are  some  examples: 

•  A  full  successdoesnotalwaysyidd  thesameresult. 

A  full  success  while  hurling  fireballs  underwater  may 
not  be  as  impressive  as  the  same  stunt  used  on  wooden 
carriage  wheels  while  on  dry  land.  These  secondary 
effects  are  important,  and  depend  a  great  deal  on  the 
vividness  of  the  player's  roleplaying,  description,  and 
statement  of  I  ntent. 

•  A  full  success  isn't  always  required. 

Even  pathetic  results  can  sometimes  do  the  trick,  if  the 
I  ntent  is  good:  "I  use  a  puff  of  elemental  air  to  blow  that 
vial  of  Red  Menace  into  the  fireplace." 


Even  acritical  successdoesn'talwayswork. 

If  the  player's  Intent  is  flawed,  no  amount  of  powerful 
Spellcasting  will  help.  A  critical  Influence  success  still 
has  no  effect  on  illusory  people  or  mindless  undead. 

•  I  ntent  should  always  beclear  and  tothepoint. 

"  I  whip  up  a  swirling  wind  of  hurricane  force, 
knocking  my  enemies  to  the  ground  as  I  soar 
into  the  air  and  hurl  lightning  at  the  incoming 
M  angar  warships.  Oh  and  the  wind  is  actually 
a  summoned  Air  Elemental." 


One  thing  atati  me,  please.  Explain  to  your  players 
that  Intent  should  be  limited  to  a  single,  clear  course  of 
action. 

Character  Creation  is  an  important  part  of  the 
game,  not  just  for  players  but  for  the  Gamemaster  as 
wel  I .  A  s  G  M ,  you  should  be  ready  to  hel p  players  create 
their  characters  and  fill-in  their  character's  personal 
history.  The  procedure  for  Character  Creation  is 
explained  in  Chapter  1. 

D  uri  ng  the  course  of  pi  ay  you'  1 1  al  so  need  to  create 
a  number  of  Non-Player-Character  (NPCs),  who'll  be 
used  to  play  all  of  the  "supporting"  roles  in  your 
adventures:  from  villains  to  friends  and  relatives  of  the 
Player  Characters,  plus  "extras"  such  as  traders,  shop 
owners,  inn  keepers,  bandits,  and  so  on.  The  Traveler's 
Guide  section  of  this  book  contains  over  a  hundred 
different  archetypes.  A II  can  be  used  as  N  PCs,  and  each 
needs  only  a  name,  a  motive,  and  a  place  in  the  context 
of  your  campaign.  To  help  you  get  started,  we've 
included  a  list  of  NPCs  that  can  be  used  as  Player 
Contacts. 

PLAYER  KOmOKT? 

The  following  characters  are  examples  of 
individuals  whom  the  Player  Characters  may  either  have 
met  or  heard  of  prior  to  the  beginning  of  their  game 
careers.  The  exact  relationship  between  these  N  PC  sand 
your  group's  PCs  is  up  to  the  Gamemaster  to  decide; 
they  might  be  old  friends,  casual  acquaintances,  former 
lovers,  relatives,  former  mentors,  or  rivals,  or  arch- 
enemies. For  examples  of  additional  Contacts,  see  the 
Introductory  Adventure  at  the  end  of  this  chapter. 

Among  the  most  feared  of  all  Aamanian  witch 
hunters,  Aamaros  has  traveled  the  continent  from  one 
end  to  the  other,  escorting  pilgrims,  retrieving  stolen 
holy  relics,  and  tracking  down  enemies  of  thechurchstate 
of  Aaman.  A  devout  Orthodoxist,  he  is  dedicated  to 
spreadi  ng  the  teachi  ngs  of  hi  s  rel  i  gi  on  w  herever  he  goes. 

Aleana  is  a  Batrean  paramour  who  owns  a 
pleasure- pal  ace  in  the  city  of  Zanth,  called  Anaais. 
Formerly  a  slave  of  the  Imrians,  she  used  her 
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considerable  charms  to  win  her  freedom,  somehow 
earning  enough  money  to  purchase  her  own 
establishment.  Aleana  has  extensive  contacts  among 
the  Western  Lands,  and  has  a  soft  spot  for  individuals 
who  are  down  on  their  luck. 

^RRCJLIflD 

Cymrilian  magician  and  owner  of  a  rustic  inn  and 
tavern  called  theVagabond  Inn,  Cerrulian  iswell-named, 
as  he  favors  a  blue-skinned  semblance  that  matches 
both  the  inn's  decor  and  its  fare  (the  sapphi re-bl ue  wi ne 
is  excellent,  and  compliments  the  blue  cheese,  breads, 
and  pies).  Cerrulian  traveled  far  and  wide  in  his  youth, 
and  has  more  than  a  few  tal  es  to  tel  I .  T  he  exact  I  ocati  on 
of  his  inn  varies  according  to  his  moods;  at  different 
times  it  can  be  found  along  the  road  to  K  asmir,  the  road 
toSindar,  and  the  road  toVardune,  among  other  places. 
He  is  especially  cordial  to  magicians  and  performers. 

Falal  or  Thir  Hoayr  or  Damv 

Falal  is  a  Farad  Procurer  who  deals  primarily  in 
stolen  goods  and  other  contraband,  including  the 
dangerous  narcotic,  k'tallah.  He  has  yet  to  make  his 
fortune,  and  so  travels  extensively  throughout  the 
continent  in  search  of  business  contacts.  Falal  has  no 
qualms  about  who  he  deals  with,  provided  he  is  paid  in 
gold. 

The  Ispasian  mercantilist,  Ispann,  has  contacts 
throughout  many  lands.  He  represents  a  number  of 
interests,  and  has  considerable  assets  upon  which  to 
draw.  V  entures  involving  the  acquisition  of  large  sums 
of  money  interest  him  greatly. 

)avan 

A  Xambrian  who  hunts  outlaw  wizards  and  rogue 
magicians  for  a  living,  Javan  is  a  loner  who  generally 
shuns  contact  with  others.  It  is  said  that  he  has  brought 
no  I  ess  than  three  rei  ncarnators  to  thei  r  f  i  nal  j  udgement, 
yet  he  seems  haunted  and  haggard,  as  if  burdened  by 
some  terrible  secret. 

LAfljfl 

A  M  irin  warriorwho  lefther homeland  of  L'Haan 
some  months  ago,  L'Laja  has  traveled  far  in  her  search 
for  an  enchanted  item  that  she  says  was  stolen  from  her 
people.  Her  blue  coloration  has  faded,  but  her  desire  to 
accomplish  this  goal  remains  strong. 


IDlRlflP 

M  iriad  isaCymrilian  magician  and  illusionist  of 
uncanny  talents.  H  e  rarely  exhibits  the  same  semblance 
twi  ce,  usi  ng  spel  Is  of  i  1 1  usi  on  to  alter  his  appearance  i  n 
unpredictable  —  and  occasionally  disturbing  —  ways. 
Somewho  claim  to  know  M  iriad  say  that  he  is  an  amusing 
eccentric;  others  say  he  is  a  schemer  and  manipulator, 
interested  only  in  acquiring  magical  power  for  himself. 

ORiflDO? 

Known  for  his  flamboyant  attire  and  impeccable 
manners,  Orianos  is  a  Gao  sea  rogue  and  captain  of  the 
ship,  Prince  of  Thieves.  Indeed,  some  say  he  is  the  son 
of  Gao-Din's  K  ing  of  Thieves,  though  this  may  well  be 
a  rumor  intended  to  add  to  Orianos'  growing  reputation. 
Orianos  is  well-liked  by  his  crew,  and  even  by  many  of 
those  whose  valuables  he  has  plundered  over  the  years. 

Sathas  i  s  a  member  of  one  of  the  few  Sauran  tri  bes 
that  has  amicable  relationships  with  other  humanoid 
peopl  es.  H  e  has  deal  i  ngs  w  i th  the  0  rgovi  ans  and  D j  aff  i  r, 
trading  firegems  for  enchanted  weapons  and  armor, 
which  his  tribe  uses  in  their  battles  against  the  Kang. 

5>flRTr 

Former  Commander  of  the  Borderlands  Legion, 
Sparte  is  regarded  as  a  hero  among  his  people,  the 
Thralls.  He  is  famous  for  the  Siege  of  Ikarthis,  during 
which  Sparte  and  a  small  contingent  of  mercenaries  held 
the  outpost  against  a  far  superior  force  of  Beastmen 
and  Za  for  ten  days,  until  reenforcements  could  arrive. 
N  ow  old  and  somewhat  i nf i rm,  Sparte  has  been  a  mentor 
to  many  young  Thralls. 

Tflrx 

TaneisaJ  aka  manhunter  who  now  works  primarily 
as  a  trader  and  guide.  He  is  highly  skilled  in  all  three 
capacities,  and  is  not  one  to  be  trifled  with.  Tane  has 
traveled  throughout  the  Western  Lands,  and  his 
knowledge  of  the  trails  and  forests  of  Werewood  is 
second  to  none.  Like  most  J  aka  he  is  suspicious  of 
magicians. 

TflRrflu 

A  Rahastran  cartomancer,  Tareau  is  a  drifter  who 
travel  s  across  the  conti  nent  of  Tal  i si anta,  rarely  stay i  ng 
in  one  place  for  long.  Tareau  makes  a  living  telling 
fortunes  and  gambling;  his  enchanted  Zodar  deck  is 
integral  to  both  occupations.  His  mood  often  shifts 
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according  to  the  cards;  sometimes  he  seems  hopeful, 
and  other  times  moody  and  morose. 

Tor 

Tor  is  a  renegade  who  fled  Urag  after  a  dispute 
with  the  leader  of  his  clan.  He  is  also  a  robber, 
highwayman,  and  —  some  say  —  a  cold-blooded  killer. 
Tor  has  acquaintances  in  Zandu  and  A  rim,  where  his 
misdeeds  have  earned  him  a  reputation  that  few  decent 
folk  would  relish. 

A  Mandalan  refugee  who  fled  the  Kang  Empire, 
Zen-Jian  has  worked  at  a  succession  of  menial  jobs 
ever  since.  Slender  and  almost  frail-looking,  it  seems 
strange  that  some  believe  she  is  secretly  a  Mystic 
Warrior.  And  yet,  this  may  well  be  true. 

a  rXTTT  TOD^RDIDQ 
flR^H^TYP^T 

The  archetypes  included  in  the  Traveler's  Guide 
section  of  this  book  represent  a  limited  sample  of  the 
possible  character  types  found  in  Talislanta.  For  some 
cultures,  a  given  archetype  may  fit  the  vast  majority  of 
individual  members;  for  example,  most  Ferrans  are 
scavengers.  For  other  cultures,  the  given  archetypes 
may  represent  well-known  and  important  categories  of 
citizens. 

For  example,  not  every  Zandir  is  a  Duelist  or  a 
Charlatan,  but  these  two  archetypes  are  common  as 
Player- Characters  and  as  NPC  contacts.  Also  keep  in 
mind  that  the  Traveler's  Guide  archetypes  represent 
"above-average"  members  of  their  respective  races,  and 
were  designed  to  be  suitable  for  "leading  roles".  To 
create  individuals  of  average  or  below-average  abilities, 
the  GM  can  simply  lower  the  archetype's  stats  and/or 
delete  a  few  Skills,  as  desired. 

Gamemasters  should  feel  free  to  tinker  with  any 
aspect  of  an  archetype  to  create  more  memorable 
encounters.  If  you  want  to  i  ncl  ude  a  character  who  does 
not  belong  to  one  of  the  existing  archetypes,  make  a 
new  archetype  by  changing  as  many  characteristics  as 
you  need.  Remember,  archetypes  are  not  by  any  means 
absolute  or  untouchable. 


PLflDDIDQ  YOUR 

TflLiyLflDTfl  y^Ri^y 

The  best  way  to  create  a  campaign  series  that 
everyone  will  enjoy  is  to  talk  to  your  players  before 
starting  any  work,  and  ask  them  a  few  questions  about 
the  kind  of  game  they'd  like  to  play.  Do  they  prefer 
heroic  fantasy  or  a  grittier,  more  "realistic"  style  of  play? 
Dothey  like  adventures  that  take  place  on  an  epic  scale, 
or  smaller-scale  stories  that  have  a  more  personal  feel? 
Do  your  players  want  action  and  combat,  or  do  they 
prefer  mystery  and  intrigue?  Are  they  into  sightseeing 
and  exploration?  Would  they  like  to  try  their  hand  at 
trading  and  commerce? 

W  hile  a  good  campaign  series  will  contain  a  mix 
of  many  el  ements,  i  t' s  best  to  f  i  nd  out  w  hat  y  ou  r  pi  ay  ers 
I  i  ke  most,  and  bal  ance  thei  r  i  nput  w i  th  the  sort  of  game 
you  like  to  run.  The  following  questions  and 
explanations  can  help  you  put  together  a  Talislanta 
campaign  that  both  you  and  your  players  will  enjoy. 

h^rok  ranwy  or 
qriid  nqnwy? 

Y  our  Tal  i  si  anta  campai  gn  can  be  modified  to  ref  I  ect 
a  vari ety  of  garni ng  styl es,  from  H  eroi c  F antasy  to  G  ri m 
Fantasy.  In  the  former,  the  characters  are  "larger-than- 
life"  heroes  w  hose  sagas  havea  cinematic  quality  about 
them.  In  the  latter  case,  characters  act  a  bit  more 
"realistically",  knowing  that  the  world  they  live  in  is  a 
harsh  and  unforgiving  place.  This  decision  can  also 
have  an  impact  on  the  rules,  which  can  be  adjusted  to 
reflect  the  style  of  play  your  group  decides  on. 

The  following  sections  contain  suggestions  on 
how  to  modify  the  rules  to  suit  a  H  eroic  or  G  ri  m  F  antasy 
campai  gn .  I  f  you  prefer  a  campai  gn  that  stri  kes  a  bal  ance 
between  these  two  styles,  you  can  use  the  rule  system 
as  is,  without  further  modification. 

Hit  Poidt?  &  QflminQ  5TYixy 

Quantity  of  Hit  Points  is  the  first  thing  that 
separates  Heroic  Fantasy  from  Grim  Fantasy.  The  HP 
totals  provided  for  the  ready-to-play  Archetypes  in  this 
book  fall  somewhere  between  the  two  extremes.  These 
figures  allow  the  average  "tough-guy"  Archetype  to 
survive  two  or  three  serious  wounds  and  continue  to 
f  i  ght  —  not  exactly  the  stuff  of  legends,  but  by  no  means 
wimpy,  either. 
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For  a  more  Heroic  feel  to  the  game,  double  the 
starting  HP  totals  for  PC  Archetypes.  This  makes  the 
characters  about  as  tough  as  your  typical  action-movie 
star,  able  to  fal  I  from  extreme  heights  and  get  punctured 
by  many  sharp  i  mpl  ements  w  hi  I  e  sti  1 1  keepi  ng  thei  r  cool . 

F  or  a  G  ri  m  F  antasy  game,  halve  the  H  P  total  s  I  i  sted 
for  the  A  rchetypes.  This  makes  the  characters  about  as 
tough  as  real-world  people.  Characters  in  games  like 
this  must  avoid  a  deadly  fight  at  all  costs.  Combat-heavy 
games  should  not  use  this  option,  unless  you  want  a 
very  high  rate  of  character  turnover. 

5>aL  P^DflLTY 

In  Heroic  games,  magic  wielding  characters 
should  feel  capable  of  casting  a  great  many  spells 
without  becoming  i  neffective.  A  pply  the-1  spell  penalty 
only  for  spel  Icasti  ng  rol I s  that  are  not  a  F  ul  I  Success  or 
better.  This  will  allow  magicians  to  cast  more  spel  I  sat  or 
near  their  greatest  level  of  ability. 

In  a  Grim  game,  characters  should  be  capable  of 
casting  fewer  spells  before  losing  their  effectiveness. 
C  haracters  shoul d  be  wary  of  wasti  ng  thei  r  abi  I  i  ti  es  f  or 
all  but  the  most  crucial  situations.  Increase  the 
character's  Spell  Penalty  by -2  for  every  spell  cast  earlier 
in  a  given  day. 

5nll  5uB5TrRjTion 

In  Heroic  games,  characters  should  feel  free  to 
attempt  almost  any  outrageous  stunt,  whether  they  have 
the  actual  abilities  or  not.  An  appropriately  heroic 
explanation  for  how  the  character  managed  to  succeed 
is  all  that  is  required.  The  GM  should  not  be  very  strict 
about  penal  ties  for  ski  1 1  substitution  in  a  cinematic  game 
I  i  ke  thi  s,  and  may  even  w ai  ve  them  al  together.  T  h i  s  w  i  1 1 
give  the  series  an  "anything  is  possible"  feel. 

I  n  a  G  ri  m  game,  the  G  M  shoul  d  be  very  stri  ct  w  i  th 
skill  substitution,  imposing  stiff  penalties  for  using  a 
skill  other  than  the  exact  one  required.  This  makes  the 
characters  much  less  versatile,  and  gives  the  series  a 
more  pessimistic  and  even  fatalistic  feel. 


Grim  fantasy  characters  can  also  be  quite  skilled, 
but  usually  not  to  Legendary  levels  of  ability.  The 
exi  sti  ng  abi  I  i  ty  rati  ngs  f  or  ready-to-pl  ay  A  rchetypes  are 
suitableforgrim  campaigns. 

^xp^nKx  Poinnr 

In  Heroic  games,  the  average  XP  given  out  per 
adventure  should  be  between  10  and  30  points.  For 
Grim  games,  only  1  to  5  points  per  adventure  should  be 
awarded. 

zvk  Kawvam  or  lq^al 

Like  H eroic  or  Grim  campaigns  above,  choosing 
whetheryourgamewill  bean  epic  sagaoralocal  taleis 
also  important.  Of  course,  you  won't  know  which  one 
you've  played  until  the  series  is  over,  but  it's  good  to 
have  some  ideas  at  the  start. 

Epic  games  tend  to  span  the  conti  nent,  and  i  nvol  ve 
scenarios  on  an  international  level.  Wars,  plagues,  evil 
invasions,  and  (un)natural  disasters  are  all  examples  of 
epic  sagas.  Epic  campaigns  are  usually  very  cinematic, 
but  are  not  necessarily  so.  This  sort  of  game  is  often 
suited  to  groups  who  have  played  Talislanta  for  a  while 
and  have  become  f  ami  I  i  ar  w  i  th  the  conti  nent  as  a  w  hoi  e. 

Local  tales  are  usually  restricted  to  one  region, 
and  revolve  around  the  immediate  problems  and 
opportunities  of  that  area.  Local  games  are 
recommended  for  gaming  groups  new  to  Talislanta, 
since  they  only  need  learn  about  a  small  portion  of  the 
world. 

Once  your  group  has  decided  the  style  and  type 
of  campaign  you  want  to  play,  al  I  you  need  to  determi  ne 
is  where  you  want  to  start. 


^HflFWTTR  Ability 

C  haracters  i  n  H  eroi  c  games  are  often  much  more 
skilled  than  typical  members  of  their  profession.  To 
reflect  this,  theGM  can  allow  starting  PCs  to  add  between 
+5  to  +10  points  to  each  of  the  ready-to-play  A  rchetypes' 
skills. 


TYK  ttJORLP  OF 
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TheTalisI  anta  game  takes  pi  ace  in  a  world-setting 
that  is  quite  unlike  any  other  fantasy  milieu.  If  your 
playersarenew  totheworld  of  Talislanta,  itisimportant 
for  you  to  understand  the  setting  well.  The  best  way  to 
do  this  is  to  carefully  read  the  T  ravel  er'sG  uide  provided 
in  this  book  before  starting  your  Talislanta  campaign. 

The  Traveler's  Guide  is  divided  into  seven 
sections,  or  "macro-regions".  Each  of  these  can  be  used 
as  the  starting  place  for  a  Talislanta  game  series,  as 
follows: 

•  The  Seven  Kingdoms 

A  microcosm  of  the  Tal islantan  milieu,  with  seven 
different  nation-states,  terrains,  races,  and  cultures. 
The  capital  city  of  Cymril  is  a  crossroads  for  peoples 
from  across  the  continent.  This  is  a  good  starting 
pi  ace  for  pi  ayers  and  G  M  s  w  ho  are  new  to  T  al  i  si  anta, 
and  also  a  good  setting  for  Heroic  Fantasy 
campaigns. 

•  TheWilderlands 

A  hostile  wasteland  populated  by  bandittribes,  wild 
beasts,  ancient  ruins,  and  a  handful  of  isolated 
outposts  and  settlements.  This  is  a  good  starting 
placeforaGrim  Fantasy  campaign. 

•  The  Western  Lands 

A  temperate  region  of  woods  and  deep  forests 
surrounding  the  nation-states  of  Aaman  and  Zandu 
—  bitter  rivals  si  nee  the  C  ul  t  W  ars  of  the  early  N  ew 
Age.  Opposing  religiousfactions,  witch  hunters,  and 
secret  cults  make  this  is  a  good  starting  place  for 
local -scale  or  epic-scale  campaigns  based  on  intrigue 
and  subterfuge. 


The  Eastern  Lands 

Rugged  territories  dominated  by  the  warlike  Kang 
Empire,  which  controls  much  of  the  region.  With  the 
machinations  of  a  powerful  and  repressive  Empire 
as  the  backdrop,  this  is  a  good  setting  for  combat- 
oriented  or  epic-scale  campaigns. 


T  he  Desert  K  ingdoms 

The  deserts  of  central  T al  i  si  anta  are  home  to  nomad i  c 
tribes  of  merchants  and  bandits,  the  wealthy 


citystate  of  Hadj,  the  powerful  nation-state  of 
Carantheum,  and  its  sworn  enemy,  Rajanistan.  This 
is  a  good  starting  place  for  mercantile  or  action- 
oriented  campaigns. 

•  TheSouthernRim 

A  setting  for  adventures  on  the  high  seas  of 
Talislanta,  and  in  the  sweltering  coastal  jungles  and 
tropical  islands  of  this  region.  Flamboyant  Sea 
Rogues,  blood-thirsty  corsairs,  slavers,  plunder,  and 
buried  treasure  make  this  an  ideal  setting  for  Heroic 
Fantasy  games. 

•  The  Northern  Reaches 

A  vast  territory  stretching  from  the  savage  land  of 
U  rag  to  the  frigid  tundra  of  Narandu,  the  ice-cities  of 
L'Haan,  and  such  strange  pi  aces  as  the  Sinking  Land 
andShadow  Realm. A  good  starting  pi  ace  for  Heroic 
Fantasy  (L'Haan  vs  the  Ice  Giants)  campaigns  or 
those  based  on  uncovering  mysteries  and  exploring 
strange  lands. 

0  nee  you '  ve  tal  ked  w  i  th  you  r  pi  ayers  about  w  here 
they'd  like  to  start,  choose  one  of  the  seven  macro- 
regions  and  read  the  accompanying  text  thoroughly 
(you  can  always  read-up  on  the  other  macro-regions 
later,  as  your  series  goes  along). 

Remember,  your  descriptions  and  portrayals  are 
what  will  bring  the  world  of  Talislanta  to  life  for  your 
pi  ayers.  T  hey  w  i  1 1  contri  bute  thei  r  ow  n  part  to  the  setti  ng, 
but  will  ultimately  come  to  understand  and  interact  with 
a  Talislanta  that  is  uniquely  yours. 

IDflNDQ  TflLiyLflDTfl 
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The  Talislanta  setting  contains  a  great  deal  of 
information,  especially  compared  to  some  roleplaying 
games.  M  ore  than  half  of  this  book  is  devoted  solely  to 
illuminating  thecultures,  traditions,  places,  and  c  reatu  res 
of  Talislanta.  Even  so,  with  a  setting  as  large  and  varied 
as  Talislanta  there's  no  way  to  provide  you  with 
everything  you'll  ever  need  to  run  your  campaign. 

What  does  Thaecian  dinnerware  look  like?  How 
do  K  ang  greet  each  other?  H  ow  big  do  the  seven  moons 
appear?  What  does  a  Thrall  consider  insulting?  What 
are  the  names  of  the  10,000  luminaries  in  the  Zandir 
Book  of  Mysteries? 


Details  of  this  sort  are  not  covered  in  this  book, 
and  by  necessity  must  be  left  to  the  imaginations  of  the 
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players  and  the  GM  .  If  you  can't  find  the  answer  to  a 
question  in  the  Traveler's  Guide,  don't  despair.  Our 
advice  is:  M  ake  it  up.  Do  whatever  you  need  to  make 
your  game  i  nteresti  ng,  and  above  al  I ,  have  f  un .  I  nventi  ng 
these  little  touches  will  help  solidify  the  setting  in  the 
minds  of  the  players,  and  allowsyou,  theGM ,  to  inject 
your  own  style  into  the  Talislantan  world. 

Every  GM  has  their  own  personal  style  when  it 
comes  to  designing  adventures.  Several  suggestions 
have  been  provided  in  this  section,  in  order  to  help 
novice  Game  Masters  learn  how  to  design  scenarios. 
After  you've  run  several  games  with  your  group  you'll 
begin  to  fine-tune  how  you  approach  adventure  design, 
to  accommodate  both  your  own  tastes  and  the 
preferences  of  your  group. 

A  certain  style  of  adventure  design  that  works 
well  can  be  summed  up  in  the  phrase,  "The  action  is 
where  the  PCs  are."  W  hat  this  means  is,  the  PCs  are  the 
"stars"  of  the  series.  Wherever  they  go,  and  whatever 
they  do,  excitement  and  adventure  are  sure  to  be  there. 
1 1  i  s  a  com mon  f  ai  I  i  ng  of  novi  ce  G  M  s  to  set  an  adventu re 
in  a  particular  place,  at  a  particular  time,  with  particular 
villains,  and  then  force  the  PCs  to  care  about  the  story 
and  arrive  at  the  locations.  In  gaming  circles,  this  is 
known  as  "railroading"  because  the  adventure  seems 
to  be  on  a  set  of  tracks  and  cannot  be  steered. 

One  way  to  avoid  railroading  your  players  is  to 
keep  a  lighter  hand  on  the  reigns  and  be  ready  to  adjust 
your  story.  If  you've  planned  an  epic  saga  of  warfare, 
intrigue  and  traitors  in  the  Northern  Reaches  and  your 
players  decide  that  fighting  Ice  Giants  is  too  bad  for 
their  health,  simply  relocate  your  story  to  wherever  the 
PCs  end  up.  There's  no  need  to  create  a  blizzard,  block 
al  I  caravan  routes,  and  conscri  pt  the  PC  s  i  nto  the  M  i  ri  n 
Army  just  so  your  war-story  can  be  told.  The  players 
will  probably  spend  the  adventure  sulking,  rather  than 
enjoying  the  drama  of  the  game.  On  the  other  hand,  if 
you  let  the  PCs  set  the  course  for  the  story,  you'll  often 
find  that  all  of  the  scenes  and  intricacies  you  had 
planned  can  still  be  used  with  different  names  and  places. 
The  players  will  never  be  the  wiser. 

Find  out  the  group's  agenda  as  early  as  you  can. 
It  may  work  to  simply  ask  them  if  they  have  any  group 
goals.  The  players'  answers  will  practically  write  the 
adventures  for  you.  If  the  group  doesn't  have  any 
particular  goals,  perhaps  they  are  waiting  for  you  to 
provide  adventures  for  them.  Inthiscase,  it'shelpful  to 


i  ntroduce  a  patron  or  organi  zati  on  to  hi  re  the  characters 
and  provide  missions  and  tangible  rewards. 

Here  are  some  tips  and  questions  for  taking  an 
idea  and  turning  it  into  a  full  adventure: 

M  ost  adventure  ideas  start  with  a  single  image: 
the  PCs  galloping  behind  a  low-flying  windship,  firing 
arrows  over  the  rai  I  s;  a  pyro-demon  coal  esci  ng  from  the 
center  of  a  fire-ruby;  a  no-holds-barred  tavern  brawl. 
The  first  questions  to  ask  are:  Why  are  the  PCs  here? 
How  did  they  get  here?  What  are  they  doing?  Who  is 
trying  to  stop  them?  How?  Depending  on  how 
independent  your  group  is,  you  may  only  be  able  to 
answer  a  few  of  these  questions.  But  you  may  find 
you've  uncovered  the  seed  of  a  good  adventure. 

A  number  of  ready-made  adventure  seeds  have 
been  provided  for  the  GM  in  this  section,  to  help  you 
get  started.  Feel  free  to  modify  these  ideas  as  best  suits 
the  needs  of  your  campaign  and  the  players. 

W  hat  characters  are  the  PC  s  goi  ng  to  meet  duri  ng 
the  course  of  this  adventure?  W  hat  kind  of  people  are 
they  and  what  are  their  personal  agendas?  When 
describing  a  N  on-P layer  Character  to  the  players,  try  to 
limit  your  descri  ption  to  three  key  elements. 

"The  Sindaran  Investigator  is  stoop- 
shouldered,  heavily  wrinkled,  and  is  scowling 
atyou  morosely  through  his  monocle." 

"  Karafan  the  pirate  has  probably  never  bathed 
in  his  life  and  his  costume  represents  the 
fashionsofa  greatmajority  ofthecontinent.  He 
stands  out  from  the  rest  of  his  crew  due  to  the 
factthatheseemsto  haveall  of  hisfingersand 
both  sets  of  eyes  and  ears." 

"  Sargeant  M  iralul  was  probably  a  Vajra  is  his 
past  life.  U  nl ike  most  M  irin,  he  has  a  chest  like 
a  barrel  and  powerful  arms.Asyou  lookdown 
on  his  rather  smallish  stature  you  notice  that 
years  of  wearing  an  adamant  helmet  have 
robbed  himofthefinewhitehairthatshould  be 
on  his  head." 


i 

TH^  5VTTID<3 

How  does  this  setting  affect  thePCs?  Would  any 
of  them  be  unwel  come  here?  I  s  the  natural  envi  ronment 
dangerous  in  some  way?  Is  the  area  beneficial  to  the 
PCs?  How  will  the  opposition  use  the  environment  to 
its  advantage?  Should  the  PCs  be  in  a  familiar  or 
unf  ami  I  i  ar  pi  ace  f  or  thi  s  adventure  to  w  ork? 

What's  the  overall  idea  behind  this  adventure?  Is 
there  literary-style  subtext  going  on,  is  it  just  a 
straightforward  epi  sode  in  the  PC's  I  i  ves?  W  hat  can  the 
PCs  learn  from  this  adventure? 

Th?  Rmawy 

What  can  the  characters  gain  during  this 
adventure?  W  i  1 1  they  receive  payment  for  thei  r  servi  ces? 
Will  they  acqui  re  val  uabl  e  goods  or  property?  A  re  there 
any  magical  or  alchemical  boons  they  mightfind  or  steal? 
What  about  fame,  notoriety,  and  other  intangible 
rewards?  Isitall  worth  the  risk? 

The  foil  owing  is  a  selection  of  sample  adventure 
seeds,  arranged  by  macro-region.  GMs  can  use  these 
seeds  as  a  starting  point  for  developing  their  own 
adventures  in  the  world  of  Talislanta. 

1.  The  PCs  are  hired  by  a  Sindaran  Effectuator  named 
Tal  Nadar  to  assist  him  in  a  matter  of  some  delicacy.  It 
seems  that  a  valuable  silver  curio  was  stolen  from  the 
collection  of  Nala  Majan,  a  trivarian  player  of  some 
repute.  The  Effectuator  believes  the  culprit  to  be  one 
Naj  Modas,  a  Sindra  who  became  unbalanced  after 
attempting  to  learn  magic.  Out  of  respect  for  Naj's 
impai  rmentand  his  family's  good  name,  the  Effectuator 
feels  it  would  be  best  if  the  matter  was  handled  quietly 
by  outsiders  rather  than  through  the  Sindaran  legal 
system.  Nala  has  agreed  not  to  press  charges,  as  long 
as  the  item  is  returned.  But  will  the  reclusive  and 
unpredictable  Sindra  cooperate?  A  nd  is  there  any  truth 
to  the  rumors  that  the  Sindra  has  been  tampering  with 
black  magical  artifacts  again? 


2.  TheThrall  commanderofTarg  needs  to  replenish  the 
fort'ssuppliesof  medicinal  herbs.  W ith  troublebrewing 
in  the  B  orderlands  he  can't  spare  any  of  his  own  troops 
to  do  the  job,  so  he  orders  the  fort's  requisitioner, 


Hammar,  to  hi  re  a  ski  I  led  group  of  mercenaries  to  do  the 
job.  When  he  can't  find  any,  Hammar  hires  the  PCs 
instead  (that's  Thrall  humor  for  you).  A  week  in  Targ 
Swamp  should  be  sufficient  to  do  the  job  — 
stranglevine,  tazian  flies,  swamp  fever,  and  alatus  not 
withstanding.  Of  course,  that's  assuming  thej  hangaran 
mercenary  guides  don't  cut  and  run  at  the  first  sign  of 
exomorph  spoor.  Look  sharp,  soldiers. 

3.  The  Kasmiran  moneylender,  Abis  al  Adinn,  is 
incensed:  his  brother  and  partner,  Eban  al  Adinn, 
disappeared  from  the  city  of  K  asir  along  with  over  70,000 
gold  lumensof  thefamily  business'  money.  A  bis  believes 
his  brother  i  s  hi  di  ng  somew  here  i  n  the  J  aspar  M  ountai  ns 
of  southern  K  asmi  r,  and  has  offered  a  reward  of  10%  of 
the  stolen  money  for  the  return  of  the  embezzler  and  the 
stolen  money  (if  pressed,  he  may  agree  to  15%,  but  he 
won't  be  happy).  Still,  questions  remain  unanswered. 
Did  Eban  take  the  money,  or  was  he  kidnapped?  Does 
the  crafty  Abis  have  anything  to  do  with  the 
disappearance  of  his  brother? 

4.  While  travel  ing  in  thevicinity  of  A  star  the  PCs  receive 
a  telempathic  message  from  an  unknown  source, 
accompanied  by  feelings  of  intense  grief:  an  image  of  a 
humanoid  body  laying  somewhere  along  the  shores  of 
Lake  Zephyr.  What  is  the  identity  of  the  victim?  Who 
sent  the  telempathic  vision?  Can  the  PCs  convince  any 
of  the  local  M  use  population  to  help  them  locate  the 
body,  or  will  the  M  uses  be  too  preoccupied  with  their 
own  concerns?  A  nd  how  can  they  get  rid  of  those  night 
whisps  that  keep  following  them  wherever  they  go? 

5.  While  in  southern  V ardune the  players  are  hired  by  a 
Green  Aeriad  botanomancer  named  Cha-Ki-K'Ya  to 
watch  over  his  grove  of  costly  tinsel-trees  while  he  is 
away  on  a  trip  to  V  ashay.  N  o  sooner  has  the  A  eriad  left 
than  the  PC  s  di  scover  that  C  ha' s  preci  ous  trees  are  bei  ng 
damaged  by  some  unknown  menace.  Have  root  grubs 
infested  the  grove?  Has  a  plant  demon  somehow  found 
its  way  up  from  the  Demonrealms  to  invade  Cha-Ki- 
K  'Y  a's  property?  A  nd  how  exactly  are  the  PCs  supposed 
to  get  rid  of  the  mysterious  threat  without  harmi  ng  C  ha' s 
prized  tinsel -trees? 

6.  As  she  does  each  year,  the  wealthy  Cymrilian  art 
connoisseur,  M  elissea,  is  holding  a  festive  masked  ball 
at  her  home  i  n  C ymri  I .  U  nhappi  ly ,  the  PC  s  were  not  i  nvi  ted 
to  this  exclusive  affair.  However,  they  were  asked  to 
attend  the  bal  I  i  n  order  to  hel  p  protect  the  many  fabulous 
works  of  artthatwill  be  on  display,  for  which  M  elissea 
has  promi  sed  to  pay  them  most  handsomely.  T  he  fool  i  sh 
costumes  that  M  elissea  insists  the  PCs  wear  are  but  a 
mi  nor  annoyance.  F  ar  worse  is  the  prospect  of  guardi  ng 
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the  matron's  treasures  from  the  rogue  magician 
Valthesian,  a  flamboyant  thief  who  has  crashed  the  ball 
each  of  the  last  three  years  and  made  off  with  a  costly 
work  of  art.  H  ow  to  f i  nd  a  Cy mri  I  i  an  thi ef  i  n  a  roomful  of 
masked  Cymrilians?  How  to  stop  a  thief  who  is  also  a 
skilled  magician? 

7.  I  nvited  to  visit  D  urne  by  a  G  nomeki  n  the  adventurers 
met  in  Cymril,  the  PCs  venture  into  the  Underground 
H  ighway  and  the  realms  below.  A  long  the  way  a  violent 
tremor  causes  a  cave-in,  and  the  PCs  find  themselves 
cut-off  from  their  G nomeki n  guide.  Lost  in  a  maze  of 
tunnels,  can  they  f i  nd  thei  r  way  to  D  urne  or  back  to  the 
surface?  W  hat  happened  to  thei  r  G  nomeki  n  f  ri end?  A  nd 
what  was  it  that  caused  the  cave-in  in?  Was  it  an 
earthquake,  subterranoids,  or  something  even  more 
sinister? 

1.  The  players  are  hired  by  the  Borderlands  Legion  to 
escort  three  land  lizard-drawn  cargo  wagons  of 
provisions  and  supplies  being  sent  to  the  outpost  of 
Akmir.  Bad  enough  that  the  caravan  is  under-manned, 
and  a  pack  of  armed  beastmen  has  recently  been 
harassing  travelers  along  the  road  to  Akmir.  But  why 
are  the  land  lizards  acting  so  strangely,  and  what's  that 
strange  odor  comi  ng  from  the  wagons? 

2.  Traveling  through  the  eastern  Borderlands,  the  PCs 
happen  across  a  lost  and  confused  traveler.  The  traveler 
claims  to  have  lost  everything  to  Za  raiders,  including 
—  apparently  —  his  memory.  Who  is  this  traveler  and 
why  does  he  display  occasional  flashes  of  prowess? 
W  here  is  he  from?  W  here  was  he  headed,  and  what  was 
he  going  to  do  there?  What  will  he  be  like  when  he 
regains  his  memory? 

3.  While  investigating  a  desolate  set  of  ruins  in  the 
northern  W  i  I  derl  ands,  the  pass  through  an  anci  ent  portal 
inscribed  with  Archaen  symbology  and  suddenly  find 
that  they  have  somehow  shrunk  to  less  than  six  inches 
in  height.  W  hat  strange  magics  caused  this  misfortune, 
and  how  can  the  diminutive  adventurers  regain  their 
former  stature?  What  new  peri  Is  wi  1 1  the  ruins  pose  now 
that  the  PCs  have  been  reduced  to  the  size  of  dolls? 
W  here's  a  Y  itek  tomb-robber  when  you  need  one? 

4.  On  a  stopover  at  the  Borderlands  outpost  of  Karfan 
the  PCs  run  into  a  Xambrian  wizard  hunter  named  J  avan, 
an  acquai  ntance  whom  they  met  once  before  and  regard 
asafriend.Javan'smood  seems  even  darker  than  usual; 
when  pressed  by  the  PCs  he  states  that  he  has  received 
"the  C al  I  i  ng"  and  i  s  about  to  embark  on  a  spi  ri tquest.  I  f 


the  PCs  volunteer  to  help,  Javan  will  only  say:  "Do  as 
you  wish".  Then  he  climbs  atop  the  back  of  his  equs 
and  ri  des  of  f  i  n  the  di  recti  on  of  0  men .  D  o  the  PC  s  f  ol  I  ow  ? 
Will  they  hel  p  J  avan  f  i  nd  the  rei  ncarnator  that  he  must 
bring  to  justice?  If  so,  how  will  they  know  what  form  the 
reincarnator  has  taken,  and  where  will  Javan's 
spi  ri  tquest  lead  them? 

5.  A  Bodor  musical  troupe  hi  res  the  PCs  to  accompany 
them  on  a  trip  from  the  Borderlands  outpost  of  Ikarthis 
to  the  D  racartan  citadel  of  N  adan,  where  they  have  been 
hired  to  play  a  series  of  engagements.  Along  the  way  it 
i  s  di  scovered  that  the  I  and  I  izard  bei  ng  empl  oyed  to  pul  I 
the  Bodor  wagon  has  suffered  a  gash  on  its  leg  —  the 
result  of  aBeastman  sickle-trap.  The  creature  is  hobbled, 
and  can  only  move  at  half  its  usual  speed  even  after  the 
wound  istended.  Worse  yet,  it  has  I  eft  a  blood  trail  inits 
wake  that  has  attracted  the  attention  of  two  rival  packs 
of  Beastmen.  The  situation  is  by  no  means  improved 
when  a  sneaky  pack  of  Ferrans  steal  the  Bodor's 
instruments. 

6.  The  PCs  see  a  small  windship  make  a  crash-landing 
thirty  miles  southwest  of  Akmir,  and  rush  to  investigate. 
In  the  wreckage  they  find  four  dead  bodies  —  three 
Hajan  servitors  and  aM  onad.  Incredibly,  a  fourth  Hajan 
and  his  Hadjin  master  have  escaped  unscathed. 
S peaki  ng  through  hi  s  servant,  the  H  adj  i  n  offers  the  PC  s 
a  small  fortune  if  they  will  return  him  without  delay  to 
hi  s  home  i  n  the  city  state  of  H  adj .  I  f  the  PCs  accept,  wi  1 1 
they  be  able  to  stomach  the  countless  demands  of  the 
haughty  Hadjin?  Will  they  risk  their  own  lives  to  save 
the  two  from  predatory  omnivrax?  When  a  rampaging 
behemoth  frightens-off  all  but  one  of  the  PCs'  steeds, 
w i  1 1  they  al  I  ow  the  H  adj  i  n  to  ri  de  w  hi  I  e  they  m ust  w al  k? 
And  is  it  luck  or  fate  when  a  M  arukan  dung  merchant 
appears  on  the  scene,  driving  her  well-used  dung 
wagon? 

7.  Theadventurersjointhegladiatorcircuitas warriors 
and  their  agents,  traversing  the  Wilderlands  of  Zaran 
and  the  border  city  of  Hadran.  Among  the  gladiators 
themselves,  the  PCs  find  Saurans  who  have  struggled 
for  a  better  life  and  disgraced  A  hazu,  bound  by 
honor  to  an  enslaved  existence.  Amid  the  profiteers, 
they  find  a  level  of  greed  and  corruption  beyond  their 
pri  or  experi  ence.  A  H  adj  i  n  pi  ot  to  w  rest  aw  ay  the  w  arri  or 
PCs'  contracts  and  Danuvian  Viragos  searching  for 
fitting  consorts  complicate  matters  further.  Can  they 
survive  the  conflicts,  both  martial  and  monetary,  to 
emerge  vi  ctori ous  and  ri cher  for  thei  r  efforts? 

8.  Whiletraveling nearDanuvia,thePCsareconfronted 
by  a  large  and  heavily-armed  contingent  of  Danuvian 
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Viragos.  The  fierce- looking  female  warriors  order  them 
to  lay  down  their  weapons  and  accompany  them  to  their 
citystate  withoutdelay.  Havethe  PCs  somehow  offended 
theDanuvian  Gynecocracy?  Will  they  be  charged  with 
a  heinous  crime  they  did  not  commit?  Or  have  they 
been  brought  to  Danuvia  to  compete  in  the  upcoming 
Conjugal  Feast? 

9.  As  the  PCs  are  traveling  in  the  vicinity  of  M  aruk, 
they  see  an  ominous  storm  approaching  from  the  east 
—  a  Black  Wind,  larger  and  more  dangerous  looking 
than  any  they  have  seen  before.  With  M  aruk  the  only 
shelter  in  sight,  will  the  PCs  choose  to  risk  the  reputed 
curse  that  haunts  the  M  arukans  or  brave  the  unknown 
perils  of  the  oncoming  magical  tempest?  What  effect 
will  theBlack  Wind  have  on  the  citystate,  theM  arukans, 
the  surrounding  environs,  or  the  PCs  themselves? 

ThK  dOT^RD  Law? 

1.  On  a  visit  to  the  city  of  Zanth,  the  PCs  encounter  a 
group  of  young  bravos  assaulting  a  lone  swordsman.  If 
they  intercede  they  find  themselves  in  the  midst  of  a 
feud  between  the  followers  of  two  hot-headed  Zandir, 
both  of  whom  are  vying  for  the  affections  of  a  beautiful 
young  woman  named  Zariella.  Will  the  PCs  accept  when 
challenged  to  a  duel  by  the  bravos,  or  will  they  back 
down  and  be  ridiculed  as  cowards  by  the  local  populace? 
Which  of  the  two  would-be  lovers  will  they  side  with? 
And  what  happens  when  Zariella  falls  madly  in  love 
with  one  of  the  PC  s?  I  s  Zari  el  la  who  she  seems  to  be,  or 
is  there  more  to  this  young  temptress  than  meets  the 
eye? 

2.  Whilestaying  in  an  inn  in  Arim,  oneof  thePCsfinds 
a  note  among  his  possessions  which  says:  "You  have 
ingested  a  slow-acting  poison  and  will  be  dead  by 
sunset  tomorrow".  With  a  little  more  than  a  day 
remaining,  can  the  PC  and  hisfriendsfindan  antidote  in 
time?  Who  was  the  assassin  that  administered  the 
poison,  and  how  was  it  done?  IstheRevenantCultto 
blame,  and  if  so,  who  hired  them? 

3.  While  the  PCs  are  in  Aaman,  they  witness  a  Dhuna 
who  has  been  brought  to  public  trial  for  witchcraft  and 
heresy.  The  trial  is  a  farce,  and  the  witch  is  condemned 
from  the  outset.  Can  the  PCs  rescue  her,  evade  the 
watchful  eyes  of  the  Aamanian  Monitors,  and  return 
her  to  Werewood  with  Witch  Hunters  on  their  trail? 
What  if  she  actually  is  evil? 

4.  Chancing  upon  a  band  of  Sarista  camped  on  the 
border  of  Zandu  and  Silvanus,  the  PCs  are  invited  to 
joi  n  the  gypsies  at  their  evening  meal .  L  ater  the  Sarista 


tell  tales  around  the  fire,  and  an  old  gypsy  woman  named 
Balika  tells  how  she  once  stumbled  upon  an  ancient 
Phaedran  tomb  along  the  banks  of  theSascasm  River,  in 
Werewood.  To  prove  her  story  she  shows  the  PCs  an 
old  coin  of  Phaedran  make,  which  Balika  says  shefound 
near  the  entrance  to  the  tomb.  Will  the  PCs  believe  her 
story?  Are  they  willing  to  risk  encounters  with  hostile 
werebeasts  and  banes  in  the  hope  of  finding  the 
Phaedran  crypt?  And  if  they  do  locate  the  tomb,  what 
fabulous  treasures  will  they  find  within? 

5.  Someone  is  stealing  equs  from  the  city  of  Zanth. 
When  the  PCs'  own  steeds  disappear  from  their  stables, 
they  decide  to  solve  this  mystery  on  their  own.  The 
local  authorities  suspect  an  Orthodoxist  plot,  but 
Serperi an  beggars  cl  ai  m  that  the  i  ntel  I  i gent  ani  mal  s  are 
themselves  rebelling.  Tracing  the  animals  to  the  tents 
of  a  Sarista  circus  group,  what  will  the  adventurers  do 
when  a  Causidian  comes  forward  as  the  equs' 
representative,  claiming  illegal  enslavement?  And  will 
the  players'  steeds  feel  enough  loyalty  to  expose  the 
Sarista  fraud? 

6.  The  PCs  are  hired  as  crewmen  on  aZandirfreetrader 
planni  ng  a  tri  p  from  the  port  of  Zanti  urn  to  F  aradun.  The 
captai  n ,  T  rentanos,  sai  I  s  f  i  rst  to  the  i  si  and  of  C  astabu I  an 
i  n  order  to  obtai  n  an  aeromanti  c  readi  ng  on  the  prevai  I  i  ng 
winds  and  tides.  When  the  Castabulanese  report  that 
conditions  appear  unfavorable,  the  headstrong 
Trentanos  decides  to  make  the  voyage  anyway,  despite 
the  protestations  of  some  of  his  crew.  Will  the 
aeromancers'  dire  predictions  of  storms  and  whirlwinds 
come  true?  Will  there  be  a  mutiny  on  board  ship?  If  so, 
will  the  PCs  side  with  the  captain  and  his  followers,  or 
with  the  disgruntled  mutineers? 

7.  A  Jaka  trader  recruits  the  adventurers  to  help  him 
salvage  a  petrified  vessel  buried  in  the  Lost  Sea,  which 
the  Jaka  claims  is  an  ancient  A  rchaen  windship.  Along 
the  way  the  PCs  must  brave  encounters  with  crazed 
Wildman  bands  and  war  parties  from  Urag.  Will  they 
find  the  ship?  If  so,  has  anything  of  worth  survived  the 
ship's  stony  fate?  What  surprises  await  them  in  the 
depths  of  the  long-buried,  ancient  vessel? 

ThK  ^flrTTRD  LOW? 

1.  The  Chana  witch-tribes  are  causing  problems  along 
the  southern  borders  of  the  K  ang  E  mpi  re,  and  mercenary 
soldiers  are  being  hired  to  supplement  forces  stationed 
at  the  K  ang  outpost  of  Vulge.  The  wages  are  good,  so 
the  PCs  hire-on  for  a  one-month  tour  of  duty.  When 
they  arrive  in  Vulgethey  find  that  theoutpost  is  woefully 
under-manned  and  short  of  weapons  and  supplies.  M  ost 
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of  the  troops  have  been  demoralized  by  hunger,  the 
witchmen's  incessant  attacks,  and  the  monsoon-like 
rains.  Butafew  battle-hardened  jungle  fighters,  led  by 
theKang  tracker,  Kaj  an,  haverefused  to  givein.  Fanatical 
in  their  desire  to  inflict  casualties  upon  their  enemies, 
they  go  out  each  night  to  vent  their  anger  and  hatred 
upon  the  Chana:  taking  the  heads  of  male  and  female 
Chana  as  grisly  trophies,  burning  entire  Chana  villages 
to  the  ground,  competing  with  each  other  to  see  who 
can  score  the  most  ki  1 1  s,  and  perf  ormi  ng  other  atroci  ti  es. 
Will  thePCsthrow-in  with  Kaj  an  and  his  fighters,  or  will 
they  abi  de  by  more  conventi  onal  mi  I  itary  methods?  A  nd 
what  will  happen  if  they  cross  Kaj  an? 

2.  Seeking  knowledge,  the  adventurers  embark  upon  a 
journey  to  theTemple  of  the  Seven  M  oons,  inXanadas. 
Can  they  find  the  hidden  trail  that  leads  up  the  face  of 
M  ount  M  andu?  Will  they  survive  the  perilous  climb, 
the  predatory  frostweres,  the  hostile  bands  of  Harakin, 
the  freezing  cold  and  chilling  winds?  If  they  succeed  in 
finding  theTemple,  will  they  be  allowed  to  enter?  Will 
the  PCs  meet  the  Chroniclers,  and  if  so,  will  they  gain 
the  knowledge  that  they  have  come  so  far  to  find? 

3.  W  hi  I  e  i  n  the  E  astern  L  ands,  a  stri  ng  of  murders  occurs 
in  the  local  community  where  the  PCs  are  staying.  The 
evidence  seems  to  suggest  that  the  killer  was  a  M  anra 
shape-changer,  though  some  question  whether  a  M  anra 
would  do  such  a  thing.  Can  the  only  witness  to  the 
crime  be  trusted,  or  does  she  have  hidden  motives?  If 
the  evidence  is  accurate,  how  do  you  track  down  a 
murdererwho  could  be  anyone  or  anything?  Even  your 
friend... 

4.  The  Ispasians  have  recommended  that  the  Kang 
Empire  clear  the  woods  in  and  around  the  Ku-Chang 
Plateau  in  order  to  make  room  for  future  settlements. 
Sauran  prisoners  of  war,  political  dissidents,  deserters, 
and  accused  criminals  have  drafted  into  chain  gangs 
and  assigned  to  do  the  work,  thereby  saving  the  Empire 
the  cost  of  trials,  imprisonment,  and  rehabilitation.  The 
PCs  may  get  involved  as  mercenary  guards  hired  to 
supervise  the  chain  gangs,  or  as  laborers  forced  into 
service  against  their  will.  Either  way  they  will  have  to 
deal  with  brutal  K  ang  overseers,  horrid  work  conditions, 
and  of  course  the  M  ondre  K  han  —  i ndigenous  peoples 
of  the  Ku-Chang  Plateau,  who  oppose  the  Ispasians' 
plans  for  expansion  and  are  the  most  accomplished 
gueri  1 1  a  warri  ors  on  the  conti  nent. 

5.  ThePCsarecontacted  by  aM  andalan  named  Shimen- 
San,  w  ho  f  I  ed  the  K  ang  E  mpi  re  to  avoi  d  bei  ng  executed 
as  a  rebel,  and  is  looking  for  someone  to  funnel 
information  to  her  compatriots  in  the  E  mpi  re.  U  sing  false 


documents  that  identify  them  as  traveling  scholars,  the 
adventurers  manage  to  gain  temporary  residence  in  city 
of  Jacinth.  How  can  they  aid  the  M  andalan  slaves  in 
their  ongoing  quiet  rebellion?  Will  the  players  accept 
the  patient  tactics  of  the  M  andalans,  or  will  they  take 
matters  into  their  own  hands?  Will  they  get  to  meet  a 
M andalan  Mystic  Warrior,  or  are  the  stories  of  these 
elusivefigures  only  the  stuff  of  legends?  H  ow  long  can 
the  PCs  keep  their  actual  intentions  secret  from  the 
Kang? 

6.  Hi  red  to  help  guard  a  band  of  Aamanian  pilgrims  on 
ajourney  to  the  Well  of  Saints,  the  adventurers  expect 
nothing  but  trouble.  In  the  Kharakhan  Wastes  bands  of 
Araq  attack  anything  that  moves.  At  the  foot  of  the 
Volcanic  H  ills  vasps  and  raknidscompetefor  food.  Near 
the  F  i  ref  al  I  s  py  ro-demons  I  eap  f  rom  the  f  I  ow  i  ng  magma 
like  sparks  going  up  a  chimney.  In  the  Valley  of  M  ists, 
vorls  seem  to  appear  as  if  from  nowhere,  turning  their 
victims  into  dried  husks.  But  at  the  end  of  thejourney  is 
the  Well  of  Saints,  the  waters  of  which  are  reputed  to 
have  miraculous  healing  properties.  The  PCs  can  only 
hope  that's  true. 

7.  Befriended  by  a  small  band  of  Sauran  traders,  the 
PCs  are  invited  to  accompany  the  reptilians  to  their 
settlement  in  the  Volcanic  Hills,  where  the  adventurers 
can  obtain  a  quantity  of  preciousfiregemsatgood  cost. 
They  arrive  to  find  that  in  the  traders'  absence  raknid 
warriors  attacked  the  Sauran  fort,  killed  many  of  their 
people,  and  made  off  with  the  clan's  priestess.  Will  the 
PCs  help  the  Saurans  invade  a  raknid  hive  in  the  hope 
of  rescuing  the  clan's  spiritual  leader?  Can  they  evade 
detection  by  the  raknid  warriors,  workers,  and  drones? 
And  can  they  resist  the  psychic  powers  of  the  hive's 
horrid  queen? 

1.  When  the  PCs  booked  passage  aboard  a  land  ark 
bound  for  the  city  of  Dracarta,  they  expected  to  find 
adventure.  But  they  probably  didn't  expect  the  ship  to 
run  aground  during  a  sandstorm,  or  to  be  stranded  with 
the  rest  of  the  ship's  crew  and  passengers  in  the  middle 
of  the  Red  Desert.  W  ith  water  in  short  supply,  can  they 
locate  a  band  of  Y  assan  technomancers  to  help  repair 
the  vessel  before  they  fall  prey  to  sand  demons  and 
their  insidious  mirages?  How  will  they  know  what  is 
real,  and  what  is  illusion?  And  what  happens  when  a 
GhostWind  blows  across  the  desert  sands,  leaving  fear, 
confusion,  and  disembodied  spirits  in  its  wake? 
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2.  While  traveling  through  the  Desert  Lands  a  PC  is 
possessed  by  a  spirit  form.  Who  is  this  spirit  and  what 
is  it  trying  to  accomplish  while  in  possession  of  the  PC? 

3.  At  the  northern  border  of  Djaffa,  the  PCs  are 
approached  by  a  Yitek  nomad  named  Yato  Nas,  who 
invites  the  adventurers  to  join  him  and  hisclan  on  atrip 
to  the  southern  Desertlands.  The  Y  itek  claims  that  his 
clan  needs  help  with  a  "salvage  operation"  of  an 
unspecified  nature,  and  promises  rich  rewardstoall  who 
partake  in  the  project.  Why  won't  Yato  Nas  be  more 
specific  about  his  intentions?  What  treasures  does  he 
expect  to  find?  Perhaps  more  importantly,  why  do  the 
tomb-robbers  need  the  PCs'  help  when  they  usually 
choose  to  work  alone? 

4.  The  PCs  are  hired  by  a  Hajan  servitor,  who  at  the 
behest  of  his  Hadjin  master  has  been  assigned  the  task 
of  retrieving  a  newly  discovered  cacheof  ancientfamily 
heirlooms  from  the  Hadjin  Tombs.  Under  the  watchful 
eye  of  the  snobbish  H  ajan,  the  adventurers  must  search 
the  mausoleums  and  extract  precious  frescoes,  friezes, 
urns,  sarcophagi,  and  crystal  artifacts  without  damaging 
them;  taking  care  to  avoid  ages-old  traps  and  pitfalls, 
while  protecting  the  demanding  and  unappreciative 
Hajan  from  necrophages,  irate  spirits,  and  other  hazards. 

5 .  I  n  D  racarta,  the  PC  s  are  i  nvi  ted  to  j  oi  n  a  thaumaturge 
named  N'Jama  on  a  short  trip  by  duneship  to  the 
southern  city  of  Anasa.  Not  far  from  their  destination 
the  vessel  comes  under  attack  by  a  windship  bearing 
no  identifying  flags  or  markings,  which  drops  spheres 
of  poisonous  gas  on  the  duneship  from  above.  When 
N'Jama  and  the  PCs  come  to,  they  find  that  they've 
been  captured  by  a  Rajan  assassin-mage  named  Raj- 
Aban,  and  are  being  brought  to  the  city  of  Irdan  along 
with  a  quantity  of  quintessence  stolen  from  the 
duneship.  As  the  windship  sails  towards  the  Rajan 
capital  the  captives  learn  that  they  will  be  subjected  to 
"interrogation"  by  Raj-Aban  and  his  assistants.  Will 
the  PCs  be  able  to  resist  Raj -A  ban's  attempts  to  get 
information  from  them  by  the  use  of  torture?  Can  they 
find  some  way  to  escape  before  they  arrive  in  Irdan? 
Can  they  prevent  the  Rajans  from  bringing  the  stolen 
quintessence  back  to  their  country? 

6.  The  adventurers  visit  the  city  of  Tarun,  in  Faradun. 
Here,  they  meetNamal  of  the  House  of  Farath,  a  Farad 
procurer  who  offers  to  pay  the  PCs  a  handsome  sum  for 
"asmall  service  entailing  no  great  effortor  risk"  on  their 
part.  AsNamal  explainsit,  thePCsneed  only  travel  toa 
small  plantation  located  just  ten  miles  outside  the  city, 
pick-up  a  number  of  parcels,  and  return  with  them  to 
Tarun.  The  contract  offered  by  Namal  seems  straight- 


forward, with  no  more  or  less  fine- print  than  the  usual 
Fard  document.  If  the  PCs  accept,  they  fi  nd  that  matters 
go  much  as  Namal  said  —  at  first.  Discovering  that  the 
plantation  is  guarded  by  heavily-armed  Za  mercenaries 
may  come  as  a  surprise.  Learning  that  they  cannot  pick- 
up the  parcels  until  nightfall  may  seem  somewhat 
suspicious.  Finding  out  that  the  parcels  contain  asmall 
fortune  in  k'tallah  could  be  unsettling.  But  the 
adventurers  need  not  worry  for  their  safety,  unless  they 
f i  nd  out  that  the  parcel  s  were  stol  en  from  S habal  of  the 
Houseof  Narud:  aFarad  M  onopolist and  wizard  of  great 
wealth  and  power,  who  marks  N  amal 's  H  ouse  as  a  hated 
rival. 

ThK  yOUTH^RD  RIP) 

1.  When  the  Phantasian  dream  merchant,  Lafcadio, 
offered  to  take  the  adventurers  to  C  ymri  I  i  n  hi  s  w  i  ndshi  p, 
itseemed  likeagood  idea.  Theoffer  was  mostgenerous, 
and  after  all  wouldn't  it  be  much  quicker  to  travel  by 
windship  than  by  land?  Of  course,  no  one  could 
anticipate  that  Lafcadio  would  take  too  much  of  that 
amber  essence,  and  fall  into  a  slumber  from  which  he 
could  not  be  awakened.  Who  could  have  predicted  the 
i ci  cl  e  rai  n  that  damaged  the  sai  I  s?  0  r  those  f  i  ve  ravengers 
that  followed  the  ship  for  miles,  clawing  at  the  hull  as 
they  tried  to  get  into  the  ship's  hold  and  steal  our 
provisions.  And  what  about  the  erx  that  attached  itself 
to  the  ship's  levitationals? 

2.  While  searching  for  buried  treasure  among  the  Blue 
Atolls  of  the  Far  Seas,  the  adventurers'  ship  is  blown 
off  course  in  a  storm.  When  the  storm  abates  the 
adventurers  find  that  their  ship  has  drifted  into  the 
hidden  port  of  a  clan  of  Sun-Ra-San  dragon  hunters. 
Can  the  PCs  convince  the  Sun-Ra-San  that  they' re  not 
spi  es?  I  f  accepted  i  nto  the  cl  an ,  w  i  1 1  the  P C  s  be  al  I  ow ed 
to  take  part  in  a  traditional  sea  dragon  hunt,  and  if  so 
will  they  meet  the  expectations  of  the  Sun-Ra-San? 

3.  Drawn  by  the  promise  of  quick  profits,  the 
adventurers  travel  tojhangarato  hunt  for  scintilla.  At 
the  di  smal  settl  ement  of  Tabal  they  hi  re  a  pai  r  of  morose 
J  hangarans  who  offer  to  accompany  them  to  the  coastal 
marshes  and  show  them  where  clutches  of  glowing 
sci  nti  I  la  can  be  found.  Unfortunately,  inclement  weather 
forces  the  PCs  to  spend  a  night  in  the  ramshackle 
settlement,  where  they  are  subjected  to  biting  insects, 
filth,  disease,  and  squalor.  At  daybreak,  the  are  finally 
ableto  leaveTabal  and  begin  looking  for  scintilla.  Will 
they  stri  ke  i  t  ri  ch,  or  w  i  1 1  the  I  ure  of  easy  money  di  ssol  ve 
i  n  the  face  of  gri  m  real  i  ty?  C  an  they  trust  thei  r  J  hangaran 
guides,  orarethetwoscoundrelsoutto  rob  them  at  the 


first  opportunity?  When  they  encounter  a  band  of 
Jhangaran  Outcasts,  what  will  they  do? 

4.  T  he  pi  ayers  are  hi  red  to  escort  a  G  reen  A  eri  ad  schol  ar 
who  wishes  to  observe  and  record  the  unusual 
reproductive  process  of  the  Green  Men.  The  journey 
from  Varduneto  the  Dark  Coast  is  perhaps  the  least  of 
the  group' s  probl ems.  F  i  ndi ng  the  reel usive  sy mbi otes 
in  the  midst  of  the  vast  rainforest  presents  even  greater 
difficulties,  especially  when  they  do  not  wish  to  befound 
and  can  blend  so  perfectly  into  their  surroundings.  Even 
if  they  can  find  any  Green  M  en,  will  the  PCs  be  able  to 
convince  the  plant-folk  to  trust  them?  When  warring 
bands  of  M  oorg-Wan  and  Ahazu  clash  nearby,  can  the 
PCs  find  some  way  to  lead  them  away  from  the  Green 
Men  without  getting  themselves  killed? 

5.  A fter  a  I ong  and  enj oy abl e  eveni  ng  i  n  a  seasi de  tavern, 
the  adventurers  stumble  back  to  their  rooms  at  a  local 
inn.  Along  the  way  they  are  ambushed  by  a  press  gang, 
bound  hand  and  foot,  and  dragged  off  in  the  middle  of 
the  ni ght.  T he  PC s  awaken  on  board  a  G  ao  sai  I  i  ng  vessel , 
far  out  to  sea.  Theship's  captai  n,  the  charmi  ng  A  uri  el  I  o, 
introduces  himself  and  apologizes forthe  inconvenience; 
his  vessel  needed  a  few  additional  hands,  and  so  the 
P  C  s  h ave  been  i  n v i  ted  to  j  o i  n  th e  c rew .  A  u ri  el  I  o  stresses 
that  the  adventurers  may  deel  i  ne  if  they  so  desi  re,  though 
it  is  a  very  long  swim  back  to  the  mainland.  So  begins 
the  PCs'  career  as  Sea  Rogues. 

6.  While  dredging  for  gold  and  amber  on  the  coast  of 
M  og  the  PCs  are  ambushed  by  a  large  band  of  Imrian 
slavers.  Can  they  fight  their  way  out  of  the  trap?  Can 
they  evade  their  pursuers  and  make  it  safely  through 
the  swamps  of  M  og  without  falling  prey  toalatus,  water 
raknids,  and  other  predators?  Will  the  neighboring 
M  ogroth  help  them,  or  are  they  too  afraid  of  thelmrians 
to  get  involved? 

7.  Lost  at  sea  during  a  storm,  the  adventurers  are  saved 
from  drowning  by  sea  nomads,  who  carry  them  on  the 
backs  of  their  zaratan  to  the  floating  city  of  Oceanus. 
The  nomads  prove  to  be  friendly,  and  offer  to  let  the 
PCs  stay  in  Oceanus  until  they  can  find  away  home.  In 
return  for  their  hospitality,  the  Oceanians  ask  only  that 
the  PCs  help  the  sea  nomads  in  their  usual  chores  and 
responsibilities.  How  will  the  PCs  fare  when  asked  to 
help  dive  for  mollusks,  or  swim  below  the  surface  to 
help  harvest  giant  kelp  and  aqueor?  Will  they  help  defend 
Oceanus  agai  nst  seaborne  predators  and  I  mrian  slavers? 

8.  W  hi  I  e  at  sea  the  adventurers'  shi  p  i  s  overtaken  by  an 
ominous,  black  iron  vessel.  An  iron  plank  is  lowered 
from  the  ebon  ship  to  the  deck  of  the  PCs'  own  ship. 


Speaking  in  a  low  and  resounding  voice,  an  unseen 
presence  issues  an  invitation  to  come  aboard.  The 
speaker  turns  out  to  be  a  huge  guardian  devil;  standing 
beside  it  is  the  creature's  master,  a  Black  Savant.  By 
means  of  signs  and  gestures  the  Savant  instructs  his 
servant  to  tell  the  PCs  that  he  needs  them  to  help  him 
obtain  a  certain  artifact  from  a  dealer  of  antiquities  in 
Tarun.  The  Savant  will  not  specify  the  nature  of  the 
artifact,  or  his  reason  for  wanting  it.  If  the  PCs  accept, 
he  offers  to  pay  them  a  smal  I  fortune  i  n  black  diamonds. 
The  Savant  does  not  say  what  will  happen  if  the  PCs 
refuse. 

TtK  DORTH^RD  R^hO 

1.  While  traveling  in  the  vicinity  of  Tamaranth,  one  of 
the  players  is  confronted  by  an  Ariane  Seeker  who 
informs  them  thatthetimeisrightforthePC  to  complete 
a  task  started  by,  or  atone  for  a  cri  me  committed  by,  the 
PC  in  a  past  life.  What  is  this  task  or  cri  me,  and  how  can 
it  be  completed  or  atoned  for?  What  will  happen  if  the 
PC  f  ai  Is  to  complete  the  task  or  atone  for  the  cri  me? 

2.  A  Cymrilian  magician  asksthe  players  to  accompany 
him  to  the  Sinking  Lands,  where  a  snipe  he  befriended 
on  a  previous  visit  promised  to  guide  him  to  the  fabled 
f  I  oati  ng  ci  ty  of  E I  ande.  B  ut  how  w  i  1 1  they  f  i  nd  thi  s  sni  pe, 
when  they  don't  even  know  its  name?  Does  the  snipe 
really  know  how  to  find  the  elusive  city?  If  the 
adventurers  do  find  Elandehow  will  they  reach  it,  when 
it  is  said  that  the  city  hovers  high  above  the  clouds?  If 
the  PCs  get  there  safely,  what  lost  secrets  of  antiquity 
will  they  find  in  the  ancient  city?  Is  another  group 
secretly  following  the  adventurers? 

3.  0  n  a  vi  si  t  to  L '  H  aan  the  adventurers  are  asked  to  j  oi  n 
a  group  of  decorated  M  irin  war  heroes  on  a  mission  to 
locate  and  destroy  the  Ice  K  ing  of  N  arandu:  a  mysterious 
entity  believed  to  be  the  ruler  of  the  Ice  Giants,  age-old 
enemies  of  L'Haan.  Can  the  group  possibly  hope  to 
survive  the  blinding  snowstorms,  treacherous  terrain, 
frostweres,  and  hordes  of  Ice  Giants  they  will  surely 
meet  along  the  way?  How  can  they  find  the  Ice  King 
when  no  one  knows  who  or  what  he  is,  or  if  he  even 
exists?  And  even  if  they  do  destroy  him,  will  that  stop 
the  I  ce  G  iants  from  conti  nui  ng  to  wage  war  on  L '  H  aan? 

4.  At  the  invitation  of  a  Gryph  the  adventurers  met  in 
the  course  of  their  travels,  the  PCs  are  honored  to  goto 
Tamaranth  and  take  part  i  n  the  G  reat  H  unt.  A  ccompani  ed 
by  the  most  renowned  Gryph  hunters,  thePCswill  stalk 
such  dangerous  predators  as  omnivrax,  malathropes, 
and  behemoths.  M  ost  will  be  driven  from  the  Gryph's 
territories,  butsomewill  fight  to  thedeath.  How  will  the 
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PCs  fare  on  the  hunt?  Will  they  acquit  themselves  with 
honor,  and  earn  the  undying  respect  and  friendship  of 
the  Gryphs?  Or  will  they  find  that  they  have  taken  on 
more  than  they  can  handle,  and  hope  to  just  get  out 
with  their  lives? 

T)rK  TflLiyLflDTfln 

This  section  contains  additional  material  about 
the  continent  of  Talislanta  and  Talislantan  cultures 
which  Gamemasters  may  find  useful  in  their  campaigns. 

T  he  T  al  i  si  antan  conti  nent  i  s  I  i  ttered  w  i  th  the  ru  i  ns 
of  past  ci  vi I  i zati ons,  many  of  w hi ch  may  contai n  val  uabl e 
artifactsof  magical  significance.  Y  our  players  may  want 
to  explore  such  places,  hoping  to  unearth  the  secrets  of 
Talisl  anta's  past.  What  they  find  in  the  ruins  will  be  up 
to  you,  the  Gamemaster,  to  decide.  Here  are  some 
suggestions: 

flnTiQG^  flRTirfl<nr 

Implements,  pieces  of  apparel,  furnishings,  and 
even  mundane-seeming  oddments  may  have 
consi  derabl  e  val  ue  to  Tal  i  si  antan  coll  ectors  of  the  N  ew 
Age.  Common-looking  items  may  actually  be  rare  or 
even  priceless  originals.  Some  may  be  enchanted  with 
subtle  powers  or  properties  that  only  close  inspection 
may  detect. 

(LkflPODRY  (TO  Aridor 

Enchanted  and  mundane  weapons  and  armor  litter 
the  ancient  battlefields  of  Talislanta,  from  daggers  and 
war-darts  to  massive  siege  engines  built  to  resemble 
iron  land  dragons.  M  ost  are  buried  under  centuries  of 
dust  and  debris,  or  scattered  amongst  the  ruins  of  fallen 
cities.  Ancient  and/or  decorative  pieces  are  greatly 
valued  by  Talislantan  collectors,  regardless  of  their 
actual  utility. 

GLkflLTH 

Gems,  crystals,  jewelry,  rich  raiment,  coins  of  many 
denominations  and  types,  tapestries  and  other  works 
of  art  were  often  buried  along  with  their  owners.  Even 
the  most  mundane  copper  coin  may  be  a  rare  antique 
worth  hundreds  or  even  thousands  of  gold  lumens  to 
an  avowed  collector. 


Tomes  or  scrolls  that  contain  magical  knowledge 
from  long  ago  are  prized  by  magicians  of  all  Orders, 
though  they  may  be  extremely  difficult  or  even 
impossible  to  decipher.  In  the  rare  cases  where  an  item 
can  be  read  and  understood,  new  and  startling  magical 
abilities  are  sometimes  gained.  An  example  would  be 
Koraq's  unpredictable  "Translocate"  spell,  which 
transports  the  caster  instantly  from  one  placeto  another; 
an  effect  that  cannot  be  achieved  at  all  with  modern 
magic. 

Ancient  spells  can  be  studied  and  learned  like 
any  other  new  skill,  though  the  time  required  to  learn  it 
is  usually  greater.  The  magic  of  old  is  an  order  of 
magnitude  more  complex  than  modern  methods,  and 
entailsan  inherent  Degree  of  Difficulty  modifier  of -20 
to -30  or  more.  Some  of  the  ancient  texts  that  magicians 
may  uncover  in  the  course  of  their  adventures  include: 

A rkon's  Logbooks 

D  escri  bi  ng  certai  n  of  thi  s  reckl  ess  sorceror' s  more 
unusual  experiments;  the  most  notable  of  these  being 
A  rkon's  formula  for  enchanti  ng  a  magic  wand  i  n  j  ust  48 
hours. 

TheBlackGrimoire 

Mordante's  definitive  work  on  Black  Magic, 
Necromancy,  and  communion  with  unholy  beingsfrom 
beyond  the  stars. 

Laslovian'sCompendium  of  Dreams 

An  Astrogationist's  guide  to  the  Dream 
Dimension,  which  the  author  claimed  could  be  entered 
via  windship  if  the  navigator  knew  the  proper 
coordinates. 

The  Crimson  M  agister 

A  set  of  three  books,  bound  in  red  iron  and 
inscribed  upon  plates  of  hammered  brass.  A uthored  by 
the  notorious  Erythrian  battle-mage,  Zorion,  this  text 
serves  as  a  practical  manual  of  magical  warfare. 

The  Elemental  Codices 

A  four-book  set  illuminating  all  562  of  Astramir's 
Elemental  Transformations. 
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KfiLWUm  OF  DOTflBL? 

Thefollowing  calendar  indicates  someof  the  more 
notable  holidays,  feast-days,  and  celebrations  observed 
by  the  various  peoples  of  Talislanta.  In  addition  to 
enhancing  the  players'  appreciation  of  Talislantan 
history  and  culture,  many  of  these  occasions  are  useful 
as  seeds  or  settings  for  adventures.  See  the  intro  to  the 
T ravel  er' s  G  ui  de f  or  more  i  nf  ormati  on  on  the T al  i si  antan 
Calendar. 

IstofArdan 

Annual  C  lash  of  C  hampions 

Chosen  representatives  of  Aaman  and  Zandu  meet  in 
combat  atop  the  G  reat  B  arri  er  W  al  I .  T  he  vi  ctori  ous  nati on 
isawarded  proprietorship  of  thewall  fortheyear,  reaping 
avast  profit  in  toll  revenues. 

3rdofArdan 
J  ha 

A  J  hangaran  holiday,  viewed  by  the  populace  mainly  as 
a  good  excuse  to  get  as  intoxicated  as  possible. 
Customarily,  a  rather  gloomy  occasion. 

TthofArdan 
Night  of  Fools 

Zandu's  laws  are  temporarily  rescinded  for  one  evening, 
and  the  capitol  city  of  Zanth  is  transformed  into  a 
veritable  madhouse,  with  costumed  revelers  dancing 
drunkenly  in  the  streets. 

14th  of  A  r  dan 
Day  of  Reckoning 

On  this  day,  the  Za  bandit  tribes  believe  that  their 
legendary  ruler,  theTirshata,  will  makeknown  his  identity 
and  unite  the  various  Za  clans.  It  is  customary  for  the 
clans  to  gather,  sit  in  a  large  circle,  and  await  an  omen  or 
si  gn  of  some  sort.  A  f ter  a  few  hours  of  thi  s  the  Za  become 
restless,  and  the  conclave  is  dissolved,  usually  amidst 
much  inter-clan  bickering  and  fighting. 

21stofArdan 

Sindaran  Trivarian  C  om  petition 

A  tournament  pitting  the  most  accomplished  Nadirs 
competing  against  each  other  for  the  Honorarium,  a 
gari  sh  trophy  awarded  to  the  wi  nner  of  the  competition. 
The  event  attracts  much  interest  in  Sindar,  the  winner 
being  accorded  great  honor  and  prestige. 


1st  of  Drome 

K  asmi  r  T  rapsm  ith  C  on  venti  on 

A  gatheri  ng  of  the  most  ski  1 1  ed  K  asmi  ran  artificers.  N  ew 
products  are  displayed,  and  seminars  are  held  on  many 
facets  of  the  trap- business. 

2nd  of  Drome 

Anniversary  of  the  opening  of  theG  reat  Barrier  Wall 

TheAamanians,  who  won  thefirstClash  of  Champions 
(held  on  this  date),  still  contend  that  they  were  shorted 
a  month  and  a  day's  toll  revenues  when  the  tournament 
was  moved  to  the  first  of  A  rdan  on  thefollowing  year. 

7th  of  Drome 
TheCaliph'sFeast 

Annual  gathering  of  all  the  Djaffir  tribes,  held  either  at 
El  Aran  or  A I  A  shad.  The  Caliph  of  Djaffa  hears 
complaints,  arbitrates  disputes,  and  accepts  offerings 
from  the  various  tri  bes.  A  great  feast  is  held  thereafter, 
lasting  three  days  and  nights. 

30th  of  Drome 

Anniversary  of  theOneDay  War 

An  occasion  for  unrestrained  laughter  and  feasting  in 
Durne,  celebrating  the  Gnomekin's  swift  victory  over 
an  i  nvadi  ng  army  of  D  arkl  i  ngs  i  n  the  year  67  of  the  N  ew 
Age. 

42nd  of  Drome 
The  Conjugal  Feast 

This  colorful  pageant,  held  in  Danuvia,  features  a 
procession  of  males,  each  competing  for  the  affection 
of  the  Danuvian  queen.  The  top  three  contestants  are 
rewarded  by  being  appointed  to  the  queen's  "harem"  of 
male  consorts.  The  female  populace  of  Danuvian  bids 
on  the  remaining  eligible  males. 

49th  of  Drome 
Equinox 

Traditional  celebration  of  the  end  of  spring  and  the 
beginning  of  the  median  season.  A  national  holiday  in 
Astar,  providing  the  M  uses  with  yet  another  excuse  to 
avoid  work. 

1st  of  J  hang 
Feast  of  theRed  God 

A  feast  in  honor  of  theKang  God  of  War,  Zoriah.  The 
date  is  marked  by  large-scale  bouts  of  ritual  combat, 
followed  by  drunken  revelry. 
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7th  of  J  hang 
Day  of  Rage 

A  nniversary  of  the  M  assacre  at  D racarta,  a  black  day  in 
the  memory  of  the  Rajans,  who  were  defeated  and 
humiliated  when  they  attempted  to  take  the  Crimson 
City  on  this  date  in  the  year  445.  Conversely,  the  day  is 
observed  by  feasting  in  Carantheum. 

30th  of  J  hang 
Gao  Liberation  Day 

Anniversary  of  the  Sea  Rogues'  liberation  from  the 
Phaedrans.  The  Sea  Rogues  are  known  to  be 
uncommonly  charitable  on  this  day,  sometimes  reducing 
the  ransom  of  hostages,  sparing  condemned  felons,  and 
so  forth. 

49th  of  J  hang 

Tournament  of  C  hallenges 

ATazian  festival  featuring  exhibitions  of  martial  prowess, 
w  i  th  T  hral  I  s  competi  ng  i  n  vari  ous  categori  es  for  awards 
of  up  to  10,000  gold  lumens. 

1st  of  Laeolis 

A  n  n  i  ver  sary  of  the  B  attle  of  the  Sea  of  Sorrow 

A  national  day  of  mourning  in  both  Aaman  and  Zandu, 
with  solemn  gatherings  of  hooded  mourners  laying 
wreaths  of  f  I  owers  upon  the  waters  of  the  Sea  of  Sorrow . 

25th  of  Laeolis 

Ritual  of  the  M  idnight  Suns 

An  occasion  marking  the  longest  day  of  the  year  in 
L'Haan,  where  the  twin  suns  shine  until  the  stroke  of 
midnight. 

27th  of  Laeolis 
Vigil  of  Xanadas 

O  bservance  of  the "  L  ong  W  ai  t, "  marki  ng  the  an ni  versary 
of  the  mystic  Xanadas'  passing  into  the  nextworld. The 
descendants  of  his  original  followers  spend  the  day 
and  night  scanning  the  horizons,  searching  for  some 
sign  of  Xanadas. 

49th  of  Laeolis 
TheG  host  Moon 

On  this  evening,  the  moon  Laeolis  passes  Phandir  in 
the  night  sky,  producing  an  eerily  luminescent  "ghost" 
moon.  Considered  an  i  1 1 -aspected  evening  by  most 
Talislantan  peoples. 


1st  of  Phandir 
The  Magical  Fair 

A  two-week  long  spectacle  with  numerous  attractions, 
all  commemorating  the  anniversary  of  the  founding  of 
the  free  kingdom  of  Cymril.  Exhibitions  of  magical  wares 
and  adjuncts  are  held  throughout  the  duration  of  the 
fair. 

7th  of  Phandir 
Windship  Regatta 

A  windship  race  marking  the  mid-point  of  Cymril's 
M  agical  Fair.  Crews  from  the  isle  of  Phantasand  other 
distant  locales  compete  against  Cymrilian 
astrogati  onists  for  a  crystal  trophy  and  a  prize  of  20,000 
gold  lumens. 

14th  of  Phandir 

Closing  ceremonies  for  Cymril'sM  agical  Fair. 

Numerous  events  are  featured,  including  the  Lyceum 
Arcanum'sAnnual  AwardsDinner,  magical  "duels"  for 
wagers  and  prizes,  and  breath-taking  displays  of  illusory 
pyrotechnics. 

35th  of  Phandir 
Charade 

(pronounced  shar-AHD)  A  festive  celebration  held  by 
the  Hadjin  nobility,  restricted  only  to  the  wealthiest 
members  of  Hadjin  society.  The  highlight  is  a  grand 
masquerade  ball  held  in  the  Royal  Pal  ace  of  the  Hadjin 
Grandeloquence. 

49th  of  Phandir 

Conjunction  of  theT  win  Suns 

Celebration  marking  the  meeting  of  the  twin  suns  in  the 
noonday  sky.  Feasts  and  dancing  are  held  throughout 
much  of  the  conti  nent,  excl  udi  ng  A  aman  and  R  ajanistan. 
In  Chana,  the  Conjunction  is  viewed  as  an  evil  omen. 

1st  of  Talisandre 

Harvest  of  the  Silver  M  oon 

Beginning  of  the  week-long  harvest  season  inVardune. 
While  the  viridia  crop  is  being  harvested,  little  else 
occurs  in  the  region. 

7th  of  Talisandre 

Anniver  sary  of  thefoundingof  theSeven  Kingdoms 

...which  occurred  in  theyear  222.  This  date  is  a  national 
hoi  i  day  throughout  the  seven  member  ki  ngdoms.  A  great 
festival  isheldinthebazaaratCymril  in  commemoration 
of  this  day. 


an 
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14th  of  Talisandre 
Festival  of  theBizarre 

An  annual  exhibition  of  oddities  and  diversions,  held 
on  the  isle  of  Thaecia.  Participants  wear  costumes  or 
makeup,  with  prizes  awarded  for  the  most  outlandish 
apparel.  The  climax  of  the  week-long  festival  is  the 
awards  ceremony.  A  committee  of  Thaecian  judges 
(presided  over  by  the  Enchanter  Bonzeri  us)  reviews  the 
exhibits  and  awards  prizes  of  10,000  gold  lumens  in  the 
categories,  "Most  Unique,"  "Most  Provocative"  and 
"MostAbsurd."  A  grand  prizeof  100,000  gold  lumens  is 
bestowed  in  the  foremost  category,  "M  ost  Bizarre." 

21st  of  Talisandre 
Carnivale 

A  convention  of  Farad  Mongers,  Procurers,  Usurers 
and  M  onopolists.  Rare  and  costly  goods  of  all  sorts  are 
offered  upforsaleat  auction.  Held  in  the  marketplace  of 
Tarun,  the  event  is  open  to  the  general  public,  an 
admittance  fee  of  ten  gold  lumens  being  charged  at  the 
city  gates.  Carnivalelastsfrom  midnight  to  midnight  of 
the  foil  owing  day. 

28th  of  Talisandre 
Festival  of  J  amba 

Celebration  commemorating  the  revival  of  the  Lost  Art 
of  Thaumaturgy,  an  event  credited  to  Carantheum's 
patron  deity,  the  mysteriousj  amba.  A  greatfeast  is  held 
in  the  capitol  of  Dracarta,  paid  for  by  the  King  of 
Carantheum. 

49th  of  Talisandre 

Anniversary  of  the  Silent  I  nsurrection 

...when  the  Kang  usurped  control  of  the  old  Quan 
Empire.  Formerly  the  date  of  the  Emperor's  Feast,  when 
citizens  were  required  to  pay  homage  to  the  Quan 
Emperor  with  gifts. 

IstofZar 
Eveof  Prophecy 

Customary  observance  of  the  Ur  clans,  who  gather 
around  the  monstrous  stone  idols  which  littertheir  land, 
awaiting  prophecies  and  portents.  To  appease  the 
popul  ace,  the  U  r  shamans  are  said  to  stage  various  mock 
omens  and  "signs  from  the  gods". 

6thofZar 
Pandaemonium 

Traditionally,  an  evil  night  when  demons  and  malign 
spiritforms  are  believed  to  come  forth  in  search  of  mortal 
victims.  Few  enlightened  Talislantans  give  much 


credence  to  this  old  custom.  In  Chana,  the  date  has 
great  significance,  and  isconsidered  an  optimal  time  to 
perform  certain  black  magical  rites  and  rituals.  In 
Rajanistan,  Pandaemonium  marks  the  beginning  of  a 
week-long  celebration  in  honor  of  thedread  entity,  Death. 

TthofZar 

T  he  Septenarial  Concordance 

Beginning  of  a  fourteen-day  period  during  which  the 
seven  Tali  si  antan  moons  remain  in  alignment.  Regarded 
as  an  ill-aspected  time,  particularly  in  J  hangara,  where 
the  populace  lives  in  fear  of  the  Horag;  a  monster 
rumored  to  stalk  the  swamps  during  the  Septenarial 
Concordance. 

BthofZar 
TheDanceof  Death 

M  orbid  festivities  marking  the  culmination  of  a  week- 
long  celebration  of  death.  Sacrificial  rituals  of  varying 
sorts  arefeatured,  leading  up  to  theclimax  of  the  feast: 
the  Dance  of  Death,  when  dancers  in  iron  death-masks 
plunge  blindly  into  the  throngs  of  drug-crazed 
worshippers,  slaying  indiscriminately  with  ceremonial 
axes,  swords  and  daggers. 

49thofZar 
J  udgementDay 

Aamanian  Holy  day,  when  the  Orthodoxist  Monitors 
tal  I y  the y earl y  aal  ms  total  s  of  the f  ai  thf  u I .  T he  resu I tant 
promotions  or  demotions  in  status  are  posted  in  the 
cult's  numerous  temples  and  halls. 

The  material  in  the  foil  owing  section  can  be  used 
by  the  Gamemaster  to  determine  weather  conditions 
throughout  Talislanta. 

TflLiyLflDTflD  5Vflyon>y 

The  seven-month  Talislantan  year  is  divided  into 
three  seasons: 

Spring 

The  first  two  months  of  the  year  (Ardan  and 
Drome)  constitute  the  Spring  season.  Heavy  rainfall  is 
common  throughout  temperate  regions,  with  tropical 
storms  and  monsoons  occurring  more  frequently  in 
warmer  climes.  M  ost  food  crops  are  planted  during  the 
last  weeks  of  Spring,  after  the  rains  have  subsided. 
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Median 

The  middle  three  months  of  the  year  (J  hang, 
Laeolis,  and  Phandir)  constitute  the  Median  season. 
Warmer  temperatures  are  typical  throughout  the 
continent  during  this  period. 

Fall 

The  last  two  months  of  the  year  (Talislandre  and 
Zar)  constitute  the  Fall  season.  Temperatures  are 
generally  lower throughoutthe continent,  with  increased 
chance  of  precipitation.  M  ostfood  crops  are  harvested 
during  the  first  weeks  of  Fall. 

OKQTYKR  T0BIX 

To  determine  the  weather  conditions  in  a  given 
regi  on,  refer  to  the  appropriate  C I  i  matic  Zone  and  rol  I  a 
d20  on  the  Weather  Table,  taking  into  account  any 
modifierslistedforseasonal  variations  (all  temperatures 
listed  are  based  on  the  Fahrenheit  scale). 


T^IDP^RflTT 

(average  temperature  50  +d20  degrees) 
1-5 
6-12 
13-15 
16-18 
19-20 


Clear,  littleorno  wind. 
Clear,  variable  winds. 
Clear,  high  winds,  -5  degrees. 
Overcast,  variable  winds,  -10  degrees. 
Rain  (duration:  1-10  hrs.),  variable  winds,  -10 
degrees. 


M  odifiers 

Spring:  +5,  doubleduration  of  rainfall. 
Median:  +10  degrees. 

Fall:  +2,  -10  degrees,  50%  chance  of  snow  instead  of 
rain. 

Tropical 

(average  tern  p  eratu  re  8  0  +  2  d  2  0  d  eg  rees) 
1-8       Clear,  no  wind 
9-12      Clear,  variable  winds,  -dlO  degrees 
13-17     Heavy  rain  (duration:  1-10  hrs.),  high  winds 
18-20    Tropical  storm 


Spring:  +7,  roll  of  13-17  =monsoon 
Median:  +15  degrees 
Fall:  +3,-10degrees 


yCJB-TROPKflL 

( averag  e  tern  peratu  re70+2d20deg  rees) 

I-  10      Clear,  no  wind. 

II-  15     Clear  and  breezy,  -dlO  degrees. 

16-17     Rain  (duration:  1-10  hrs.),  variablewinds. 
18-19     Heavy  rain  (duration:  1-10  hrs.),  high  winds. 
20       Tropical  storm. 

M  odifiers: 

Spring:  +5. 
Median:  +10  degrees. 
Fall:  -1,-10  degrees. 

Arip 

(average  temperature  60  +2d20  degrees). 

I-  10      Clear,  littleorno  wind,  +dl0degrees. 

II-  15     Clear,  variablewinds. 

16-17     Sandstorm  (duration:  1-10  rounds),  high  winds. 

18  Heatlightning  (duration:  1-20  rounds),  high 
winds. 

19  Rain  (duration:  1-20  rounds),  variablewinds, - 
10  degrees. 

20  Special;  roll  d6: 1-3  =Acid  Rain, 4-6  =Black 
Wind. 


M  odifiers 

Spring:  +2. 
Median:  +10  degrees. 
Fall:  +1,-10  degrees. 

0R^TK 

(average  temperature  40  -  2d20  degrees) 


1-5 
6-12 
13-14 
15-18 

19 

20 


Clear,  littleorno  wind. 

Clear,  variablewinds. 

Clear,  high  winds,  -10  degrees. 

Snow  (duration:  1-10  hrs.,  1  inch  of  snow  per 

hour). 

Blizzard  (duration:  1-20  hrs.,  3  inches  of  snow 

per  hour),  d20  degrees. 

Icicle  Rain  (duration:  1-20  rounds). 


M  odifiers 

Spring:  +3,  +10  degrees. 
Median:  None. 

Fall:  +6, -20  degrees,  doublesnowfall  totals. 
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(average  temperature  50  -  d20  degrees) 

1-8       Clear,  littleorno  wind. 

9-12      Clear,  variable  winds. 

13-16     Overcast,  variable  winds,  -10  degrees. 

17-19     Special;  roll  again:  1-10  =Snow  (1-10  inches), 
11-20  =  Rain  (duration:  1-10  hrs.j. 

20       Special;  roll  again:  1-10 =lcicle Rain  (duration: 
1-20  rounds),  11-20  =Blizzard  (duration:  1-10 
hrs.,  2  i  nches  of  snow  per  hour),  -d20  degrees. 

M  odifiers 

Spring:  +5  (precipitation  is  always  rain),  +10  degrees. 
Median:  None. 

Fall:  +3  (snow  instead  of  rain), -20  degrees. 

(temperature  varies  according  to  region) 

1-14  Conditions  as  per  specific  region. 

15  Acid  Rain  (duration:  1-10  rounds). 

16  Black  Lightning  (duration:  1-10  rounds). 

17  Black  Wind. 

18  Icicle  Rain  (duration:  1-10  rounds), 

19  Ghost  Wind. 

20  Witch  Wind. 

M  odifiers 

None. 

Pmnmon  or  Tm\ny 

Variable  Winds 

W  ind  velocity  =  1-20  mph  (+5  mph  in  Temperate 
regions,  +10  mph  in  Tropics  and  Sub-Tropics). 
C  ondi  ti  ons  are  usual  I  y  f  avorabl  e  for  sai  I  -driven  vessel  s. 

High  Winds 

In  game  terms,  high  winds  may  be  favorable  for 
sail-driven  vessels  or  not  (GM  's  ruling).  M  inor  damage 
to  sail-driven  craft  may  occur  under  unfavorable 
conditions. 

Monsoon 

A  drenching  rain  usually  accompanied  by  high 
wi  nds.  V  i si  bi  I  i ty  i s  ni  I ,  sea  vessel s  may  suffer  damage  or 
be  capsized,  and  speed  for  beasts  and  land  conveyances 
is  halved. 


Tropical  Storm 

Hurricane-force  winds,  heavy  rain.  Conditions  are 
as  per  a  monsoon,  only  worse.  Damage  to  all  but  the 
sturdiest  structures  is  probable.  Lightning  often 
precedes  a  tropical  storm. 

Sandstorm 

V  isibility  is  nil .  W  ind-driven  sand  can  cause  1  point 
of  damage  per  round  to  unprotected  creatures  and 
bei  ngs.  D  amage  to  I  i  ght  structures  and  duneshi  p  or  I  and 
ark  sails  is  possible. 

Blizzard 

Visibility  isgreatly  limited,  or  nil.  Driving  winds 
and  heavy  snow  make  travel  difficult  (half- movement 
for  beasts,  conveyances)  or  impossible. 

AB^RRflDT  OKflTH^R 

The  Great  Disaster  wreaked  havoc  on  the 
Talislantan  environment,  affecting  much  of  the  continent. 
C I  ouds  of  toxi c  smoke,  al  chemi cal  I y  active  fumes,  and 
magically  irradiated  dust  particles  dispersed  into  the 
upper  atmosphere  as  a  result  of  this  cataclysmic  event 
conti  nue  to  affect  weather  conditions  throughout  many 
parts  of  the  continent.  The  most  common  of  these 
meteorological  anomalies  include: 

Acid  Rain 

A  yellowish  rain  with  caustic  properties,  believed 
to  be  caused  by  cl ouds  of  corrosive gasses  commingling 
wi  th  ordi  nary  rai  n  cl  ouds  i  n  the  upper  atmosphere.  Acid 
Rain  withers  plants,  discolors  stone,  causes  non-magical 
metals  to  become  pitted,  and  does  1  point  of  damage 
per  round  to  organic  substances  (wood,  cloth,  hide, 
etc.)  and  unprotected  living  creatures.  Duration  of  an 
Acid  Rainfall  isgenerally  1-20  (d20)  rounds. 

Black  Lightning 

Black  lightning  is  comprised  not  of  electrical 
energy,  but  of  arcane  energy.  Its  cause  remains 
unknown;  Castabulanese  aeromancers  have  theorized 
that  this  uncommon  effect  occurs  in  regions  where  a 
Black  Wind  (q.v.)  has  dispersed,  investing  the 
surrounding  area  with  unstable  magical  energies.  A  dark, 
swift-moving  thundercloud  is  often  the  only  warning 
that  such  a  storm  is  about  to  occur. 

A  B I  ac k  I  i  g htn i  n g  storm  can  I  ast  u p  to  ten  m i  n utes, 
and  may  produce  as  many  as  a  dozen  discharges  of 
arcane  force,  each  capable  of  causing  20-30  points  of 
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damage.  Individuals  and  structures  standing  at  higher 
elevations  are  most  I  i  kely  to  be  struck,  particul  arly  those 
that  carry  or  house  any  type  of  magical  paraphernalia, 
weapons,  or  armor;  black  lightning  is  attracted  to 
enchanted  items  as  ordinary  lightning  is  to  metal. 

The  Black  Wind 

A  dark,  swift-moving  cloud  of  unnatural  vapors, 
charged  with  accumulated  magical  energies.  The  effects 
of  a  B  lack  W  ind  are  unpredictable:  instances  of  random 
metamorphosis,  transmutation,  changes  in  skin  tone  or 
bodily  height,  toxic  contamination,  and  various  bizarre 
effects  have  been  known  to  occur,  and  are  impossible 
to  predict.  B  lack  W  indsseem  to  originate  in  areas  where 
vast  amounts  of  magical  energy  have  been  unleashed, 
either  all  at  once  or  over  the  course  of  time.  As  Black 
Winds  are  magical  in  nature,  theeffectsof  these  strange 
phenomena  can  usually  be  neutralized  by  the  use  of 
counter-magics.  Black  Winds  rarely  last  longer  than  a 
few  minutes. 

Icicle  Rain 

A  dangerous  type  of  frozen  precipitation 
resembling  a  hail  of  dagger-sharp  shards  of  ice,  ranging 
up  to  a  foot  in  length.  Icicle  rain  does  2  points  of  damage 
per  round  to  living  creatures,  vegetation,  and  all  but  the 
most  durable  sorts  of  objects,  equipment  and  structures. 
The  duration  of  an  icicle  rainfall  rarely  exceeds  ten 
rounds.  The  Ariane  attribute  such  occurrences  to  the 
exhalations  of  the  I ce  G  iant  population  of  N  arandu,  an 
explanation  sufficing  primarily  forlack  of  any  other. 

Ghost  Wind 

A  chilling  wind  that  is  said  to  blow  forth  from  the 
spi  ri t  real  ms,  emanati  ng  from  the  countl ess  rui  ned  ci ti es, 
graveyards  and  battlegrounds  that  litter  the  Plains  of 
Golarin  and  the Wilderlands  regions.  Whileseldom  of 
an  intensity  sufficient  to  cause  any  great  difficulty  to 
travelers,  Ghost  Winds  have  an  ominous  effect  on  most 
types  of  living  creatures.  Wild  beasts  become  agitated, 
and  domesticated  animals  may  panic  or  desert  their 
masters.  I  ntel  I  i  gent  bei  ngs  are  often  i  nsti  1 1  ed  wi  th  a  vague 
sensation  of  fear;  in  extreme  cases,  individuals  may 
experience  temporary  attacks  of  insanity,  orclaimto  be 
possessed  by  spiritforms.  L  ess  frequently,  a  Ghost  W  ind 
may  carry  in  its  wake  one  or  more  shadowights, 
phantasms,  or  other  noncorporeal  entities.A  GhostWind 
passes  swiftly,  though  its  effects  can  last  for  several 
hours. 

Witch  Wind 

In  common  usage,  acolloquialism  for  any  strong, 
howling  wind.  In  legend,  it  is  believed  that  strange 


sounds  are  borne  on  a  Witch  Wind:  moaning  voices, 
curses,  ancient  chants  and  incantations,  terrible  secrets 
and  mystifying  prophecies.  A  Witch  Wind  occurring  in 
open  or  flat  terrain  may  develop  into  a  tempest,  capable 
of  capsizing  ships  at  sea  or  causing  great  damage  to  all 
but  the  sturdiest  structures.  Such  storms  may  last  for 
hours,  or  pass  after  j  ust  a  few  moments. 
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The  following  is  a  list  of  diseases  unique  to  the 
Talislantan  continent  and  surrounding  environs. 
I  ncl  uded  are  vari  ous  f  ol  k  remedi  es  and  other  treatments 
known  (or  at  least  believed)  to  be  of  some  effect  in 
curing  or  abating  these  maladies. 

Corpse  Rot  Level:  10 

This  malignant  disease  is  transmitted  by  the  bite 
of  the  necrophage.  Symptoms  include  fever,  severe 
weakness,  unconsciousness,  and  a  gradual  blackening 
and  swelling  of  the  limbs  and  body.  The  disease  affects 
both  humanoidsand  animals,  and  is  usually  fatal  within 
twenty-four  hours.  A  potent  alchemical  or  magical 
curative,  employed  in  conjunction  with  a  counterspell 
agai  nst  curses,  rel  ieves  these  symptoms  i  n  approxi  mately 
95%  of  all  cases.  A  swift  burial  is  advised  with  regard  to 
the  unlucky  5%  of  such  cases,  as  victims  tend  to  swell 
and  emit  a  horrid  putrescence  soon  after  death. 

Gange  Level:  15 

Also  known  as  "the  slow  death,"  gange  is  a 
debilitating  disease  that  only  affects  certain  avian 
species.  Gryphs,  Stryx,  and  Aeriad  are  particularly 
susceptible  to  this  affliction,  which  causes  a  gradual 
weakeni  ng  of  the  muscles  of  the  heart  and  I  ungs.  U  nless 
treated  with  a  mixture  of  two  drams  each  of  powdered 
amber,  rare  earths,  and  cleric's  cowl  (taken  thrice  each 
day  for  twelve  days),  death  will  result  within  four  to  six 
weeks.  Symptoms  include  weakness,  loss  or 
discoloration  of  plumage,  and  fainting  spells. 

MossMold  Level:  3 

A  type  of  fungal  infection  common  to  the  Dark 
Coast  region.  A  mi  nor  irritation  to  most  humanoids,  moss 
mold  is  invariably  fatal  to  Green  M  en  and  most  types  of 
plant  life.  In  mosthumanoid  species  the  disease  causes 
i  tchi  ng  and  some  peel  i  ng  of  the  ski  n.  I  n  pi  ants  and  G  reen 
Men,  moss  mold  slowly  dissolves  tissue,  resulting  in 
death  within  a  week  or  so.  A  salve  consisting  of  unguent, 
camphor,  and  a  drop  of  quicksilver  will  effect  a  cure 
within  two  days  in  either  case,  as  will  certain  magical 
and  alchemical  treatments. 


TheRed  Death 


Level:  25 


Yakuk 


Level:  15 


By  far  the  most  feared  of  Talislantan  maladiesis 
the  Red  Death,  a  highly  contagious  disease  that  is 
almost  invariably  fatal.  The  Red  Death  is  resistant  to 
magical  and  alchemical  treatments,  even  the  most 
efficacious  of  which  offer  only  about  a  20%  cure  rate. 
Symptoms  include f ati gue,  fever,  profuse sweati ng,  and 
delirium.  Death  usually  results  within  3-4  days. 
Humanoid  beings  of  all  races  are  susceptible  to  the  Red 
Death,  which,  during  various  periods  of  Talislantan 
history,  has  caused  great  devastation.  Prevention  of 
the  disease  may  be  possi bl e  by  the  employment  of  good 
luck  charms  and  other  related  adjuncts,  water  from  the 
Well  of  Saints  being  the  only  certain  cure. 

Swamp  Fever  Level:  10 

Swamp  fever  is  a  disease  believed  to  be 
transmitted  through  contact  with  swamp  lurkers,  or 
possibly  flits;  drinking  water  tainted  by  either  of  these 
noxious  creatures  may  also  lead  to  the  contraction  of 
this  malady.  Swamp  fever  causes  permanent  insanity, 
perhaps  in  as  short  a  time  as  two  days.  M  ost  humanoid 
creatures  appear  to  be  susceptible  to  the  disease,  which 
can  sometimes  be  treated  via  the  ingestion  of  a  mixture 
of  crushed  cleric's  cowl  root  and  vinegar.  The  folk  of 
Jhangara  claim  that  immersion  for  twelve  hours  in  a 
trough  of  fresh  ogront's  dung  is  a  more  certain  cure, 
though  madness  might  be  deemed  preferable  to  such  a 
malodorous  treatment.  The  symptoms  of  swamp  fever 
are  irrational  behavior,  a  constant  thirsting,  and  a 
tendency  to  lean  to  the  left  while  walking,  standing,  or 
runni  ng.  V  i cti  ms  rendered  i  nsane  by  the  di sease  typical  ly 
evince  the  strangest  behavior  imaginable:  prancing, 
capering,  laying  on  the  ground  and  rolling  about, 
speaking  in  gibberish,  emitting  loud  yelps  and  hoots, 
and  so  forth. 

Spinning  Sickness  Level:  10 

A  disease  that  seems  to  affect  both  humanoids 
and  animals  alike,  spinning  sickness  (also  known  as 
"the  drops")  has  no  known  cure,  and  is  impervious  to 
even  the  most  potent  magical  and  alchemical  remedies. 
The  affliction  isnot  fatal,  however,  and  runs  its  course 
in  1-4  days.  During  this  time,  the  victim  will  suffer 
intermittent  attacks  of  double-vision  and  vertigo, 
occurring  perhaps  as  often  as  once  or  twice  each  hour. 
Such  attacks  rarely  lastlonger  thanfourorfiveminutes 
each,  but  are  quite  severe.  Unless  the  victim  is  lying 
dow  n  at  the  ti  me,  he  or  she  w  i  1 1  careen  dizzily  about  and 
fall  to  the  ground  in  a  most  undignified  manner.  The 
disease  has  no  warning  symptoms,  and  its  cause  (or 
causes)  remains  unknown. 


A  frightful  disease  common  to  many  jungle 
regions,  yakuk  causes  a  gradual  loss  of  all  sensory 
capabi  I  i ti  es .  V  i  cti  ms  i  ni ti  al  I y  suffer  I  oss  of  si  g ht,  f ol  I  ow ed 
by  hearing,  smell,  taste,  and  finally  speech  (-1  Perception 
R  ati  ng  per  two-  hour  i  nterval ,  f  ol  I  ow  i  ng  the  onset  of  the 
disease).  Perhaps  the  most  fearful  aspect  of  yakuk  is 
that  the  disease's  effects,  while  permanent,  arenotfatal; 
most  victims  continue  to  live,  cut  off  from  all  sensory 
stimuli,  until  they  die  of  thirst,  starvation,  or  some  other 
mishap  unrelated  to  the  disease  itself.  Those  who 
manage  to  survive  for  longer  than  a  month  usually  go 
mad.  Thedisease  is  thoughtto  be  transmitted  by  leeches, 
and  seems  to  affect  most  humanoid  beings.  An  elixir 
made  from  equal  parts  of  red  lotus,  black  lotus,  and 
sulfur  is  the  only  known  cure  aside  from  the 
implementation  of  divinemagic. 

YellowTinge  Level:  5 

A  n  i  nfectious  disease  that  affects  water-breathi  ng 
humanoids  (such  as  the  I  mrians)  and  many  other  types 
of  aquatic  creatures.  The  victim's  gills  slowly  become 
clogged  with  a  sticky,  yellow  secretion,  eventually 
resulting  in  death  by  asphyxiation  within  thirteen  days. 
A  fluid  mixture  consisting  of  spirits  of  alcohol  and 
powdered  red  iron,  applied  directly  to  the  gills  twice 
daily  for  three  days,  will  provide  a  cure.  M  agical  or 
alchemical  intervention  is  likewise  possible  in  most 
cases. 
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The  following  chart  shows  the  average  lifespan 
(in  Talislantan  years)  of  the  various  humanoid  races  of 
Talislanta,  divided  into  four  basic  stagesof  development: 

Adolescent,  Adult,  M  iddle-Aged,  and  Venerable. 

Descriptions  of  terms  follow  after  the  table  on  the 
following  pages. 
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Race 

A  dolescent 

Adult 

M  iddle-Aged 

Venerable 

A  rchaens* 

1-17 

18-40 

41-65 

66-80  ( +  2  d  2  0 ) 

A  ri  ane 

1-13 

14-49 

50-79 

8  0  -  1  0  0  ( +  2  d  2  0 ) 

Ahazu 

1  -  9 

10-30 

31-40 

41-55  (  +1  d  1  0  ) 

A  raq 

1  -  3 

4-19 

2  0-24 

25-30  (  +d 1 0 ) 

61-85  (+3d20) 

B  o  d  o  r 

1-19 

20-50 

51-75 

7  6-  100  (  +2  d 1 0 ) 

C  a  llidian 

1-20 

21-55 

56-75 

7  6  -  1  9  0  (  +4  d 10) 

D  arkl i  ng 

1-6 

7-22 

23-30 

3  0  -  3  7  (  +d 1 0 ) 

F  erran 

1-3 

4-19 

20-39 

40-60  ( +d 1 0 ) 

G  nomeki  n 

1-4 

5-50 

55-100 

101-150  (  +5  d 1 0 ) 

11-25 

2  6-99 

101-165  ( +  6  d  2  0 ) 

Green  Men 

1-2  3-50 

51-100 

100-140  (+3d20) 

1  mri  an 

1-8 

9-24 

25-40 

41-65  (+dl0) 

1  spasi  an 

1-20 

21-39 

65-85  ( +d 1 0 ) 

J  hangaran 

1-19 

20-30 

31-50 

51-75  (  +d 1 0 ) 

K  ang 

1-5 

6-24 

25-39 

4  0  -  6  0  ( +d  2  0 ) 

M  a  n  r  a 

1-12 

13-30 

31-40 

41-50  ( +d  2  0 ) 

M  irin/Rasmirin             P"  1  3                              1  4-  4  0                            4  1  -  7  5                            7  6-  9  5  ( +3  d  2  0 ) 

M  ogroth 

1-29 

30-79 

80-119 

1  2  0  -  1  6  0  (  +3  d 1 0 ) 

Monad 

Mondre  Khan 

1-8 

9-20 

2  1  -  3  3                             3  4  -  4  0  (  +1  d  2  0  ) 

M  ud  People 

1-17 

29-39 

M  use 

1-49 

50-75 

76-95 

96-125  ( +2d 10) 

N  a  -  K  u 

1-10 

11-25 

26-35 

3  6  -  4  5  (  +d 1 0 ) 

N  agra 

1-15 

16-49 

50-69 

7  0  -  9  0  (  +d  2  0 ) 

0  rgovian 

56-75  (+dl0) 

P  hantasi  an 

1-17 

18-40 

4  1  -  7  5                              7  6-  1  2  0  (  +d  2  0 ) 

Sauran 

1-5 

6-24 

25-39 

4  0  -  6  0  (  +d  2  0 ) 

Sawi  la 

1-20 

21-45 

46-75 

7  6  -  1  0  0  (  +2  d  2  0 ) 

S  i  ndaran 

1-19 

20-39 

40-59 

6  0  -  8  0  (  +d  2  0 ) 

Sunra/Sun-Ra-San 

1-24 

25-35 

36-49 

5  0  -  7  0  (  +2  d  2  0 ) 

Stryx                             1  -  9                                1  0  -  1  9                            2  0  -  3  9                            4  0  -  6  5  ( +d  2  0 ) 

Thrall 

1-7 

8-28 

29-49 

5  0  -  6  0  (  +d  2  0 ) 

V  aj  ra 

1-39 

40-70 

1  0  0  -  1  8  0  (  +  2  d  2  0 ) 

V  erdi  r 

1-20 

21-50 

51-80 

81-110  ( +d  2  0 ) 

W  ild  Races** 

1-12 

13-35 

36-60 

61-80  (  +d  2  0 ) 

X  ambri  an 

1-14 

15-49 

50-89 

90-  1  30  ( +d  2  0 ) 
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Adolescent 

The  period  from  infancy  to  early  adulthood.  To 
create  adolescent  characters  from  the  archetypes 
provided  in  this  book,  reduce  their  physical  size,  HP, 
STR,  INT,  and  WIL  (wisdom)  ratings  to  reflect  the 
character's  age  and  level  of  physical/mental 
development.  Note  that  Adolescent  characters  may  not 
yet  have  acquired  any  skills;  alternatively,  the 
G  amemaster  may  al  I ow  A  dolescents  to  have  "zero- rated" 
or  even  "negative-rated"  skills,  talents  learned  through 
observation  and  imitation  but  not  yet  fully  developed. 

Adult 

The  period  when  characters  have  reached  full 
physical  maturation;  the  term,  "Adult,"  is  used  hereto 
denote  physical  maturation;  not  social  status,  which  is 
subject  to  cultural  mores  and  traditions.  Stats  for 
archetypes  are  as  presented  in  this  book. 

M  iddle-Aged 

A  period  of  gradual  physical  decline  tempered 
somew  hat  by  the  acqui  si  ti  on  of  w  i  sdom  and  ex  peri  ence. 
To  create  a  middle-aged  character  the  G  M  can  increased 
the  archetype's  Skill,  INT,  and  WIL  ratings,  while 
decreasing  the  archetype's  SPD,  CON,  and  D  EX  ratings. 
PER  will  decline  if  eyesight  and/or  hearing  begins  to 
f  ai  I .  I  f  the  character  i  s  not  phy si  cal  I y  acti  ve,  so  w i  1 1  ST  R . 

Venerable 

A  s  per  the  I  after  category,  though  physi  cal  decl  i  ne 
i  s  more  pronounced  over  ti  me.  A  s  I  ong  as  the  character' s 
mental  faculties  remain  unaffected  by  age,  Skills  based 
on  mental  attributes,  WIL  (wisdom),  and  INT  will 
continue  to  increase.  Skills  based  on  physical  attributes 
will  usually  decline  along  with  STR,  SPD,  DEX,  and 
CON  ratings. 

*  Archaens 

Includes  humanoid  races  believed  to  be 
descended  directly  or  indirectly  from  the  Archaens,  such 
as  the  Aamanians,  Arimites,  Azir,  Castabulanese, 
Cymrilians,  Danuvians,  Dhuna,  Djaffir,  Dracartans, 
Farad,  Gao,  Hadjin,  Kasmirans,  Mandalans,  Mangar, 
Marukan,  Oceanians,  Phantasians,  Pharesians,  Quan, 
Rahastrans,  Sarista,  Thaecians,  Thiasians,  Yitek,  and 
Zandir 


**  Wild  Races 

Includes  all  other  races  believed  to  be  descended 
from  the  Wild  Folk,  such  as  the  Beastmen,  Chana, 
Druhks,  Harakin,  Kharakhan,  M  anra,  Ur,  Y  rmanian,  Za. 
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All  figures  listed  here  represent  the  average  rate 
of  movement  in  miles  per  day  (assuming  12  hours  of 
travel  time,  not  including  rest  periods  or  stopovers),  or 
in  somecases,  miles  per  hour  (M  P H).T he  G amemaster 
may  modify  these  figures  as  necessary,  according  to 
game  circumstances. 


Conveyance 

Road 

Open 

Rugged 

Very 

R  1 1 nnpH 

On  foot 

20 

20 

10 

5 

Aht-Ra* 

35 

50 

25 

20 

Equs 

40 

40 

20 

15 

Land  or 

Mangonel  Lizard 

25 

25 

20 

15 

Land  dragon 

30 

30 

30 

25 

Loper 

30 

30 

25 

20 

Ogriphant 

25 

25 

20 

10 

Strider 

30 

30 

25 

15 

C  arri  age 

50 

35 

15 

Cart  (small) 

25 

20 

10 

Cargo 

dray/wagon 

25 

25 

15 

5 

Chariot 

30 

25 

15 

10 

Duneship 

50 

100 

20 

Land  Ark 

80 

50 

25 

Olkrladp  Traill 

Notes 

*  +5  milesforontra,  -5  milesfortatra 
Rugged  terrain  signifies  hills,  lightwoodlands,  broken 
terrai n,  etc.  Very  R ugged  terrai n  si gni f i es  mountai ns, 
swamps,  jungles,  etc. 

Inclement  weather  conditions  may  reduce  rates  by  50% 
or  more. 


) 

Travel  rates  for  most  other  types  of  land 
conveyances  can  be  figured  by  the  hour,  as  follows: 
Roads:  as  per  maximum  SPD  andM  PH  total 
Open  terrain:  reduce  by  25% 
Rugged  terrain:  reduce  by  50% 
Very  rugged  terrain:  reduce  by  75% 
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Convenyance 

Favorable  C  onditions 

Barge  fort  (Aeriad) 

30 

Canoe/reed  boat 

25 

Carao  barae 

20 

Carrack  (M  angar) 

100 

Coracle  (Imrian) 

50 

Dragon  barque  (Sunra) 

90 

Fishing  boat/skiff 

60 

Ice  schooner  (M  irin) 

100 

Ice  skiff  (M  irin) 

75 

Galley  (Farad,  et  al) 

70 

M  erchant  ship  (Zandir,  et  al) 

75 

Pleasure  barge  (Quan) 

25 

Raft 

10 

Trireme  (Parthenian) 

80 

Warship 

75 

Notes 

Halve  listed  figures  for  unfavorable  winds/currents, 
navigational  hazards,  etc.  Sail-powered  craft  have  a 
movement  factor  of  "zero"  when  becalmed. 
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Airborne  travel  rates  can  be  figured  by  the  hour. 
Use  the  ship's  SPD  rating  and  listed  MPH  total  in 
favorable  conditions.  In  unfavorable  conditions  (high 
winds,  storms,  etc.),  reduce  the  figure  by  1/2  or  more, 
depending  on  the  severity  of  the  prevailing  conditions. 


The  following  is  a  list  of  various  trades  and 
professions  and  the  average  salaries  earned  by  members 
of  these  groups.  It  should  be  noted  that,  like 
merchandise,  the  price  of  services  can  vary  considerably 
according  to  the  laws  of  supply  and  demand.  GMs 
should  feel  free  to  adjust  pay  rates  by  as  much  as  -50% 
in  areas  where  members  of  a  given  profession  are 
common  or  up  to  +200%  in  areas  where  the  reverse  is 
true. 

Administrator 

Individuals  of  this  profession  include  foremen, 
castellans,  seneschals,  officials,  agents,  bureaucrats, 
and  all  othershired  to  oversee  the  operational  detailsof 
a  business,  estate,  or  government  agency.  Salary  is  2-10 
gold  lumens  per  week  per  level  of  the  administrator. 

Alchemist 

If  an  employer  can  provide  a  fully-stocked 
laboratory  facility,  he  or  she  may  be  able  to  obtain  the 
services  of  an  alchemist  on  a  long-term  basis.  Salary  is 
10  gold  lumens  per  week  per  level.  Si ndaran  alchemists 
invariably  demand  double  pay. 

Artificer/Artisan 

Included  in  this  category  are  all  builders  and 
craftsmen,  such  as  metalsmiths,  gemcutters, 
glassworkers,  tanners,  clothiers,  woodworkers,  carvers, 
carpenters,  masons,  limners,  wainwrights,  cobblers, 
tinkers,  armorers,  weaponers,  fletchers,  and  so  forth. 
Salary  is  1-4  gold  lumens  per  week  per  level  of  ability. 

Astrologer 

A  qualified  astrologer  will  generally  charge  about 
15  gold  lumens  for  a  complete  and  detailed  reading  of 
an  individual's  future  aspects.  Sarista  fortune-tellers, 
professional  mystics,  Zandir  charlatans,  and  persons 
of  similar  repute  may  charge  considerably  less  —  or  a 
good  deal  more. 

BeastHandler 

These  individuals  can  be  hired  to  tame  and  train 
wild  beasts,  either  full-time  or  on  an  individual  basis. 
Salary  is  typically  2-6  gold  lumens  per  week  per  level  of 
ability;  double  or  triple  this  amount  if  the  beast  in 
question  is  particularly  dangerous.  J  aka  are  considered 
the  most  skilled  beast  handlers  in  Talislanta. 
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Boatsman 

Private  boat  or  barge  owners  may  agree  to 
transport  individuals,  their  mounts,  and/or  cargo  by 
river  orlakefor  1-10  gold  lumens  per  passenger,  mount, 
or  hundred  pounds  of  cargo.  Large  passenger  carriers 
may  offer  reduced  rates;  conversely,  fishermen  and 
small-craft  owners  may  demand  unreasonable  sums  for 
their  services.  Boatsmen  asked  to  venture  into 
dangerous  waters  may  demand  two,  three,  or  even  four 
times  the  usual  rates.  The  Zann  of  Zandu  are  notorious 
for  their  exorbitant  fees  and  their  refusal  to  negotiate 
terms. 

Bounty  Hunters 

This  profession  includes  J aka  manhunters, 
Jhangaran  bounty  hunters,  Nagra  spirit-trackers,  and 
others.  M  ost  charge  anywheref  rom  fifty  to  five  hundred 
gold  lumens  per  job,  based  on  the  relative  renown  and 
reputed  capabilities  of  the  individual  who  is  to  be 
hunted,  plus  expenses.  Most  bounty  hunters  are  not 
assassins,  though  some  make  little  distinction  between 
the  two  professions.  Aamanian  witch  hunters  are  unique 
i  n  that  most  w ork  stri  ctly  for  aal  ms,  or  mana. 

Caravan  Master 

C  aravan  masters  will  transport  I  arge  sums  of  goods 
overland  for  fairly  reasonable  rates:  generally,  10-20% 
of  the  value  of  the  goods.  Those  who  own  or  operate 
carriages,  land  barges,  or  land  schooners  may  agree  to 
take  on  passengers  for  a  fee  of  10-20  gold  lumens  per 
hundred  miles;  food  and  water  may  or  may  not  be 
included.  Orgovian  caravan  masters  will  only  accept 
barter. 

Crew 

Crewmen  can  be  hired  to  help  operate  any  type  of 
land,  sea,  or  airborne  conveyance  for  1  gold  lumen  per 
week  per  level  of  ability.  Included  in  this  category  are 
draymen,  sailors,  land  ark  crewmen,  windship  sailors, 
and  so  forth.  Crew  trained  as  guards  may  command 
twice  normal  salary. 

Engineer 

Engineers  can  be  hired  to  design  plans  for 
roadways,  fortifications,  excavations,  structures,  or 
conveyances,  typically  for  a  fee  of  about  10%  of  the 
estimated  cost  of  the  construction. 

Guide 

Mostwilderlandsguideswill  workforl  gold  lumen 
per  day  per  I  evel  of  abi  I  i ty .  D  oubl e  or  tri  pi  e  thi  s  sal  ary  if 
the  guide  must  venture  into  extremely  hazardous 


regions.  Zann  are  said  to  be  the  most  skillful  river-guides 
in  all  theWestern  Lands,  and  are  well -regarded  despite 
their  contrary  nature. 

Healer 

A  heal  er' s  servi  ces  may  be  obtai  ned  for  as  I  ittleas 
a  few  copper  pieces,  or  as  much  as  a  small  fortune. 
M  uch  depends  upon  the  healer's  reputation  and  past 
accomplishments,  aswell  as  the  demand  for  her  talents. 
Faith  healers  commonly  work  for  "free,"  but  request 
that  the  recipients  make  a  generous  donation  to  their 
cause.  Gnorls,  Ariane,  and  the  Dhuna  are  among  the 
most  skillful  healers. 

Laborer 

Individuals  in  this  category  include  bearers,  farm 
workers,  herders,  mud  miners,  iron  miners,  sand  miners, 
kitchen  help,  stable  hands,  and  so  forth.  Most 
Talislantan  laborers  are  grossly  underpaid,  averaging 
just  2-20  si  Iver  pieces  per  week  per  level  of  abi  lity. 

L  iti  gator 

The  services  of  a  qualified  litigator  range  widely 
in  cost,  according  to  the  litigator's  reputation  and  field 
of  expertise.  "Public  defenders"  may  earn  no  more  than 
the  average  artisan;  litigants  who  regularly  accept  only 
wealthy  or  influential  clients  may  command  fees  up  to 
thirty  times  this.  TheSindarans  are  ski  lied  in  this  regard, 
as  aretheCymrilians  and  Kasmirans. 

M  agician 

A  magician  can  be  hired  to  cast  a  single  spell  or 
counterspel  I  for  1-20  gold  I  umens,  or  more  if  the  spel  I  or 
counterspell  desired  is  of  a  very  dangerous  sort.  Those 
who  seek  full-time  work  typically  charge  a  minimum 
of  10  gol  d  I  umens  per  week;  general  ly  speaki  ng,  the  more 
skillful  and/or  renowned  the  magician,  the  higher  his  or 
her  fees  will  be.  In  places  where  individuals  of  this 
profession  are  either  very  common,  such  as  Cymril,  or 
poorly  regarded,  as  in  most  other  places,  magicians  may 
work  for  a  good  deal  less  than  this. 

Mercenary  Warrior 

This  profession  includes  common  infantry,  sell- 
swords,  cavalry,  caravan  or  harem  guards,  sentinels, 
and  "specialists"  such  as  Arimite  knife-fighters, 
Danuvian  swordswomen,  J  aka  scouts,  and  Zandir 
duelists.  Few  are  paid  more  than  5  gold  lumens  per  week, 
regardless  of  ability,  though  specialists  and  personal 
bodyguards  often  command  more.  Non-commissioned 
officers  earn  1-3  gold  lumens  per  week  per  level  of 
Command  skill. 
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Y  assan  T  echnomancer 


M  erchants  receive  a  commission  of  10-60%  of 
the  retail  price  on  all  goods  that  they  sell.  The  I  spasians 
and  Farad  are  among  the  most  crafty  mercantilists,  as 
arethe  Djaffir. 

Navigator/Pilot 

Individuals  of  this  profession  include  Phantasian 
and  Cymrilian  astrogationists,  Dracartan  duneship 
captains,  Aeriad  barge-fort  pilots,  land-ark  navigators, 
and  so  forth.  Qualified  pilots  and  navigators  can  earn 
as  much  as  5  gold  I  umens  per  week  per  Ski  1 1  level .  Sunra 
mariners  may  command  twice  that  salary. 

Re/enant 

M  embers  of  the  Arimite  secret  society  known  as 
the  Revenants  specialize  in  "revenge-for-hire."  Rates 
for  their  services  vary  widely  according  to  type,  as 
follows: 


Deliver  insult:  10s. p. 

Deliver  threat:  5g.l. 

Vandalize  property:  20+g.l. 

Physical  coercion:  50+g.l. 

Removal  of  body  part:  100+g.l. 

Abduction:  500+g.l. 

Assassination:  1,000+g.l. 


All  fees  are  subject  to  increase  according  to  the 
relative  status  of  the  intended  victim;  for  example,  the 
assassination  of  a  magician  of  even  averagereputecould 
cost  as  much  as  100,000  gold  lumens.  N  ote  that  it  is 
possible  to  buy-off  a  Revenant  contract  by  offering  the 
assassin  double  the  fee. 

Scholar 

Individuals  of  this  profession  include  Aamanian 
theosophists,  Sindaran  antiquarians,  Callidian 
cryptomancers,  Cymrilian  archivists,  naturalists, 
historians,  and  so  forth.  Understudies,  such  as  scribes 
and  apprentice  linguists,  will  generally  charge  only  a 
token  fee  (1-20  silver  pieces)  for  a  consultation  or  for 
each  day  required  to  research  a  particular  subject. 
Master-level  scholars  can  command  as  much  as 
alchemists,  or  even  more. 

Spy 

Spies  specializein  information-gathering,  ranging 
from  the  common  informer  to  the  most  artful  saboteurs. 
The  fees  charged  by  these  individuals  also  vary  widely, 
from  as  little  as  a  few  silver  pieces  to  thousands  of  gold 
lumens. 


The  Y assan  are  experts  in  the  repair  and 
maintenance  of  almost  anything,  from  septic  systems 
to  windship  levitationals.  Their  rates  vary  according  to 
acomplex  set  of  specifications,  taking  into  account  the 
time,  materials,  and  precise  degree  of  difficulty  entailed 
in  the  completion  of  the  job.  The  minimum  fee  for  any 
work  is  5  gold  lumens  per  hour,  which  includes  a  free 
estimate. 

^R^flTGR^ 

As  mentioned  in  the  Rules  chapter,  the  creatures 
included  in  the  Traveler's  Guide  section  of  this  game 
use  a  simplified  system  for  determining  the  extent  of 
their  abilities.  In  place  of  Skill  Ratings,  creatures  are 
rated  according  to  their  overall  Ability  Level,  which  is 
used  as  an  Action  Table  modifier  for  almost  every 
situation.  Constitution  Ratings  have  already  been  added 
to  Hit  Point  totals,  and  Strength  Ratings  have  been 
factored  into  Damage  Ratings. 

When  portraying  animals  and  other  non- 
humanoids,  GM  s  should  take  into  account  thecreature's 
nature  and  tendencies,  as  well  as  the  circumstances 
underwhichthecreatureisencountered.lsthecreature 
normally  aggressive  or  passive?  Does  it  hunt  by  day  or 
night,  alone  or  in  packs?  Is  the  creature  sick,  injured, 
starving,  drowsy,  in  heat,  or  fleeing  from  a  larger 
creature?  Even  the  most  placid  herbivores  may  attack  if 
they  feel  trapped  or  cornered,  or  if  they  thi  nk  their  mate 
or  offspring  are  being  threatened.  Conversely,  even  the 
most  aggressive  predator  may  pose  no  threat  if  its 
stomach  isfull,  or  if  it's  preoccupied  with  other  concerns. 

E  ven  i  n  a  mi  I  i  eu  as  d i  verse  as  T  al  i  si  anta,  there  are 
only  so  many  different  kinds  of  creatures  to  encounter. 
By  individualizing  the  encounters  in  your  adventures, 
you'll  make  things  more  interesting  for  your  players 
and  also  keep  them  from  getting  complacent  about  their 
surroundings.  For  more  suggestions  on  creating 
different  types  of  encounters,  see  the  material  in  this 
section. 


I 
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The  foil  owing  list  of  Intelligence  Ratings  can  be 
used  by  the  GM  as  a  relative  scale  by  which  to  judge 
the  intelligence  of  other  creatures. 


-15 

Insects 

-11 

Omnivrax  (notoriously  stupid  beast) 

-10 

Alatus  (winged  leech) 

-9 

Kra  (giant,  sightless  eel) 

-8 

Aht-Ra  (mount  and  beast  of  burden) 

-7 

Drac  (reptilian,  can  be  trained  as  pet) 

-6 

Opteryx  (avian  predator) 

-5 

N  ormal  1  ow  er  1  i  mi  t  f  or  senti  ent  bei  ngs. 

0 

Average  sentient  mortal. 

Typ^y  or  ^rxoumw 

In  theTalislanta  game,  most  encounters  will  take 
one  of  thefollowing  forms: 

Traces 

This  category  of  encounters  includes  tracks, 
skeletal  remains,  or  other  evidence  (such  as  claw  marks 
on  trees,  spoor,  signs  of  a  struggle,  etc.)  that  would 
indicate  that  a  creature  or  creatures  passed  through  the 
area  in  question.  Individuals  with  Tracking  skill  are  able 
to  identify  most  types  of  traces,  and  provide  an  accurate 
estimate  of  their  age  and  the  conditions  under  which 
they  were  produced.  The  G  amemaster  can  use  this  type 
of  encounter  to  create  suspense  by  foreshadowing  the 
appearanceof  a  dangerous  predator,  to  mislead,  or  simply 
to  give  the  players  the  idea  that  they  are  not  alone  in  the 
region. 

Sighting 

The  creature  or  creatures  in  question  are  spotted 
from  a  distance;  typically,  between  100-600  feet. 
Sightings  should  occur  far  enough  away  that  the 
observers  can  to  choose  whether  they  will  attempt  to 
initiate  contact  with  the  encountered  creature  or  not. 
Creatures  spotted  in  their  natural  habitatwill  usually  be 
doi  ng  w  hat  comes  natural  ly  for  members  of  thei  r  sped  es; 
i.e.,  foraging  for  food,  sleeping,  hunting,  scavenging 
carcasses,  hovering  overhead,  etc.  Less  common  events 
such  as  inter-species  rivalries,  courtship  rituals,  or 
unusual  behavior  (creature  is  disoriented,  wounded, 
sick,  stuck  in  mire,  caught  in  a  trap,  etc.)  may  also  be 
witnessed.  The  Gamemaster  can  use  this  type  of 
encounter  to  add  some  local  color,  to  attempt  to  direct 
players  towards  a  desired  destination  (or  away  from  an 
undesirable  area),  or  as  per  Traces  encounters. 


Close  Encounter 

M  ost  encounters  of  this  sort  occur  at  distances 
of  less  than  one  hundred  feet,  requiring  the  players  to 
take  some  sort  of  action:  fight,  flight,  hide,  attempt  to 
communicate,  etc.  The  Gamemaster  should  not  overdo 
this  type  of  encounter,  and  should  vary  the  nature  of 
close  encounters  in  order  to  keep  things  interesting. 
For  example,  not  all  predators  will  attack  in  the  same 
manner.  Large  and  powerful  beasts  may  charge  at  short 
range,  but  less  imposing  creatures  might  prefer  to  attack 
from  ambush,  or  while  their  chosen  victims  are  asleep. 
Avians  might  dive  down  from  the  skies,  subterranean 
creatures  could  burrow  upwards  from  below,  while 
creatures  capabl  e  of  camouf  I  age  (such  as  the  exomorph) 
might  seem  to  appear  from  out  of  nowhere. 

All  close  encounters  need  not  result  in  combat. 
Intelligent  creatures  should  be  accorded  motives  based 
on  their  emotional  and/or  physical  state,  and  the 
conditions  under  which  they  are  encountered.  Some 
may  act  surprised,  frightened,  suspicious,  or  confused. 
Others  may  rob,  intimidate,  negotiate,  or  try  to  act 
intimidating. A  rare  few  may  even  ignore  the  characters, 
considering  them  as  beneath  their  notice.  U  nless  stated 
otherw i  se,  w i  I  d  beasts  rarel y  "f  i  ght  to  the  death"  unl ess 
trying  to  protect  their  young,  nest,  eggs,  etc.  In  fact, 
unless  cornered  or  faced  with  no  other  recourse,  most 
will  abandon  a  fight  that  is  going  badly,  and  reluctantly 
go  off  in  search  of  easier  prey. 

For  a  complete  list  of  encounters  by  region,  see 
the  Appendix. 
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his  section  covers  the  the  many  types  of  goods 
and  equipment  available  in  Talislanta,  and 
includes  information  on: 


•  Weapons  &  Armor:  descriptions  of  Talislantan 
weapons  and  armor 

•  Conveyances:  descriptions  of  Talislantan  land,  sea, 
and  airborne  conveyances 

•  Specialized  Equipment:  descriptions  of  items  used 
by  particular  Talislantan  cultures 

•  TradeGoods&  Natural  Resources:  descriptions  of 
Talislantan  wares 

•  Amusements:  descriptions  of  Talislantan  games 

•  Magical  Equipment:  magical  mechanisms  and 
enchanted  items 

•  Thaumaturgic  Creations:  products  of  thaumaturgy 

•  Alchemical  Creations:  elixirs,  medicinal  mixtures, 
narcotics,  poisons,  potions,  powders 

•  L  ist  of  A  Ichemical  I  ngredients:  w  i  th  pri  ces 

•  Equipment  Master  List:  complete  information  on 
prices,  weights,  weapon  &  armor  ratings,  etc. 

The  following  is  a  list  of  someof  the  more  unusual 
weaponry  and  armor  found  in  Talislanta. 


Adamant  B  roadsword 

M  adefrom  the  hardest  of  Talislantan  metals,  these 
swords  are  used  by  the  M  irin  tundra  scouts  of  L'Haan 
to  fight  Ice  G  iants.  They  are  the  only  weapons  adept  at 
c  u  tti  n  g  t  h  ro  u  g  h  th  e  an  i  m  ate  i  c  e  of  w  hi  c  h  th  ese  c  reatu  res 
are  comprised  (treat  Ice  Giants  as  unarmored  targets), 
and  are  effective  against  other  types  of  armor  as  well 
(half  normal  Protection  Rating). 

BarbedArrows 

The  Za  tribes  often  employ  these  projectiles  in 
battle.  Upon  initial  impact,  the  weapons  inflict  damage 
identical  to  that  of  standard  arrows.  However,  barbed 
arrowscan  bevery  difficulttoremovefmakeasuccessful 
Dexterity  or  Healing  ski  1 1  roll  orsufferan  additional  point 
of  damage). 

BattleMaul 

This  massive,  hammer-like  weapon  is  backed  by  a 
heavy  spike  designed  to  penetrate  armor.  Kharakhan 
G  i  ants  find  the  devi  ces  useful  for  certai  n  thei  r 
crude  salvage  operations  as  well. 
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Blade-Bracer 

This  is  an  iron  bracer 
housing  a  Kasmiran  spring-knife. 
The  weapon  is  employed  by 
making  a  fist  and  touching  atrigger 
mechanism  that  extends  towards 
the  palm.  The  trigger  releases  a 
spring-loaded  knife  blade  that  flies 
forth  at  the  designated  target. 


Blade-Staff 

This  Kasmiran  device  resembles  a  common 
wooden  staff  or  walking  stick.  When  the  center  section 
is  twisted,  blades  hidden  inside  either  end  of  the  staff 
snap  into  place,  enabling  the  device  to  be  used  as  a 
spear. 


Blade-Star 

The  Mondre  Khan  employ 
these  razor-sharp  devices  as  missile 
weapons  and  as  cutting  implements. 
Most  measure  about  four  inches 
across. 


Bow.Ariane 

The  arrows  of  this  bow  are  tipped  with  round, 
pol  i  shed  stone  heads.  Like  the  A  riane  mace,  this  weapon 
is  used  to  stun  rather  than  kill. 


Broadsword,  Za 

The  Za  broadsword  resembles  a  heavy 
scimitar  with  a  jagged,  saw-edged  blade.  This 
terrible  weapon  causes  ragged  wounds  that 
taketwiceas  long  as  normal  (or  twice  the 
usual  amount  of  magic  or  healing)  to 
heal. TheZatypically  kill  on  sight 
any  foreigner  seen  wielding  one 
of  these  blades. 


Bwan 

This  weapon  is  a  large  club  fashioned  from  the  lower 
section  of  a  thornwood  vine.  It  is  fearsome  in 
appearance,  with  many  six-inch  spiky  thorns  along  its 
length. TheMoorg-WanoftheDarkCoast  favor  this 
weapon  in  battle. 


Caltrop 


X 


This  device  consists  of  four  iron  spikes 
pointing  out  from  a  central  core;  when 
stepped  on  the  spikes  cause  damage  to  the 
victim's  feet,  hooves,  etc.  Strewn  upon  the 
ground  in  great  numbers,  caltrops  are  used  to  slow  or 
redirect  enemy  forces,  and  are  most  effective  versus 
steeds  and  beast-drawn  conveyances.  The  Mondre 
Khan  often  use  these  devices  in  their  raids  against  the 
K  ang .  C  al  trops  do  not  requi  re  a  speci  f  i  c  weapon  ski  1 1  to 
use.  Rather,  a  Tactics,  Sabotage,  or  INT  roll  determines 
whether  they  are  placed  effectively. 

Capture-Bow 

These  unusual  weapons 
resemble  heavy  crossbows  with 
a  crude  reel-mechanism  affixed 
to  the  stock.  The  capture-bow 
fires  a  barbed  bolt  similar  to  a 
small  harpoon,  with  aline 
of  stout  whip-cord 
attached  to  its  end. 
The  barb  snares  the 
target  (at  ST  R  +2)  on 
a  full  success  or 
critical  success,  but  not  a  partial  success.  Satada  employ 
these  cumbersome  devices  to  snare  prey  or  dismount 
riders. 

Capture-Pole 

This  device  is  used  extensively  by  Imrian  slavers. 
Itconsists  of  along,  wooden  poleand  apairof  grasping 
"pincers"  made  of  iron  or  bone.  The  accompanying  rope 
enables  the  user  to  pull  the  pincers  shut  around  the 
intended  victim,  holding  him  or  her 
fastfatSTR +1). 


Club.Ur 

This  polearm  consists  of  a  haft  of  wood  topped 
with  the  mummified,  taloned  paw  of  a  mountain-dwelling 
yaksha.  The  weapon  is  a  mark  of  status  and  courage 
among  the  Ur  clans,  although  most  of  these  items  are 
obtai  ned  from  aged  or  i  nf i  rm  yaksha. 


Correg 


This  weapon  consists  of  a  large,  but 
portable,  tripod- mounted  crossbow 
that  fires  a  barbed  harpoon 
trailing  a  cord.  It  is  used  by  the 
Imrians  to  snare  larger  slaves, 
such  as  the  M  oorg-Wan,  and 
to  capture  ocean  kra,  which 
are  used  to  pull  Imrian 
coracles.  On  a  full  success 
or  critical  success,  the 
harpoon's  barb  catches 
i  n  the  target  (at  ST  R  44), 
allowing  the  user  to  pull 
inthevictim. 


Crescent  Knife 

This  crescent-shaped   knife  has 
traditionally  been  used  by  the  Green  Aeriad  to 
harvest  vi  ri  di  a  pi  ants  and  other  crops.  T  he  B I  ue 
Aeriad  later  discovered  that  the  crescent  knife 
can  also  be  used  as  a  missile  weapon. 


Crystal  blade 

Traditional  weapon  of  the  Gnomekin,  the  crystal  blade 
is  a  short  sword  made  of  solid  crystal.  The  sharp, 
diamond-hard  edge  can  cut  through  hide,  non-magical 
metal  armor,  or  exoskeletal  plates  and  scales  with  ease 
(treat  such  armor  as  having  half  its  usual  Protective 
Rating). 


Da-Khar 

These  leather 
gauntlets  are 
fitted  with 
retractabl  e, 
razor-sharp 
"claws",  usually 
madeof  black  iron. 
Favored  by  the 
assassin-mages  of 
Rajanistan,  da-khar 
are  employed  in 
pairs;  the  blades  are 
released  by  striking  the  backs  of  the  hands  together.  As 
da-khar  look  I  ike  ordinary  leather  gloves,  they  are  often 
used  for  assassination  attempts. 

Dart-Thrower 

These  small,  one-handed 
crossbows  are  favored 
by  the  Aeriad  of 
Vardune.  Damage  and 
range  are  about  half 
that  of  a  standard  light 
crossbow. 

D  ragon  H  unter' s  H  arpoon 

This  barbed  weapon  has  been  used  by  Sun-Ra- 
San  dragon  hunters  since  ancient  times.  It  is  employed 
primarily  to  deliver  the  deathblow  to  a  sea  dragon;  this 
is  considered  the  most  honorable  means  of  dispatching 
the  prey.  Sun-Ra-San  harpoons  are  carved  with 
elaborate  markings  and  symbols  that  indicate  the 
owner's  status  and  clan  affiliation. 


Duar 

This  large  two- pronged  spear  is  favored  by  the 
avian  Gryphs  of  Tamaranth  forest.  It  can  be  used  as  a 
captureweapon(atthewielder'sSTR),amissileweapon, 
or  to  impale. 
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Falchion 

Used  by  Kang  heavy  troops,  the  falchion's  heavy 
blade  is  designed  to  cut  through  armor.  In  the  hands  of 
a  sufficiently  strong  and  skilled  warrior,  the  weapon  can 
punch  through  the  stoutest  battle  armor  (metal,  partial 
metal,  scale,  and  exoskeletal  armor  provides  only  half 
normal  protection). 


Flange-Bow 

This  curious  type  of  light  crossbow  is  employed 
by  the  Sea-N  omads  of  Oceanus.  The  weapon  is  capable 
of  unleashing  a  half-dozen  sea  anemone  quills  with  a 
single  shot,  but  it  has  an  effective  range  of  only  about 
100  feet,  or  20  feet  underwater. 


Garde 

This  spiked  body-armor  is  worn  on  the  arm  and 
can  be  used  for  both  parrying  and  attack.  It  is  a  weapon 
much-favored  by  theThral Is  of  Taz,  who  generally  shun 
other  types  of  armor.  Full  garde  is  spiked  body-armor 
worn  on  both  the  arms  and  the  legs  (see  Armor,  in  this 
section). 

Greatsword 

This  two-handed  blade  is  the 
signature  weapon  of  theThral  I  warriors, 
granted  as  a  mark  of  adulthood.  Thralls 
grimly  respect  foreign  warriors  who  have 
taken  a  greatsword  in  battle;  they  are  quite 
offended,  however,  by  those  who  acquire 
such  a  weapon  through  less  honorable 
means. 


Gwanga 

This  weapon  is  a  heavy, 
three-bladed  throwing 
knife  favored  by  the 
A  hazu  tri  bes.  G  wanga  are 
an  underhand  motion, 
causing  the  blade  to  spin  as  it  flies  through 
the  air. 


thrown  with 


V 


Hurlant 

These  hand-held,  crossbow-like  weapons  are 
employed  by  Dracartan  desert  scouts.  They  fire  bolts 
contai  ni  ng  a  gl assi ne  capsul e  of  el emental  essence.  T he 
capsule  shatters  on  impact,  producing  a  one-foot  radius 
explosion  of  elemental  force.  H  url ant  ammunition  is  used 
exclusively  by  the  military  and  is  not  legally  available  to 
civilians.  Hurlants  are  also  capable  of  firing  standard 
light-crossbow  bolts. 

Incendiary  Bolts 

The  alchemists  of  L'Haan  have  developed  these 
crossbow  bolts  as  a  weapon  against  the  Ice  Giants.  In 
addition  to  thetypical  damageforalightcrossbow  bolt, 
the  alchemical  coating  ignites  on  impact  (burning  for 
two  rounds  at  a  damage  rating  of  3,  ignoring  armor;  Ice 
G  i ants  and  other  bei  ngs  vul  nerabl  e  to  f  i  re  suffer  double 
damage).  Incendiary  bolts  are  forged  of  adamant,  the 
hardest  of  all  Talislantan  metals  (armor  provides  only 
half  normal  protection). 

I  ron  Spear 

This  device  is  basically  a  solid  iron  spear  with  a 
blade  at  one  end  and  a  hook  at  the  other.  It  is  employed 
extensively  by  theVajra,  who  use  it  as  both  an  excavating 
tool  and  a  weapon. 

Jang 

This  device  is  a 
peculiar  type  of  saw- 
edged  boomerang 
employed  by  the 
Harakin.  It  is  usually 
made  of  black  iron, 
jagged  and  saw-toothed 
along  one  edge,  and  weighs  as  much  as  three  pounds. 
Thejang  has  the  useful  attribute  of  returning  to  its  user 
in  the  event  of  a  miss.  Heavy  gloves  or  gauntlets  must 
be  worn  when  using  this  weapon. 

Khu 

Thistwo-bladed  knifeis  used  by  the  warrior  tri  bes 
of  Harak.  Usually  made  of  black  iron,  the  khu  inflicts 
approximately  twice  as  much  damage  as  a  standard 
dagger  but  also  weighs  twice  as  much.  It  is  of  no  use  as 
a  missile  weapon. 
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Krin 

Employed  by  the  Harakin  warrior  tribes,  this 
crossbow  uti I  izes  armor- pi erci  ng  i ron  spi kes  as  bolts.  1 1 
requires  significant  strength  and  time  (3  rounds)  to  re- 
load between  shots,  but  is  very  powerful. 


Mace,Ariane 

This  mace  is  topped  by  a  smooth  head  of  polished 
purple  stone.  Like  the  Ariane  bow,  it  is  used  to  stun 
rather  than  kill. 


ii  iniii 


Matsu 

This  A  hazu  weapon  is  a  long-hafted,  two-handed 
war  club,  equipped  with  a  rounded  head  of  polished 
stone.  The  matsu's  slightly  flexible  handle  allows  an 
experienced  wielder  to  use  it  to  deliver  a  tremendous 
bl  ow ,  si  mi  I  ar  i  n  effect  to  a  heavy  w  ar  hammer. 


These  barbed  bolas  are 
Qr**v  employed  by  the  slavers  of 

***  «  Imria.  They  have  a  tendency  to 
become  hopelessly  entangled 
and  so  must  be  carried  in 
narrow  wooden  cases.  On  a 
Partial  Success,  they  inflict  half 
damage  but  do  not  entangle. 
On  a  Full  Success,  the  thrower 
can  choose  to  entangle  the 
target's  arms  or  legs  in  addition  to  full  damage; 
entangling  the  legs  will  bring  down  a  running  target.  On 
a  Critical  Success,  the  bola  has  the  added  effect  of 
bringing  down  even  a  stationary  victim.  Extricating 
oneself  or  someone  else  from  barbed  bolas  is  a  tricky 
and  potentially  painful  process  (roll  vsDEX  ata  penalty 
of -1,  or  removal  inflicts  an  additional  point  of  damage). 


Pole-H  ook 

The  avian  Stryx  use  these  polearms  as  striking 
and  snaring  weapons.  At  one  end  is  a  curved  blade 
used  for  chopping;  on  the  other  is  a  hook  that  Stryx  use 
to  grab  and  dismount  riders,  or  to  snatch  prey  or 
unsecured  bags  into  the  air. 


Prod-Hook 

Orgovi  an  traders 
use  these  items  to 
control  their  unruly  loper  steeds, 
also  be  used  as  a  weapon. 


The  prod-hook  can 


Rod  of  Alchemy 

Thisuseful  item  is  manufactured  by  theSindarans. 
It  can  be  used  to  disperse  any  type  of  alchemical  dust 
or  powder  i  n  a  cone-shaped  area  (range  10  feet,  maxi  mum 
wi  dth  of  area  i  s  f  i  ve  feet) .  T  he  i  nsi  de  of  the  rod  i  s  hoi  I  ow 
and  can  hold  up  to  five  vials.  The  spring  mechanism 
that  is  used  to  propel  the  contents  is  of  Kasmiran  make, 
and  has  a  pump-mechanism  thatenableitto  be  reloaded 
once  per  round. 


R'ruh 

This  crude  weapon,  also  known  as  a  singing 
axe,  isaheavy,  disk-l  ike  stone  bladeaffixed  to 
along  leather  thong.  Itisused  by  theWildmen 
of  Y  rmania,  who  employ  it  in  two  ways.  Swung 
above  the  head  at  great  speed,  the  r'ruh  is 
used  as  a  hand  weapon,  emitting  a  "singing" 
sound  that  the  Wildmen  believe  generates 
fear  in  the  heart  of  their  foes.  It  is  also  of 
some  use  as  a  hurled  missile  weapon. 


Rasp 

The  Mondre  Khan  employ  these  grim-looking 
hand-weapons  in  close  combat  against  the  Kang.  The 
saw-toothed  blade  leaves  an  awful,  jagged  wound  that 
isdifficultto  heal  (twice the  normal  healing  is  required 
to  close  rasp-wounds). 
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Slaver's  Flail 

Popular 
among  Farad  slave- 
mongers,  these  weapons  consist 
of  a  wooden  haft  and  three  leather  cords  topped 
wi  th  spi  ked,  metal  spheres.  T  he  weapon  i  s  used  to  i  nf  I  i  ct 
pain  in  rebellious  slaves;  on  a  full  or  critical  success, 
victimsmustmakeaWIL  roll  orsuffera-3penaltyon all 
actions  for  the  next  round. 

Spiritblade 

These  weapons  are  used  by  Xambrian  wizard 
hunters,  and  areoften  passed  down  from  onegeneration 
to  the  next.  They  resemble  standard  longswords  but  are 
en g raved  w  i  th  th e  si  g  i  I  s  of  thei  r  past  o w  n ers.  S  pi  ri  tbl  ades 
are  enchanted,  and  are  effective  against  beings  that  are 
only  affected  by  magical  weaponry.  W  hen  invested  with 
spirit-force  by  a  Xambrian's  ancestors  the  weapon  is 
effective  versus  reincarnators  and  other  extra- 
dimensional  entities;  only  Xambrians  can  use 
spiritblades  for  the  latter  purpose. 


Spring-Knife 

This  Kasmiran  device  resembles  a 
&^39  small  scroll  tube  made  of  metal  or 

ivory.  When  a  hidden  button  is 
depressed,  a  spring-loaded  knife  blade  flies  forth  from 
inside  the  tube. 

Staff  ofAa 

AamanianWitch-Hu  nters  wield  these  black  iron- 
shod  staves  as  symbols  of  their  authority  and  status. 
The  staves  are  lacquered  white  and  topped  with  the 
Orthodoxist  emblem,  the  all-seeing  eye.  They  do  not 
differ  in  function  from  other  iron-shod  staves. 

Star -Thrower 

Orgovian  traders  favor  these  weapons,  which 
resemble  light  crossbows  with  a  deep  groove  cut  into 
the  shaft.  These  devices  are  used  to  propel  three-inch 
diameter  spiked  iron  balls  called  "shooting  stars." 


Tarak 


This  weapon  is  a  four-bladed,  two-handed  iron 
axe  employed  by  the  warriors  of  Harak.  Only  a  very 
strong  individual  can  wield  this  ponderous  weapon 
without  looking  extremely  fool  ish. 


Throwing  Stick 

The  Witchfolk  of  Chana  use  these  weighted 
wooden  clubsfor  bringing  drown  prey.  On  afull  success, 
the  throwing  stick  temporarily  hobbles  the  victim  in 
addition  to  full  damage;  the  victim  moves  at  a  SPD 
penalty  of  -5  for  the  next  five  rounds.  On  a  critical 
success,  the  weapon  has  the  added  effect  of  bringing 
the  victim  down. 

T'sai 

Similar  in  design  to  alight  bolas,  this  hunting  weapon  is 
used  by  the  M  anra  tribes  of  Chana.  A  t'sai  consists  of 
several  three-foot  long  strips  of  hide  tied  together  and 
weighted  on  their  ends  by  small  river-rocks  or  polished 
stones.  Whileone  ball  isheld  in  the  hand,  the  others  are 
whi  rl  ed,  and  then  the  enti  re  weapon  i  s  thrown  to  entangl  e 
the  target.  On  a  partial  success,  the  t'sai  inflicts  half 
damage  but  does  not  entangle.  On  a  full  success,  the 
thrower  can  choose  to  entangl  e  (at  ST  R  +1)  the  target' s 
arms  or  legs  in  addition  to  full  damage;  entangling  the 
legs  will  bring  down  a  running  target.  On  a  critical 
success,  the  weapon  has  the  added  effect  of  bringing 
down  even  a  stationary  victim. 

Tri-Bow 

Used  primarily  by  Blue  Aeriad  rangers  and  scouts,  the 
tri-bow  is  a  light  crossbow  that  has  been  modified  so 
that  it  can  fire  a  "clip"  of  three  bolts  or  blunt  quarrels; 
the  latter  type  is  used  to  stun.  The  bow's  three  strings 
can  be  drawn  together  using  a  metal  "claw"  lever  built 
into  the  stock;  one  bolt  may  be  fired  each  round,  or 
multiple  bolts  may  be  fired  at  the  normal  penalty  for 
multiple  attacks.  A  tri-bow  takes  two  rounds  to  re-load; 
one  to  drop  in  the  clip,  and  one  to  affix  a  wooden  clasp 
that  keeps  the  bolts  from  falling  out  while  the  user  is 
airborne. 


War  Flail 

The 
native 

weapon  of  the  Danelek 
cl  ans,  the  war  f  I  ai  I  has  a  stout  handl  e  crafted 
from  aland  lizard'sthigh  bone.  Eightfour-foot  strips  of 
hide  are  attached  to  it,  each  barbed  with  sharp  spikes 
and  culminating  in  a  razor-edged  disk  of  black  iron.  In 
skilled  hands,  the  weapon  can  be  quite  deadly.  Those 
untrained  in  its  use,  however,  must  make  a  DEX  roll 
whenever  they  use  it  to  avoid  wounding  themselves. 

War-Whip 

This  Sauran  weapon 
consists  of  a  two-foot 
iron  handle  wrapped 
with  strips  of  hide  and 
attached  to  a  length  of 
spiked  iron  squares  linked 
together  with  chain.  It  is  very 
heavy  and  can  only  be  used  by  an 
extremely  strong  individual. 

Whipsash,Za 

The  whipsash  is  a  belt  worn  by 
many  members  of  the  Za  war 
clans.  Itismadefromsix  long 
strips  of  braided  hide,  the  ends 
of  which  are  tipped  with  two-inch 
di ameter  i  ron  bal  I  s.  W  hen  removed, 
a  whipsash  can  be  used  to  entangle 
an  opponent's  weapon-hand  or  legs,  or 
as  a  weighted  whip.  It  is  used  in  close 
combat,  not  throw  n .  0  n  a  parti  al  success, 
the  whipsash  inflicts  half  damage  but  does  not  entangle. 
On  a  full  success,  the  wielder  can  choose  to  entangle 
(at  STR  +2)  the  target's  arm  or  leg  in  addition  to  full 
damage.  0  n  a  cri  ti  cal  success,  the  weapon  has  the  added 
effect  of  bringing  the  victim  down. 

Wristblade 

This  Za  weapon  is  a  studded  leather  bracer 
equipped  with  a  row  of  razor-sharp  blades.  It  is  used  to 
slash  opponents  in  close  combat  and  as  a  handy  utility 
knife. 


(see  illustrations  on  next  page) 
Amysram  (not  pictured) 

The  costume  of  the  Mandalan  Mystic  Warriors 
serves  as  form  of  light  armor,  in  addition  to  covering 
and  disguising  the  entire  body.  The  garment  is  woven 
of  bl  ack  si  I  kcl  oth,  rei  nf  orced  w  i  th  a  mesh  of  I  i  ght- wei  ght 
blue  iron.  Defensive  bracers,  also  of  blue  iron,  can  be 
used  by  a  practitioner  of  M  andaquan  for  parrying  melee 
weapons. 

LBattleArmor.Kang 

Kang  armor  is  comprised  of  interlocking  plates  of 
black  iron,  or  in  the  case  of  elite  troops  and  warrior- 
priests,  red  iron.  The  plates  are  padded  for  comfort,  and 
the  j  oi  nt  secti  ons  are  hinged  to  al  I  ow  f  or  rel  ati  ve  ease  of 
movement.  This  form  of  armor  is  very  costly  to  make 
and  is  seldom  available  outside  of  the  Kang  Empire. 

Battle  Harness,  Za  (not  pictured) 

Za  armor  is  made  from  overlapping  strips  of  land 
lizard  hide,  studded  with  iron  bolts  or  spikes.  The 
harness  ties  in  the  back  by  means  of  leather  thongs 
strung  though  eyelets  of  hammered  black  iron. 

Corselet  and  Parrying  Bracers  (not  pictured) 

T  he  D  anuvi  an  V  i  ragos  favor  these  pi  eces  of  bl  ack 
i  ron  armor  above  al  I  other  forms  of  protecti  on.  W  orn  by 
a  skilled  Danuvian  warrior,  this  armor  provides  a 
protection  rating  equivalent  to  that  of  a  suit  of  chain 
mail.  In  addition,  the  wrist  bracers  may  be  used  to  parry 
melee  and  ranged  attacks;  the  V  i ragos  are  renowned  for 
their  ability  to  block  arrows  with  these  bracers. 

2.  Dragon  ScaleM  ail,  Sun-Ra-San 

Sun-Ra-San  armor  is  made  from  the  scintillant 
scales  of  sea  dragons  and  the  eel-like  predators  known 
as  rainbow  kra.  It  is  tough  and  fairly  lightweight,  and  it 
will  not  rust  when  exposed  to  saltwater,  as  metal  armor 
will. 

3.  Full  Garde 

Thrall  armor  consists  of  spiked  iron  plates,  padded 
for  comfort  and  affixed  to  the  limbs  by  leather  straps. 
Standard  garde  covers  one  arm  only,  while  full  garde 
covers  all  four  limbs.  Garde  can  also  be  used  to  parry 
blows  and  to  batter  opponents  in  close  combat.  If  the 
wearer  is  trained  in  Tazian  Combat  and  is  actively 
defending,  he  or  she  can  catch  all  blows  on  the  armor. 
An  untrained  warrior  attempting  to  use  this  armor,  or  a 
trai ned  T hral I  caught  enti rely  by  surpri se,  may  f i nd  many 
of  the  blows  landing  on  the  unprotected  body  or  head. 


I: 
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With  the  spikes  removed,  full  garde  is  used  for 
tournaments  and  in  training. 

L  ight  Body  Plate  (not  pictured) 

This  armor,  used  by  certain  Aeriad  warriors,  is 
made  from  imported  Dracartan  red  iron;  the  lighter  metal 
is  necessary  for  an  Aeriad  to  use  it  while  airborne.  The 
plates  are  made  to  conform  to  the  wearer's  body  and  are 
attached  by  means  of  cloth  straps. 

4.  ScaleArmor,  G  nomekin 

This  armor  is  made  from  the  rugged  scales  of 
certain  aquatic  predators  indigenous  to  the 
underground  lakes  of  Durne.  It  is  worn  extensively  by 
most G nomekin  warriors. 

Silver  Gauntlets, Xambrian  (not  pictured) 

Xambrian  wizard  hunters  wear  these  gauntlets  as 
a  symbol  of  their  profession.  In  addition  to  serving  as 
armor,  the  chai  n  mesh  gauntl  ets  al  I  ow  the  X  ambri  ans  to 
physically  grapple  with  and  parry  attacks  from 
reincarnators  and  other  beings  affected  only  by  magic 
and  silver. 

Spangalor  (not  pictured) 

This  lightw  eight  and  flexibleform  of  metallic  cloth 
repl  aced  I  i  ght  chai  n  mesh  someti  me  around  the  year  615 
of  theNew  Age.TheCymrilian  material  offersthesame 
protection  as  chain  mesh,  but  it  is  as  light  and 
comfortable  as  cloth.  Spangalor  is  also  valued  for  its 
decorativequalities;  a  garish,  light-weight  variety  known 
as  silversparkle  is  favored  by  some  Cymrilians. 


(see  i  1 1  ustrati  on  on  next  page) 

1.  Fire-Thrower 

These  giant  catapults  are  used  by  the  Arimites, 
the  Ur  clans,  and  the  Kang.  The  devices  employ  fire- 
bombs as  missiles;  heavy  clay  urns  are  wrapped  in 
netting  of  animal  hide  and  sinew  and  filled  withamixture 
of  hot  pitch,  resin,  spirits  of  alcohol,  and  othervolatile 
substances.  T  he  f  i  re-bombs  are  i  gni  ted  j  ust  pri  or  to  f  i  ri  ng 
(a  maneuver  entailing  some  small  degree  of  risk)  and 
burst  upon  contact  with  any  solid  object  or  surface, 
spewing  molten  pitch  and  flames  in  a  five-foot  radius. 
The  mixture,  called  "A  rimitefi re",  is  notoriously  difficult 
to  extinguish. 

Size:  25'  in  length 

Speed:  Upto-4(7mph)  if  towed  by  ogriphants 
ZHurlant 

These  missile-throwing  weapons  are  employed 
by  the  Dracartans  of  Carantheum.  There  are  two  types: 
the  giant  siege  hurl  ant  and  the  smaller,  ship's  hurlant. 
All  hurlants  are  constructed  of  span-oak  and  red  iron 
and  employ  missiles  containing  elemental  essences. 
Siege  hurlants  fire  two-foot  diameter  spheres  of 
amberglass  that  break  on  impact,  dispersing  their 
contents  over  a  ten-foot  radius.  Ship's  hurlants  employ 
amber  spheres  half  this  size  (with  correspondingly 
diminished  results),  and  can  be  mounted  on  duneships 
and  other  large  conveyances. 

Size:  30'  in  length  (siege)  or  10'  in  length  (ship's). 


3.  Scourge 

The  scourge  is  a  giant,  wheeled  siege  machine 
employed  by  the  U  r  clans  of  U  rag.  The  device  consists 
of  a  thirty-foot  rotating  spindle,  to  which  are  affixed 
rows  of  spikes,  rasps,  scything  blades,  and  ball-tipped 
chains.  A  team  of  forty  or  more  slaves  operates  the 
winches  which  set  the  scourge  in  motion,  and  the 
movement  of  the  wheels  causes  the  spindle  to  revolve 
with  great  force.  Scourges  are  mainly  used  against 
infantry  and  cavalry  charges,  though  they  are  employed 
to  some  effect  versus  wooden  fortifications  as  well. 
Size:  35'  in  width,  25'  in  length. 
Speed:-2(9mph) 

4.  Springal 

A  siege  weapon  used  by  the  armies  of  Rajanistan, 
the  springal  consists  of  a  tension-mounted  paddle  and 
a  pierced  rack  loaded  with  javelins.  When  the  device  is 
fired,  the  paddle  springs  forward  and  drives  a  volley  of 
javelins  toward  the  enemy.  The  weapon  is  reliable  and 
easy  to  operate,  though  not  particularly  accurate  (-1 
penalty  to  use).  A  smaller  version  of  theweapon,  called 
a  demi -spri  ngal ,  f  i  res  vol  I eys  of  darts  rather  than  j avel  ins. 
Both  are  tripod-mounted  devices. 
Size:  6'  in  height,  3'  wide  at  the  base. 


(see  i  1 1  ustrations  on  f  ol  lowi  ng  pages) 

1.  Barge  Fort 

The  flat- bottomed  barge  fortisan  oar-driven  craft 
used  by  the  Blue  A eri ad  to  patrol  the  Axis  River.  The 
mast  of  the  auxiliary  sail  is  a  living  viridia  plant,  rooted 
firmly  to  the  inside  of  the  intricate,  waterproof 
latticework  of  vines  that  serves  as  a  hull.  As  long  as  the 
span-oak  frame  remai  ns  i  ntact,  damaged  secti ons  of  hul  I 
can  be  re-grown  as  needed.  The  barge  fort's  armament 
includes  four  heavy  ballistae  and  two  light  ballistae 
mounted  topside  on  swiveling  tripod  bases.  The  vessel 
also  has  a  rei  nforced  prow  that  can  be  used  for  rammi  ng. 
Size:  Up  to  60'  in  length;  up  to  25'  in  width. 
Speed:  -5  (5-6  mph);  downstream  with  tail  wind,  up  to +2 
(16mph). 

Carrak  (not  pictured) 

The  M  angar  carrack  is  the  fastest  ship  on  the  sea 
and  one  reason  that  few  Tal islantans  regard  seafaring 
as  a  safe  venture.  With  a  narrow  hull  and  three  masts, 
the  carrack  al  I  ows  M  angar  corsai  rs  to  overtake  and  board 
other  sailing  ships.  Only  a  skilled  crew  can  handle  a 
carrack  properly  so  that  it  can  achieve  its  top  speed. 
C  arrac  ks  are  often  armed  w  i  th  I  i  g  ht  bal  I  i  stae. 
Size:  Up  to  120' in  length. 

Speed:  Cruise  at +3  (18  mph);  top  speed  +6(25  mph). 
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2.  Coracle 

These  crude  ocean-going  vessels  are  used  to 
transport  I mri an  raiding  parties,  slaves,  and  other  types 
of  cargo.  The  vessels  are  made  from  the  bones  of  giant 
kra,  which  serves  as  theship's  frame,  and  the  kra' s  tough 
scaly  hide,  which  serves  as  the  ship's  hull.  The  largest 
of  these  shi  ps  have  fore  or  aft  castl  es.  T earns  of  chai  ned 
kra  provide  impetus  to  the  vessel,  regardless  of 
prevailing  winds,  though  they  are  neither  very  swift  nor 
maneuverabl  e.  T  he  f  I  exi  bl  e  constructi  on  of  these  vessel  s 
is  an  advantage  in  rough  seas. 
Size:  Up  to  80' in  length. 

Speed:  Cruise  at-3  (8  mph),  up  to  +4  (20  mph)  forshort 
times. 

3.  Dragon  Barque 

Among  the  most  colorful  and  sea-worthy  of  all 
Talislantan  waterborne  vessels,  dragon  barques  are 
employed  by  the  present-day  Sun-Ra-San  in  hunting 
sea  dragons,  in  the  tradition  of  their  ancestors.  The 
Sunra  of  the  Kang  Empire  sail  similar  vessels  for 
transporting  cargo  and  for  carrying  Kang  troops.  Both 
the  ancient  and  modern-day  vessels  include  a  bellows- 
driven  apparatus  installed  in  the  forecastle,  enabling 
the  ship  to  "breathe"  fire  out  of  the  scale-  or  metal- 
plated  dragon's  "mouth"  (DR  24;  range:  100').  The  ship's 
armament  also  includes  a  pair  of  heavy  ballistae,  which 
can  be  employed  as  harpoons. 
Size:  Up  to  120' in  length. 

Speed:  Cruise  at  +1  (14  mph);  top  speed  +4  (20  mph). 


4.  Duneship 

These  sail-powered  land  vessels  are  used  by  the 
Dracartans  of  Carantheum  as  warships  and  general 
transport.  The  ships  are  built  of  lightweight  materials: 
span-oak  plated  with  a  thin  coating  of  red  iron  for  the 
hull,  spinifax  or  viridia  linen  for  the  ship's  complex 
network  of  sails,  and  woven  viridia  for  the  riggings. 
M  ilitary  duneships  are  usually  equipped  with  hurlants, 
additional  armor,  a  crenelated  forecastle,  and  room  below 
decks  to  stable  war  steeds.  Those  used  for  transport, 
called  land  barges,  are  equipped  to  haul  cargo  and, 
occasionally,  passengers.  Duneships  glide  across  the 
sands  on  specially  constructed  runners,  powered  by 
sail  and  wind  machines.  Due  to  their  size  and  limited 
maneuverability,  duneships  can  only  be  employed  in 
wide-open  terrain,  such  as  desert  and  barren  wilderlands. 
Size:  Up  to  100' in  length. 

Speed:  Cruise  at -1  (10  mph);  top  speed  +6  (25  mph). 

5.  Ice  Schooner 

T  hese  g racef  u I ,  sai  I  -  po w  ered  vessel  s  are  d esi  g n ed 
to  sail  the  Sea  of  Ice  and  other  frozen  waterways.  They 
are  constructed  of  span-oak,  imported  from  T amaranth, 
with  adamant-chased  runners  for  skimming  swiftly  over 
ice  and  snow .  They  are  bui It  i n  a  variety  of  sizes  and  are 
used  for  transporting  cargo,  conveying  passengers,  and 
in  warfare.  Ice  schooners  used  by  the  M  irin  military  are 
equi  pped  w  i th  catapult  and  I  i  ght  bal  I  i  stae  that  can  I  aunch 
ice- projectiles,  adamant- tipped  heavy  javelins,  and  ice 
oramberglass  spheres  filled  with  corrosive  alchemical 
agents.  The  smaller  vessels  are  referred  to  as  ice  skiffs. 
Size:  U  p  to  80'  in  length  (schooners)  or  up  to  40'  (skiffs). 
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Speed:  Cruise  at -1  (lOmph);  top  speed  +5  (23  mph)  for 
schooners;  or  cruise  at  +1  (14  mph);  top  speed  +10  (34 
mph)  for  skiffs. 

6.  Land  Ark 

These  wheeled  sailing  vessels  are  adapted  for 
transporting  heavy  loads  across  relatively  flat  terrain  or 
roadways.  M  ostland  arks  employ  sail  power  to  provide 
impetus,  augmented  by  Dracartan  wind  machines.  The 
ark's  large  wheels  are  better-suited  to  traversing  roads 
and  hard  terrain  than  the  runners  utilized  by  duneships, 
but  they  are  less  effective  in  sand.  The  underside  of  the 
hull  is  plated  with  black  iron,  affording  some  protection 
from  large  rocks  and  rough  terrain. 
Size:  Up  to  100' in  length. 

Speed:  Cruise at-3  (8  mph);  top  speed  +4  (20  mph). 

Trireme  (not  pictured) 

These  metal-hulled  Parthenian  vessels  are 
propelled  both  by  sails  and  by  humanoid  slaves,  rowing 
in  three  banks  on  each  side  of  the  ship.  The  prow  of  the 
tri  reme  i s  fash i oned  i  n  the  I  i  keness  of  a  g i ant  i dol ,  w h i ch 
the  Parthenian  automatons  are  said  to  worship.  The 
vessels  are  armed  with  heavy  fire-throwers  and  other 
weaponry. 

Size:  U  p  to  175'  in  length,  40'  in  width. 

Speed:  Cruise  at  -1  (10  mph);  top  speed  +3  (18  mph). 

7.  ViridiaBarge 

T  hese  vessel  s  are  grow  n  by  the  G  reen  A  eri  ad  from 
viridia  plants  and  will  stay  green  and  alive  as  long  as 
they  are  kept  in  the  water.  A  transport  barge  can  carry 


four  wagons,  w  hi  I  e  the  smal  I  er  passenger  barge  w  i  1 1  hoi  d 
twenty  people.  V  i  ridia  barges  are  designed  as  river  craft 
and  are  not  suited  for  ocean  use. 
Size:  Up  to  75' in  length. 

Speed:  Cruise at-2  (9  mph);  top  speed  +1  (14  mph). 

8.  WarChariot,Kang 

T  hese  veh i  c I  es  are  d raw  n  by  teams  of  f  ou  r  armo red 
striders,  and  typically  carry  a  crew  of  six:  two  drivers, 
and  four  heavy  crossbowmen.  They  are  constructed  of 
hardwoods  imported  from  the  jungles  of  Chana, 
reinforced  with  bands  of  red  or  black  iron.  The  wheels 
are  equipped  with  rotating  blades  or  spikes  (DR  6);  use 
the  driver's  conveyance  (war  chariot)  Skill  Rating  for 
wheel -attacks. 
Size:  8-10' in  length. 
Speed:  Up  to  +5  (22  mph). 

9.  War  Chariot,  Raj  an 

The  armies  of  Rajanistan  employ  equs-drawn 
chariots  plated  with  black  iron,  providing  protection 
and  asteady  platform  for  Raj  an  archers.  The  chariot  has 
a  crew  of  three:  the  driver,  the  archer,  and  a  spear-carrier 
charged  with  defending  the  others.  The  black  iron 
wheels  are  broad  and  wide  in  order  to  support  the  chariot 
on  the  desert  sands  and  are  equipped  with  rotating 
blades  (DR  5). 
Size:  5' in  length,  4' in  width. 
Speed:  Up  to +6  (25  mph). 
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10.  War  Dragon 

These  massive,  Kang  siege  engines  are  powered 
by  clockwork  mechanisms  and  operated  by  teams  of 
Vajra  engineers.  They  are  protected  by  heavy  plates  of 
black  or  red  iron  and  are  equipped  with  a  pair  of  fire- 
throwers  and  a  set  of  scything  blades,  used  to  cut 
through  heavy  vegetation  or  barricades  at  ST  R  +8.  Kang 
crossbowmen  man  the  arrowslits  that  line  either  side, 
while  the  commander  rides  in  the  heavily  armored 
conning  tower. 
Size:  25' in  length. 
Speed:  Up  to  -5  (6  mph). 

11.  War  Wagon 

These  ponderous  vehicles  are  built  by  the 
K  harakhan  tri  bes  for  use  i  n  battle  and  to  transport  cargo. 
A  team  of  twelve  land  lizards  or  ogriphants  provides 
impetus  in  all  but  the  most  rugged  terrain.  The  heavy 
iron  plating  protects  both  the  crew  and  the  animal  team 
from  enemy  missilefire.  The  war  wagon  isarmed  with 
mul  ti  pi  e  heavy  bal  I  i  stae,  posi  ti  oned  i  n  al  I  di  recti  ons,  and 
alight  ballista,  mounted  on  a  swivel  atop  thetower.  The 
lower  rear  section  of  the  vehicle  isoutfitted  with  a  heavy, 
winch-operated  ramp. 
Size:  50' in  length. 

Speed:  U  p  to  -3  (8  mph)  for  short  distances. 

12.  Windrigger 

These  craft  were  originally  intended  for  use  as 
lifeboats  on  larger  vessels,  such  as  the  aerial  warships 
employed  by  the  Phantasians.  The  ships  proved  to  be 
quite  versatile  and  were  soon  adapted  to  other  purposes 


as  well.  Windriggers  are  swifter  and  much  more 
maneuverablethan  windships,  and  they  are  considerably 
less  expensive.  They  have  a  cargo  capacity  of  only  about 
1,500  pounds,  however,  and  are  not  particularly  sturdy 
or  stable  in  flight. 
Size:  Up  to  20' in  length. 

Speed:  Cruise  at  +3  (18  mph);  top  speed  +5  (23  mph); 
older  versions  cruise  at -1  (10  mph)  with  top  speed  +4 
(20  mph). 

13.  Windskiff 

These  small  windships  are  used  as  patrol  vessels 
in  theSev  en  Kingdoms  military.  They  are  single-masted 
and  ri  gged  w  i  th  fore  and  aft  spi  n  if  ax  sai  I  s.  T  he  armament 
consists  of  a  single  forward-mounted  heavy  ballista. 
There  is  a  large  forecastle  cabin  and  three  small  cabins 
within  the  aftcastle.  The  standard  crew  consists  of  an 
aerial  captain,  a  first  officer,  a  windpilot,  and  seven 
Cymrilian  swordsmages. 
Size:  40'  in  length,  15'  in  width. 
Speed:  Cruise  at  +4  (20  mph);  top  speed  +6(25  mph). 

14.  Windship 

Thesemagnificentvesselswereoriginallyc  reated 
by  the  ancient  A  rchaens  as  a  means  of  traveling  to  and 
from  theirfabulous  sky-cities.  In  modern  times,  the  secret 
of  their  construction  is  thought  to  be  known  only  to  the 
Cymrilians,  Phantasians,  Farad,  and  Raj ans.  Windships 
are  far  from  common,  and  the  costs  entailed  in  their 
construction  and  maintenance  are  prohibitive.  These 
vessels  traverse  the  air,  powered  by  sails  and  kept  aloft 
by  magical  apparatus  known  as  levitationals.  Although 
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windships  can  travel  great  distances  in  a  single  day, 
they  can  be  difficult  to  maneuver  and  land,  and  their 
lightweight  construction  leaves  them  somewhat  fragile 
and  with  minimal  cargo  capacity.  Accordingly, 
windships  are  considered  frivolous  and  extravagant  by 
most  Tali  si  antans. 
Size:  Up  to  50' in  length. 

Speed:  Cruise  at  +5  (23  mph);  top  speed  +7  (27  mph); 
older  versions  cruise  at  0(11  mph)  with  top  speed  +4(20 
mph). 

15.WindshipofWar 

These  vessels  are  the  largest  windships  in 
existence.  The  ships  are  equipped  with  six  masts,  four 
light  ballistae,  and  four  heavy  ballistae.  Drop  hatches 
built  into  theflat-bottomed  hull  allow  BlueA  eriad  troops 
or  alchemical  agents  to  be  dropped  upon  enemy  forces 
on  the  ground.  The  hull  is  constructed  in  four  levels, 
with  sufficient  space  to  house  a  crew  of  over  one  hundred 
and  fifty. 

Size:  U  p  to  175'  in  length,  40'  in  width. 
Speed:  Cruise  at  +5  (23  mph);  top  speed  +7  (27  mph); 
older  versions  cruise  at  +3  (18  mph)  with  top  speed  +5 
(23  mph). 

ypTOflLizw  ra<jiP[WDT 

Alchemical  Test  Kit 

This  is  a  pouch  containing  amberglass  vials, 
pipettes,  and  other  items  used  to  test  and  identify 
mixtures  or  substances  of  various  sorts.  A  skilled 
alchemist  can  use  this  kit  to  identify  potions,  powders, 
poisons,  dusts,  and  other  substances.  Each  kit  contains 
enough  materials  for  ten  tests. 

Durnean  Cusps 

These  devices  are  made  of  finely  polished  crystal, 
usually  colored  violet,  blue,  orgreen.TheGnomekinof 
Durne  wear  cusps  to  protect  their  sensitive  eyes  from 
light  when  traveling  above  ground. 

Spy-Tube 

This  Kasmi  ran  device  consists  of  two  lenses,  one 
affixed  to  either  end  of  a  flexible  metal  tube.  A  spy-tube 
can  be  used  to  see  around  corners,  through  narrow 
openings,  and  so  forth.  Portable  spy-tubes  telescope 
between  one  and  four  feet  in  length  as  needed;  longer 
versions  are  often  built  into  Kasmiran  domiciles, 
allowing  a  view  of  the  front  entrance  and  surrounding 
area. 


Thief-Catcher 

This  device  fits  into  a  pocket  or  pouch  and  is 
designed  by  Kasmiran  trapmages  to  ward  against 
pickpockets.  The  metal  "jaws"  snap  shut  on  contact, 
inflicting  DR  1  to  anyone  who  attempts  to  reach  into  a 
pocket,  pouch,  or  bag  protected  by  this  device  without 
deactivating  it  first. 

Vial,  Amberglass 

Amberglass  vials  are  used  for  holding  alchahest 
and  other  alchemical  substances. 

Vial,  Quicksilver 

These  vials  are  lined  with  quicksilver  and  used 
for  holding  vitriol. 

Yassan Tool  Kit 

Yassan  tool  kits  include  woodworker's, 
stoneworker's,  metalworker's,  and  g  I  assworker' stools, 
as  well  as  various  spikes,  clasps,  brads,  and 
miscellaneous  Yassan-made  hardware,  all  of  which  is 
stored  in  a  three-foot  iron  strongbox.  Total  weight  is 
over  120  pounds. 

Aquavit 

An  effervescent  liquor  of  the  highest  quality, 
aquavit  is  popular  in  Cymril,  the  Seven  Kingdoms,  and 
theWestern  Lands.  1 1 i s served  in  half-spheresorgoblets 
of  amberglass. 

Balmroot 

When  dried  and  ground  into  a  fine  powder,  this 
plant's  root  is  used  in  healing  elixirs  and  potions. 
Balmroot  is  found  in  most  temperate  marshes  and 
wetlands  and  is  identifiable  by  its  spongy,  oval  leaves 
and  thick  stalk.  It  should  be  noted  that  the  sticky  sap  of 
the  balmroot  attracts  insects  of  many  types. 

Baobab,  Gray 

The  bark  of  this  tropical  tree  is  used  to  make  rope 
and  its  five- pound  fruits  contain  a  sweet,  nutritious  pulp. 
Its  trunk,  which  can  measure  up  to  ten  feet  in  diameter, 
is  hollow  and  may  contain  up  to  40  gallons  of  potable 
water,  which  the  tree  absorbs  through  its  roots; 
consequently,  thetreeisalso  known  asthe"barrel  tree." 
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Barb-Berry 

The  bright  red  berries  of  this  thorny  shrub  are 
edible  but  well  protected  by  the  plant's  sharp,  spiny 
branches.  A  purple  variety  of  barb-berry  is  found  only 
i  n  the  mountai  ns  of  A  ri  m.  M  embers  of  the  D  rukh  tri  bes 
colortheirskin,  hair,  and  steeds  w i th  the berri es'  indelible 
juice,  which  is  also  of  some  use  in  the  making  of  ink. 

Chakos 

A  strong,  metallic-tasting  liquor  brewed  in  black 
iron  casks.  Chakos  is  a  favorite  of  the  Arimites,  who 
claim  that  it  is  an  acquired  taste. 

Cleric's  Cowl 

An  extract  derived  from  this  plant's  "cowl"  (outer 
leaf)  is  of  use  as  a  poison  antidote.  The  small  flowering 
plant  is  found  in  woodland  regions  throughout 
Tal  i si anta,  ty pi cal  ly  under  rotti  ng  I ogs  and  i  n  other  shady 
places. 

Crystal  Dendron 

The  delicate  blossoms  of  these  crystalline  plants 
are  valued  for  their  great  beauty  and  are  sold  for  up  to 
10  gold  lumens  apiece  in  the  Western  Lands.  They  are 
available  almost  exclusively  through  Ispasian 
merchants;  it  is  a  crime  to  export  live  crystal  dendrons 
or  their  seeds  out  of  the  Kang  Empire,  and  they  are 
otherwise  native  only  to  the  Aberrant  Forest. 

Crystal  Moth 

T  hese  beautiful ,  crystal  -w  i  nged  i  nsects  are  val  ued 
by  collectors,  who  may  pay  up  to  20  gold  lumens  for  the 
finest  specimens.  The  Hadjin  favor  fans  and 
headdresses  made  of  the  delicate  wings  of  colored 
crystal  moths.  Such  items  can  cost  up  to  twenty  times 
the  price  of  common  articles  of  the  same  sort.  The 
Jhangarans  and  Imrians  eat  crystal  moths,  wings  and 
all,  and  consider  them  a  great  delicacy.  Crystal  moths 
are  common  throughout  much  of  Tal  islanta.  A  hardy 
ice-blue  variety  is  found  even  in  such  frigid  regions  as 
L'Hann  and  Narandu.  The  largest  may  attain  wingspans 
of  up  to  two  feet;  the  smallest,  one  or  two  inches. 

Deodar,  Silver 

This  large  variety  of  spreading  conifer  is  valued 
for  its  durabl  e  and  fragrant  wood.  It  grows  up  to  seventy 
feet  in  height  and  is  native  to  both  the  Eastern  and 
Western  Lands. 

Fernwood 

The  fragrant  wood  of  this  tree  is  valued  for  the 
maki  ng  of  the  most  common  types  of  i  ncense.  F  ernwood 


is  a  deciduous  tree  native  to  temperate  woodlands  and 
subtropical  forests,  growing  up  to  sixty  feet  in  height. 

Gall  Oak  Ink 

Thi  s  bl  i  ster-l  i  ke  gal  I  s  found  growi  ng  from  the  bark 
of  gall  oaks  contain  a  blue-black  secretion  that  is  used 
in  the  making  of  quality  inks  and  dyes. 

Gossamer 

The  finest  of  all  Tal islantan  fabrics,  gossamer  is 
translucent,  nearly  weightless,  and  feathery-soft.  It  is 
made  by  a  complex  process  involving  the  use  of  spyder 
silk,  dandelion  down,  and  cloud-stuff.  The  Cymrilians 
use  gossamer  sails  for  their  windships,  as  do  the 
Phantasians. 

Grog 

Grog  is  a  cheap,  strong  liquor  popular  among 
soldiers,  sailors,  and  other  hard-working  folk.  The  taste 
and  potency  of  grog  varies  from  one  region  to  another. 

Harpwood 

The  curved  branches  and  resonant  wood  of  this 
tree  are  much  favored  for  use  i  n  the  maki  ng  of  the  fi  nest 
harps,  trioles,  and  other  musical  instruments.  Harpwood 
is  found  in  certain  sylvan  woodlands,  such  asAstar  of 
the  Seven  Kingdoms. 

Iron,  Black 

This  common  metal  is  found  in  mountainous 
regions  across  the  continent  of  Tal  islanta.  A  rim  is  a 
major  supplier  of  black  iron  to  the  Western  Lands  and 
also  exports  to  the  Seven  K  ingdoms. 

Iron,  Blue 

Rarest  and  lightest  of  all  iron  alloys,  blue  iron  is 
made  from  the  metal  I  i  c  feathers  of  the  i  ronshri  ke  and  its 
relative,  the  shrieker.  Forged  by  Vajra  engineers,  blue 
iron  is  available  only  from  the  Kang  Empire  and  isvery 
costly. 

Iron,  Red 

Red  iron  is  a  superior  metal  that  is  half  as  heavy 
and  twice  as  strong  as  black  iron.  Items  made  of  red  iron 
cost  twice  as  much  as  comparable  black  iron  items.  The 
primary  sources  of  this  metal  are  the  Red  Desert  of 
Carantheum  and  theVolcanic  Hills. 

Iron  wood 

The  wood  of  this  steely  gray,  deciduous  tree  is 
nearly  as  hard  as  iron;  Zandir  lumberjacks  employ  saws 
and  axes  coated  with  a  solution  of  quicksilver  when 
c  utti  n  g  th  ese  trees  f  o  r  ti  m  ber. 
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Lantern  Flowers 

The  lantern-shaped  blue  flowers  of  the  lantern 
plant  glow  in  the  dark,  casting  a  wan  illumination.  The 
plant  is  quite  delicate  and  should  be  handled  with  care; 
if  treated  roughly,  the  lanterns  lose  their  glow. 
Consequently,  the  market  for  the  flowers  is  typically 
local. 

Mochan 

A  dark,  sweet,  and  invigorating  beverage  that  is 
especially  popular  in  the  desert  kingdoms.  M  ochan  is 
usually  served  hot,  in  small  copper  or  red  iron  cups. 

Mushroom  Ale 

This  is  a  pungent  beer  favored  by  the  Gnomekin 
of  Durne.  Itismadefromdeep  spring  water,  mushrooms, 
and  various  types  of  fungi. 

M  uskront  M  usk 

This  costly  scent  is  produced  in  the  glandular 
jowl-sac  of  the  muskront,  a  smaller,  shaggy  variety  of 
the  ogriphant.  Each  jowl-sac  can  contain  as  much  as 
twenty  drams  of  musk. 

Orange  Fungus 

When  touched  or  shaken,  orange  fungus 
multiplies ata  rapid  rate,  growing  in  sizeforoneminute 
(10  rounds),  after  which  it  is  four  time  as  large  as  it 
originally  was.  Used  intelligently,  orange  fungus  can 
burst  open  doors  or  chests  or  entangle  victims  (all  at 
STR  +3).  Used  uni  ntel  I  igently,  itcan  make  quite  a  mess. 
TheGnomekin  usevialsof  orangefungusas  projectiles 
for  their  slings. 

Pomegranate,  Blue 

The  succulent  fruit  and  brilliant  blue  foliage  of 
this  tree  are  highly  valued.  Originally  found  only  in  the 
Cerulean  Forest  of  the  Kang  Empire,  the  tree  was 
imported  to  Zandu  some  years  ago,  where  it  has  become 
a  favorite  of  Zandir  horticulturists. 

Provender  Plant 

The  grassy  leaves  of  this  plant  make  excellent 
fodder,  and  its  seeds,  which  can  be  harvested  in  the  fall, 
can  be  used  a  passable  substitute  for  other  grains.  Even 
the  bulbous  root  is  edible,  though  its  bitter  flavor  is 
favored  by  few  creatures.  The  provender  plant  is 
exceptionally  hardy  and  grows  in  abundance 
throughout  the  continent  of  Talislanta,  serving  as  a 
plentiful  source  of  food  forherdbeasts,  omnivores,  and 
humanoids  alike. 


Scintilla 

Sci  nti  1 1  a  are  the  phosphorescent  eggs  of  the  water 
raknid,  a  species  of  insectoid  native  to  the  southern 
coasts  of  Jhangara.  These  2-3  inch  spheres  emit  a 
luminous  glow  when  removed  from  their  translucent 
casi  ngs.  T  he  heatl  ess  I  i  g  ht  g  i  ven  of  f  by  a  si  ng  I  e  sc  i  nti  1 1  a 
will  illuminate  a  twenty-foot  radius  and  last  for  4-6 
months,  after  w  hi  ch  the  egg  w  i  1 1 1  ose  i ts  i  ncandescence. 

Shag 

Shag  is  a  typeof  wool  thatismadefromthefurof 
the  erd.  Soft  and  durable,  it  is  used  in  the  making  of 
blankets  and  rugs. 

Silkcloth 

A  very  f  i  ne  vari  ety  of  si  I  k,  th i  s  I  ux u ri  ous  f  abri  c  i  s 
made  only  by  the  M  andalans.  The  cloth  is  derived  from 
the  fibers  of  the  silk  wyrrm,  which  can  be  trained  to 
follow  colored  patterns  on  a  loom,  thereby  "weaving" 
bolts  of  finished  silkcloth  of  great  beauty  and  intricacy. 
A  wyrrm  produces  thread  of  the  same  col  or  that  its  wings 
will  be  when  it  matures  as  a  moth. 

Skoryx 

Skoryx  is  an  alcoholic  beverage  popular  among 
theSindaransand,  to  a  lesser  extent,  the  folk  of  Cymril, 
Zandu,  andThaecia.  It  is  very  potent  but  is  most  notable 
for  its  myriad  and  varying  flavor  sensations,  a  quality 
deri  ved  from  the  use  of  rai  nbow  I  otus  i  n  the  di  sti  1 1  ati  on 
process. 

SpiceTree 

The  bark,  leaves,  and  roots  of  this  tree  can  be 
used  to  make  three  different  types  of  tea.  Its  nuts  are 
likecloves,  its  soft  inner  bark  I  ike  ginger,  and  itsflowers 
as  fragrant  as  my  rrh.  T  he  spi  ce  tree  i  s  a  hybri  d  ori  gi  nal  ly 
created  by  the  G  reen  A  eriad  botanomancers  of  V  ardune 
and  is  now  grown  extensively  in  V ardune  and  Zandu. 

Spinifax 

Spinifax  isA  rianecloth,  made  from  the  flax  of  the 
thistledown  plant.  It  is  noted  throughout  Talislanta  for 
its  fine  quality,  softness,  and  durability.  Garments  made 
of  spinifax  generally  cost  twice  as  much  as  those  made 
of  more  common  materials. 

Stenchroot 

So  much  as  a  whiff  of  this  tuber's  malodorous, 
milkyjuicewill  cause  most  creatures  to  be  i  ncapaci  tated 
by  extreme  nausea.  A  critical  success  on  a  CON  roll 
prevents  incapacitation  from  a  direct  exposure.  A  full 
success  has  the  sameeffectfor  a  mere  whiff.  Fortunately, 
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the  juice  evaporates  in  one  minute  (10  rounds)  when 
exposed  to  the  air,  leaving  behind  only  a  faint,  musky 
scent.  The  Gnomekin  use  vials  of  stenchroot  sap  as 
proj  ecti  I  es  f  or  thei  r  si  i  ngs.  T  he  j  ui  ce  i  s  drai  ned  through 
small  incisions  in  the  root;  this  is  accomplished  below 
ground,  si  nee  the  stenchroot  pi  ant  itself  is  never  picked. 

Tazian  Fire-Ale 

This  powerful  liquor  is  a  favorite  of  theThralls  of 
Taz.  Fire-ale  is  served  in  black  iron  mugs  and  is  ignited 
prior  to  drinking,  hence  its  name. 

Thaeci an  Nectar 

Thaecian  nectar  is  a  tantalizing  and  intoxicating 
beverage  made  by  the  folk  of  Thaeci  a.  It  is  favored  for 
its  distinctive  taste  and  the  euphoric  effect  it  bestows 
upon  the  drinker.  Individuals  intoxicated  by  Thaecian 
nectar  become  placid  and  content  and  evince  a  marked 
disposition  for  romantic  and  artistic  pursuits. 

Vinesap 

V  i  nesap  i  s  the  fermented  j  ui  ce  of  the  vi  ri  d  i  a  pi  ant. 
Thick  and  sweet  smelling,  it  is  a  great  favorite  among 
the  Aeri ad  of  Vardune.  Elsewhere,  vinesap  is  generally 
considered  an  acquired  taste. 

Whispbane 

Whispbane  is  a  rare  variety  of  creeper  with  long, 
leafy  tendrils  and  blue  blossoms.  Worn  as  a  garland, 
thi  s  pi  ant  acts  as  a  deterrent  to  w  h  i  sps,  w  ho  are  offended 
by  the  odor  of  its  blossoms.  A  singleplant  will  suffice  to 
keep  whisps  at  bay  for  up  to  four  hours  after  it  has  been 
picked.  After  this  time,  the  plant  loses  its  effectiveness, 
though  the  dried  flowers  are  of  some  use  to  alchemists. 

Whitewood 

The  handsome,  ivory-colored  wood  of  this  tree  is 
prized  by  woodcarvers  for  its  ornate  beauty  and 
durability.  Both  the  Ariane  and  the  Dhuna  favor 
whitewood  for  use  in  the  making  of  staves  and  bows. 

Willowood 

The  flexible  twigs  of  the  willowood  are  used  in 
the  weaving  of  baskets,  mats,  and  furnishings  of  various 
sorts.  The  tree,  with  its  characteristic  hanging  foliage, 
is  native  to  the  banks  of  rivers,  lakes,  and  swamps. 


Pentadrille 

Pentadrilleisa  popular  pastime  among  Cymrilians, 
and  to  a  lesser  extent,  the  H  adjin.  The  game  consists  of 
a  pentagram-shaped  board  engraved  with  arcane 
symbols  and  fashioned  of  green  glass.  Playing  pieces 
carved  from  colored  crystal  are  used  to  represent  wizards 
(the  players),  devils  (the  wizard's  servants,  also 
controlled  by  the  player),  and  various  types  of  demons; 
the  latter  move  about  at  random,  impelled  by  a  minor 
enchantment  imbued  within  the  board.  Five  players 
compete  against  each  other,  with  the  object  of  the  game 
to  establish  control  of  the  board  by  occupying  three  of 
the  five  pentagram  points.  Pentadrille  dates  back  to  the 
early  A  rchaen  A  ge,  and  may  be  based  on  the  history  of 
the  Thane,  ancient  ancestors  of  the  Black  Savants. 

Quatrillion 

Q uatri  1 1  i on  is  a  game  played  by  the  Sarista 
gypsies,  using  a  deck  of  sixty-four  circular  cards.  M  any 
variations  of  play  are  possible,  with  the  object  to  gain 
high  cards  or  "the  Fortuna,"  a  card  depicting  the  Sarista 
Goddess  of  Luck  and  Chance.  Quatrillion  is  always 
played  for  money. 

Ska-Wae 

A  favorite  of  the  M  angar  corsairs,  ska-wae  (the 
name  means  "think  fast"  in  the  M  angar  dialect)  is  a 
game  of  chance  and  skill  played  with  curved  daggers 
and  dice,  with  the  participants  seated  around  a  wooden 
table.  Each  round,  players  ante-up  into  a  common  pot 
and  take  turns  rolling  three  six-sided  dice.  W  henever  an 
individual  rolls  a  6  or  a  12,  he  must  snatch  up  the  dice 
before  the  opponent  seated  to  his  left  can  strike  his 
hand  with  a  thrown  dagger.  Whoever  succeeds  wins 
the  pot.  Typically  played  while  drinking  grog  or  other 
i  ntoxi cants,  ska-wae  i  s  not  a  game  f or  the  f ai  nt  of  heart. 
If  the  knife- thrower  scores  a  critical  hit,  the  dice-roller 
loses  a  f  i  nger,  a  not-uncommon  occurrence  among  poor 
ska-wae  players. 

Trivarian 

Trivarian  is  the  favorite  pastime  of  the  dual- 
brai  ned  S  i  ndarans,  w  ho  are  the  only  Tal  i  si  antans  capabl  e 
of  comprehending  the  abstract  principles  involved  in 
this  game.  The  board  is  a  three-foot  tall  pyramid  of 
transl  ucent  crystal ,  i  1 1  umi  nated  f  rom  wi  thi  n  by  a  gl  owi  ng 
orb  (usually  a  scintilla)  and  suspended  above  a 
triangular  table  of  polished  stone  by  means  of  a  silken 
cord.  Amberglass  orbs,  marked  with  distinctive 
hieroglyphs,  serve  as  the  playing  pieces. 


1 

Three  opponents  play,  each  pitted  against  the 
other  two.  The  players  take  turns  inserting  orbs  into 
slots  carved  into  the  sides  of  the  pyramid,  thereby 
creating  intricate  patterns  of  light  and  col  or.  The  general 
objective  is  to  establish  control  over  the  base  of  the 
pyramid;  hence,  masters  of  trivarian  are  referred  to  as 
Nadirs. 

In  Sindar,  spectators  often  bet  on  each  round  of  a 
contest,  as  well  as  on  its  eventual  winner.  Wagers  can 
also  be  placed  on  who  will  lose  first  and  when.  Nadirs 
gain  status  and  political  power,  as  trivarian  is  viewed  as 
a  reflection  of  mental  capability. 

Zodar 

In  popular  usage,  zodar  is  a  game  employing  a 
deck  of  twenty  cards,  each  depicting  some  aspect  of 
Talislantan  cosmology  or  metaphysics:  the  twin  suns, 
the  seven  moons,  or  various  fates  and  destinies.  In 
ancient  tradition,  the  zodar  is  a  magical  device  used  to 
cast  divinations.  Only  the  Rahastran  cartomancers, 
wandering  seers  from  the  Wilderlands  of  Zaran,  know 
the  secrets  of  employing  the  zodar  deck  in  this  manner 
(see  Cartomancy,  Chapter  4). 

Caduceus 

One  of  the  thaumaturge's  most  important  tools, 
these  wands  are  used  to  activate  the  innate  properties 
of  various  types  of  essences.  Only  a  character  trained 
i  n  T haumaturgy  can  uti  I  ize  the  properti es  of  a  caduceus. 
They  are  rarely  made  for  sale,  as  those  who  use  them 
know  how  to  craft  their  own. 

Technomantic  Actuator 


This  multi-purpose  tool  is  used  by  Yassan 
Technomancers,  and  is  believed  to  be  based  on  old 
Archaen  arcanology;  only  theY  assan  know  how  to  make 
these  devices.  The  technomantic  actuator  resembles  a 
four-foot  metal  rod  inscribed  with  complex  glyphs  and 
symbols.  It  can  be  used  to  produce  a  focused  stream  of 
elemental  fire,  ice,  air,  earth,  orlightning;  in  modern-day 
terms,  the  actuator  functions  as  an  acetylene  torch, 
refrigeration  device,  solder-gun,  sand  blaster,  or  arc 
welder,  among  other  things.  Technomantic  actuators 
are  self-charging  and  can  be  used  without  limit.  The 
devices  are  of  some  use  asweapons(DR  7,  range:  10'), 
and  Y  assan  generally  have  no  qualms  about  employing 
them  in  this  capacity.  Technomantic  actuators  are  very 
complex,  and  can  only  be  used  by  characters  skilled  in 
Technomancy. 


EssenceAccumulator 

The  essence  accumulator  resembles  a  complex 
network  of  crystal  tubing  housed  within  a  silver 
framework,  about  four  feet  in  height.  Individualstrained 
in  Thaumaturgy  can  use  these  devices  to  extract  pure 
essence,  the  basic  stuff  of  which  all  matter  is  composed, 
from  the  ether.  T  he  D  racartans  use  essence  accumul  ators 
to  distill  elemental  essences  and  quintessence.  The 
Phantasians  employ  a  similar  type  of  device  to 
accumulate  distillations  of  sentiments  and  dream 
essence,  the  elusive  stuff  of  which  dreams  are  made. 

Levitationals 

Levitationals  are 
enchanted  apparatus 
used  to  imbue  windships 
with  the  ability  to  float  in 
the  air.  The  older  version 
of  this  mechanism 
consists  of  a  seven  inch 
square  crystal  line  chest  in  which  a  small,  gold  replica  of 
a  windship  is  suspended  in  a  special  liquid  called 
levitational  fluid.  The  newer  version  consists  of  a  metal 
box  containing  an  enchanted  crystal  and  a  single  control 
lever,  and  it  is  much  more  reliable.  Both  versions  can 
only  be  made  by  a  skilled  artificers  and  enchanters.  In 
order  to  be  effective,  the  levitationals  must  be  installed 
in  a  secure  place  below  decks.  Finding  a  qualified 
magician  or  technomancer  to  perform  this  crucial 
undertaking  for  less  than  one  thousand  gold  lumens  is 
a  practical  impossibility. 

Wind  Machine 

Sometimes  known  as  wind  funnels,  these 
elaborate  devices  are  used  to  provide  additional  thrust 
for  the  sail-powered  duneships  and  land  barges  of  the 
D  racartans.  E  ach  consists  of  a  complex  network  of  tubes, 
baffles,  and  vents,  all  fashioned  of  red  iron.  Wind 
machines  are  powered  by  storm  crystals  of  solidified 
wind,  which  emit  great  gusts  of  wind  as  they  are 
dissolved  within  the  funnel's  inner  mechanisms.  The 
wind  funnel  itself  does  nothing  more  than  direct  and 
regulate  these  powerful  winds.  Available  only  in 
Carantheum,  wind  machinescancostasmuchas 
eight  thousand 
gold  lumens. 
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The  following  is  a  list  of  various  enchanted  items 
employed  by  the  diverse  peoples  of  Talislanta.  Some 
are  quite  common  and  can  be  purchased  in  almost  any 
large  Tal islantan  city,  typically  through  peddlers, 
charlatans,  traveling  mystics,  and  magic  shops.  Others 
can  only  be  found  in  those  regions  from  which  they 
originate,  or  can  only  be  obtained  from  traders  or 
merchants  who  visit  such  areas.  The  availability  of  any 
of  these  enchanted  items  is  determined  by  theGM .  The 
mi  ni  mum  val  ues  I  i  sted  for  these  items  ref  I  ect  the  cost  of 
the  enchanter's  time  and  the  materials  required  in  their 
making. 

Aamanian  All-Seeing  E  yeA  mulet 

These  potent  devices  enable  the  wearer  to  detect 
the  presence  of  non-believers  at  ranges  of  up  to  one 
hundred  feet.  Only  faithful  high-ranking  monitors,  witch 
hunters,  and  warrior-priests  of  the Orthodoxist  Cult  are 
allow  ed  to  c arry  these  am u  I  ets,  w  h i  c h  are  avai  I  ab I  e  o n I  y 
through  the  Aamanian  theocracy. 

Mode:  Reveal 

Spell  Level:  10 

Type:  Continuous 

Time  required:  60  weeks 

MinimumValue:  7,204g.l. 

Aamanian  Holy  Symbol 

These  enchanted  pendants  bear  the  Orthodoxist 
Cult's"all-seeingeye"emblem.Thedevicesconfer+l 
magic  resistance  from  non-0 rthodoxist  magic,  but  only 
to  f  ol  lowers  of  the  A  amanian  deity,  A  a  the  0  mni  potent. 
Enchanted  Aamanian  holy  symbols  of  this  sort  are 
expensive,  and  are  sold  only  by  theA  amanian  theocracy. 
Unenchanted  holy  symbols  that  have  purportedly  been 
"blessed"  by  the  Hierophant  are  available  throughout 
Aaman  and  elsewhere.  These  lesser  items  are  sold  for 
as  I ittl e  as  f ive  gold  lumens. 

Mode:  Alter 

Spell  Level:  3 

Type:  Continuous 

Time  required:  18  weeks 

M  inimum  value:  724  g.l . 

ArianeTamar 

These  orbs  of  polished  violet  stone  are  used  by 
the  Arianeto  record  their  experiences  and  to  exchange 
this  knowledge  with  others  of  their  race.  Tamar  are  not 
created  through  the  normal  enchantment  process. 
Rather,  an  Ariane  attunes  herself  to  a  stone  over  the 
course  of  several  weeks,  through  meditation  and 
communion  with  the  stone's  elemental  spirit.  Only 


Ariane  can  "read"  these  devices.  Others  usually  value 
these  items  only  as  attractive  curios. 

ArimiteLuckstone 

These  small  stones,  carved  from  a  pale  variety  of 
carnelian,  turn  blood-red  when  exposed  to  toxic 
substances.  It  is  the  custom  in  A  rim  to  drop  these 
talismans  in  food  or  drink  prior  to  consumption,  in  order 
to  guard  against  being  poisoned  by  Revenant  Cult 
assassins. 

Mode:  Reveal 

Spell  Level:  3 

Type:  Limited 

Time  required:  7weeks 

M  inimum  value:  220  g.l . 

Bodor  M  usical  C  harms 

These  devices  resemble  hollow  silver  spheres, 
one  or  two  inches  in  diameter,  with  perforated  surfaces. 
W  hen  held  to  the  ear,  the  charms  emit  the  most  wondrous 
and  subtle  music.  Bodor  use  these  charms  to  convey 
musical  messages  to  each  other  and  for  their  own 
amusement.  The  charms  are  valued  by  others  purely  for 
entertainment  purpose  or  as  novelties  and  curios. 

M  ode:  Illusion 

Spell  Level:  4 

Type:  Limited 

Time  required:  9  weeks 

M  inimum  value:  185  g.l . 

B  racers  of  Levitation 

These  enchanted  bracers  are  commonly  worn  by 
the  A  eri  ad,  a  race  of  avi  an  bei  ngs  w  ho  are  i  n  the  process 
of  devolving  into  a  ground-dwelling  species.  The  items 
buoy  the  wearer  (and  up  to  50  pounds  of  additional 
weight),  allowing  him  or  her  to  float.  Only  the  use  of 
wings,  ho w ever,  al I ow s the w earer to  move  forw  ard .  A  n 
A  eri  ad  can  maintain  a  steady  speed  of  15  mph  and  can 
moveupto25  mph  (SPD  +6)  for  short  periods  of  time. 
D  ue  to  thei  r  smal  I  w  i  ngs,  A  eri  ads  accel  erate  I  ess  rapi  dl  y 
than  aStryx  orGryph. 

M  ode:  M  ove 

Spell  Level:  5 

Type:  Continuous 

Time  required:  30  weeks 

M  inimum  value:  2, 416g. I. 

Chana  Shrunken  Head  Fetishes 

These  grisly  totems  are  made  from  the  heads  of 
slain  spell  casters.  They  are  capable  of  speech  and  are 
employed  to  converse  with  spiritformsand  other  entities 
originating  from  the  lower  planes,  with  a  maximum  of 
three  questions  per  day.  The  spell  level  of  the  fetish 
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depends  on  the  abilities  of  the  victim.  Chana  rarely  sell 
these  items  to  outsiders. 

Mode:  Summon 

Spell  Level:  variable 

Type:  Limited 

Time  required:  variable 

M  inimum  value:  variable 

Djaffir  Charm 

These  black  iron  pendants  are  fashioned  in  the 
form  of  one-inch  high  pyramids  and  engraved  with  wards 
versus  curses  and  hexes.  The  Djaff  i  r  create  these  charms 
pri  mari  I  y  f  or  the  Y  i  tek,  w  ho  rely  on  the  charms  to  confer 
protection  from  curses  (+5  to  resist)  that  have  been 
placed  on  tombs,  crypts,  and  ancient  ruins. 

Mode:  Alter 

Spell  Level:  15 

Type:  Continuous 

Time  required:  90  weeks 

M  inimum  value:  4,804g.  I. 

Djaffir  Fetish  Masks 

These  devices,  made  of  cured  aht-ra  hide,  ward 
agai  nst  the  magi cal  mode,  I  nf  I  uence.  Dj aff  i  r  fetish  masks 
are  effective  only  if  custom-made  for  the  wearer  by  a 
Djaffir  wizard.  They  have  value  only  as  curios  outside 
of  Djaffi  r  society.  Djaffi  r  wizards  create  the  masks  without 
charge,  as  a  duty  to  their  people.  Each  Djaffir  helps  to 
create  his  own  fetish  mask  over  the  course  of  his 
childhood  in  a  process  unique  to  the  people. 

Mode:  Ward 

Spell  Level:  15 

Type:  Continuous 

Expansibleltems 

Thesediminutive,  intricately-carved  items  are  sold 
in  Cymril,  Zandu,  and  Thaecia  and  are  quite  popular 
throughout  the  continent.  Upon  reciting  a  secret 
command  word,  these  ti  ny  items  can  be  made  to  expand 
to  full  size  or  return  to  their  original  size,  as  desired. 
There  are  many  types,  including  expansible  swords, 
shields,  wooden  boats,  huts,  iron  towers,  chests, 
ladders,  and  so  forth. 
Mode:  Alter 
Spell  Level:  9 
Type:  Limited 
Time  required:  19  weeks 
M  inimum  value:  1,520  g.l 


Farad  Slave  Collar 

These  iron  tores  are  inscribed  with  magic  sigils 
and  can  be  made  to  constrict  about  the  neck  of  the 
wearer  on  command,  causing  2  points  of  damage  per 


round .  T  he  F  arad  sel  I  these  col  I  ars  to  I  mri  an  si  avers,  the 
Rajans,  and  others. 

Mode:  Transform 

Spell  Level:  1 

Type:  Continuous 

Time  required:  7  weeks 

M  inimum  value:  288  g.l . 

J  aka  Luck  Talisman 

These  pendants  are  made  from  pieces  of  a  rare 
type  of  amber  stone  found  only  in  the  Sascasm  River. 
J  aka  wear  them  as  luck  charms,  claiming  that  the  devices 
afford  them  protection  from  curses  and  the  "Evil  Eye". 
Though  most  Talislantan  magicians  attribute  such 
beliefs  to  superstition,  the  stones  do  possess  innate 
magical  properties,  and  seem  to  reduce  the  effectiveness 
of  curses  and  similar  spells  cast  against  the  wearer  (-1 
penal ty) .  J  aka  I  uck  tal  i smans  work  only  for  thei  r  makers, 
and  have  value  among  non-J  aka  only  as  curios. 

Magic  Boxes 

These  devices  usually  resemble  small,  intricately 
designed  chests  or  jewelry  boxes,  typically  decorated 
with  fine  filigree  and  studded  with  small  gemstones. 
Some  are  built  to  resemble  clever  puzzle-boxes,  with 
moveable  or  expandable  sections.  All  manner  of  things 
may  be  contained  within  a  magic  box:  demons,  deranged 
spi ri ts,  devi I s,  extra-di mensi onal  enti ti es,  gateways  i nto 
other  dimensions,  traps  or  tricks,  spell  effects,  or  just 
about  anything  that  can  be  imagined.  In  ancient  times, 
these  items  were  employed  by  Archaen  sorcerers  to 
protect  their  most  cherished  possessions  from  would- 
be  thieves.  The  devices  continue  to  be  utilized  to  much 
the  same  effect  in  the  present  age.  M  odern  enchanters, 
however,  are  I  i  mited  to  creati  ng  boxes  that  ward  agai  nst 
more  specific  subjects. 

Mode:  Ward 

Spell  Level:  5 or  10 

Type:  Continuous 

Time  required:  30  or  60  weeks 

M  inimum  value:  2, 420or7,220  g.l. 

M  andalan  Rune  Stones 

M  andalan  rune  stones  come  in  sets  of  ten  small 
stones,  each  shaped  like  a  cube  and  engraved  with 
d i  f  f  eren t  ru  n es  an d  si  g  i  I  s.  W  h en  ro 1 1  ed  o n  a  f  I  at  su  rf  ace, 
the  stones  reveal  prophetic  and  often  cryptic  -messages. 
The  type  of  information  derived  by  thismethod  isatthe 
G  M 's  discretion.  One  must  know  how  to  read  the  runes 
in  order  to  obtain  meaning  from  the  stones. 

Mode:  Reveal 

Spell  Level:  4 

Type:  Limited 
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Time  required:  8  weeks 
M  inimum  value:  321  g. I. 

M  arukan  L  uck  M  edallion 

These  leaden  lozenges,  stamped  with  the  symbol 
for  the  alver  moon,  Talisandre,  purportedly  confer 
resistance  (+1  bonus  for  resistance  rolls)  to  a  single 
type  of  disease,  misfortune,  or  malady,  as  specified  by 
the  tal  i smancer  w ho  made  i t.  M  any  T al  i si antans  consi der 
the  M  arukan  medallions  spurious,  citing  as  evidence 
the  downtrodden  condition  of  the  M  arukan  race.  The 
M  arukans  defend  the  ef f i cacy  of  thei r  devi ces,  cl ai mi ng 
that  without  the  benefits  conferred  by  their  luck 
medallions,  conditions  would  be  even  worse  for  their 
people. 

Mode:  Alter 

Spell  Level:  3 

Type:  Continuous 

Time  required:  18  weeks 

M  inimum  value:  37  g. I. 

M  use  E  nchanted  I  nstruments 

The  M  uses  of  A  star  create  enchanted  gossamer 
harps,  trioles  (three-stringed  harps),  and  other  stringed 
wooden  instruments,  all  of  which  can  be  employed  to 
effect  emotional  responses  in  an  audience;  add  the  item's 
spell  level  to  the  musician's  skill  rating.  Only  skilled 
musicians  can  employ  these  devices.  Bodor  value  the 
M  use's  instruments  above  all  others  and  will  gotogreat 
lengths  to  acquire  these  items. 

M  ode:  Alter 

Spell  Level:  3or6 

Type:  Continuous 

Time  required:  18or36weeks 

M  inimum  value:  720  or2880  g.l. 

NagraSpiritJar 

N  agra  spirit  trackers  wear  these  smal  I  stone  vials 
on  cords  slung  about  the  neck  or  secreted  in  a  belt  or 
shoulder  pouch.  The  Nagra  claim  that  these  devices 
contai  n  thei  r  soul  -essences  and  confer  protecti  on  from 
hosti  I  e  spi  ritforms  of  al  I  sorts.  The  shamans  of  the  N  agra 
will  share  neither  the  secret  of  maki  ng  spi  ri t  j  ars  nor  the 
items  themselves  with  outsiders. 
Mode:  Ward  (vs  spi  ritforms) 
Spell  Level:  3 
Type:  Continuous 
Time  required:  18  weeks 

M  inimum  value:  145  g.l.  (at  least  five  times  this 
amount  for  non-N  agra) 


Obsidian  Mirrors 

These  devices  function  as  viewports  and/or 
gateways  into  the  lower  planes  and  are  extremely  rare 
outside  of  Nefaratus.  For  reasons  of  their  own,  Black 
Savants  occasionally  sell  obsidian  mirrors  to  outsiders 
or  trade  them  for  captured  demons,  creatures  for  which 
the  Black  Savants  have  special  uses. 

M  ode:  Summon  (for  gateways)  and/or  Reveal  (for 
scrying) 

Spell  Level:  20 

Type:  Limited 

Time  required:  40  weeks 

M  inimum  value:  16,000 

Oceanian  Weather  Talisman 

The  Sea  Nomads  of  Oceanus  employ  these  shell- 
shaped  coral  tal  i  smans  to  predi  ct  changes  i  n  the  weather, 
which  can  be  discerned  according  to  shifts  in  the  color 
of  these  finely-crafted  devices. 

Mode:  Reveal 

Spell  Level:  3 

Type:  Continuous 

Time  required:  18  weeks 

M  inimum  value:  364  g.l. 

Phantasian  Astromantic  G  lobe 

T  hese  tw  o-f  oot  d  i  ameter  gl  obes  are  em  pi  oy  ed  by 
Phantasian  astromancers to  indicate therelative position 
of  windships  while  in  flight.  Though  eminently  useful, 
astromantic  globes  aredifficultto  read  and  occasionally 
yield  unreliable  results.  The  Phantasians  alone  know 
how  to  make  these  items,  which  are  in  some  demand  in 
Cymril. 

Mode:  Reveal 

Spell  Level:  10 

Type:  Continuous 

Time  required:  60  weeks 

M  inimum  value:9,600g. I. 

Raj  an  Death  Masks 

These  iron  masks  are  employed  by  the 
necromancer- pri  ests  of  the  N  i  hi  I  i  st  C  ul  t  and  are  sai d  to 
confer  favor  (+2  bonus  on  reaction  rolls)  with  spirit 
enti ti es  ori gi nati ng  f  rom  the  I ower  pi anes. 

Mode:  Alter 

Spell  Level:  6 

Type:  Continuous 

Time  required:  36  weeks 

M  inimum  value:  2,920  g.l. 
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Seeing  Stones 


These  six-  to  eight-inch  diameter  crystal  spheres 
are  used  by  the  Sarista  gypsy  people  to  foretell  the 
future.  Shadowy  visions,  appearing  in  the  crystal, 
purportedly  of  f  er  cry  pti  c  cl  ues  to  possi  bl  e  future  events. 
It  is  widely  believed  that  the  majority  of  these  items  are 
fraudulent  in  nature  and  are  actually  Thaecian  Orbs  that 
produce  fanciful ,  i  1 1  usory  i  mages. 

Mode:  Reveal 

Spell  Level:  4 

Type:  Continuous 

Time  required:  24  weeks 

M  inimum  value:  680  g. I. 

Sarista  Love  Locket 

These  heart-shaped  silver  or  gold  lockets  are 
supposedly  of  use  in  securing  the  affections  of  a  lover. 
To  employ  the  reputed  properties  of  a  love  locket,  one 
must  pi  ace  some  small  object  or  bit  of  material  formerly 
owned  by  the  subject  into  the  locket;  the  bearer  of  the 
locketgainsa+1  bonus  to  CH  A  in  relation  to  the  subject. 
Like  most  Sarista  goods,  the  efficacy  of  a  love  locket 
should  by  no  means  be  taken  for  granted. 

Mode:  Alter 

Spell  Level:  3 

Type:  Continuous 

Time  required:  18  weeks 

M  inimum  value:  101  g. I. 

Sauran  Dragon  Icon 

These  large  medallions,  fashioned  of  red  iron 
alloys  and  cast  in  the  image  of  a  dragon's  head,  are 
used  by  the  Saurans  to  mesmerize  dragons  so  that  they 
can  be  trained  for  use  as  steeds  and  beasts  of  burden. 
The  icons  are  not  totally  foolproof  —  they  grant  a  +2 
bonus  to  the  bearer's  animal  handler  skill  —  and  so 
should  be  employed  with  caution. 

Mode:  A  Iter 

Spell  Level:  6 

Type:  Continuous 

Time  required:  36  weeks 

M  inimum  value:  962  g. I. 

Sawila  Wind  Charms 

These  intricate  devices,  constructed  of  resonant 
rainbow  kra's  scales,  resemble  beautiful  wind  chimes. 
The  Sawila  arrange  these  charms  in  various  sequences, 
hanging  them  from  trees,  huts,  and  so  forth.  W  hen  blown 
by  the  wind,  the  Sawila  wind  charms  create  magical 
effects  similar  to  certain  of  their  spell-weaving  rituals. 
Time  required  and  value  depend  on  the  spell  and  spell 
level. 

Mode,  Level, Type:  Varies 


These  six-  to  twelve-inch  orbs  of  polished  crystal 
are  used  as  communication  devices  by  the  Kasmir, 
Farad,  Cymrilians,  Quan,  and  others.  Seeing  stones 
permit  visual  and  audio  contact  from  one  orb  to  another, 
at  ranges  of  up  to  about  one  hundred  mi  I  es.  T  he  devi  ces 
are  activated  by  voice  command  and  may  be  linked 
together  to  form  communication  networks  of  up  to  seven 
orbs.  If  desired,  one  of  the  seeing  stones  in  any  given 
network  may  be  designated  as  the  master  orb  for  that 
group;  it  can  then  activate  all  the  other  orbs  on 
command.  A  singleseeing  stoneis,  of  itself,  quite  useless; 
these  devi  ces  cannot  be  used  as  sol  i  tary  scryi  ng  crystal  s 
and  must  be  employed  in  conjunction  with  at  least  one 
other  orb.  Seeing  stones  made  from  Gnomekin  crystal 
are  regarded  as  the  best  devices  of  this  sort. 

Mode:  Reveal 

Spell  Level:  10 

Type:  Limited 

Time  required:  20  weeks 

M  inimum  value:  2, 440g. I. 

Stryx  Obsidian  Orb 

These  devices  resemble  crude  versions  of  the 
standard  seeing  stone  but  generally  have  an  effective 
range  on  the  material  plane  of  under  five  miles.  Stryx 
necromancers  are  reputed  to  uti  I  i  ze  more  potent  versi  ons 
of  this  item  to  converse  with  entities  from  the  lower 
planes. 

Mode:  Reveal 

Spell  Level:  2 

Type:  Limited 

Time  required:  4  weeks 

M  inimum  value:  160  g.l . 

Sunra  Aquamantic  G  lobe 

These  enchanted  items  aresimilarin  effect  to  the 
Phantasian  astromantic  globes  but  are  used  to  indicate 
a  vessel's  position  at  sea.  The  Sunra  devices  are 
considerably  more  reliable  than  their  Phantasian 
counterparts. 

Mode:  Reveal 

Spell  Level:  15 

Type:  Continuous 

Time  required:  90  weeks 

M  inimumvalue:  14,480  g.l . 

Thaecian  Orb 

Thaecian  orbs  are  amberglass  spheres  which  may 
be  imbued  with  illusory  scenes  and  images  that  can  be 
viewed  by  the  holder.  They  can  also  be  used  to  contain 
many  sorts  of  spells,  which  can  be  released  by  simply 
breaking  the  orb.  Only  the  Thaecians  know  the  secret 
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of  creating  these  enchanted  items,  which  are  quite 
popular  among  many  civilized  peoples. 

M  ode:  Illusion 

Spell  Level:  7 

Type:  Continuous 

Timerequired:  42  weeks 

M  inimum  value:  3,440  g. I. 

Ur  Clan  Icons 

These  three-eyed  stone  images  are  often  worn  as 
medallions  by  Ur  shamans,  who  claim  that  the  icons 
cause  confusion  amongst  their  enemies;  the  bearer  of 
the  medallion  can  effect  a  -1  penalty  to  the  target's  INT 
rating  with  a  touch.  The  icons  are  far  from  being 
uniformly  efficacious,  this  due  primarily  to  thedubious 
talents  of  the  U  r  shamans  who  make  these  devices. 

Mode:  Alter 

Spell  Level:  3 

Type:  Limited 

Timerequired:  6  weeks 

M  inimum  value:  181  g. I. 

Xanadasian  Scrying  C  rystal 

These  twelve- inch  diameter  orbs  are  carved  from 
massive  blue  diamonds  and  are  of  themselves  worth  a 
considerable  fortune.  The  Savants  of  Xanadas  use 
scrying  crystals  to  scan  territories  throughout  the 
know  n  worl  d,  noti  ng  thei  r  observati  ons  i  n  heavy,  I  eather- 
bound  tomes.  Xanadasian  scrying  crystals  have  an 
unlimited  range,  though  these  items  do  not  possess 
inter-dimensional  capabilities.  These  nearly  priceless 
adjuncts  are  never  sold  or  given  away,  and  are  almost 
never  available  outside  of  Xanadas. 

Mode:  Reveal 

Zandir  ParadoxistE  mblems 

These  silver  medallions  come  in  a  wide  variety  of 
types  and  represent  those  virtues  associated  with  the 
Ten  Thousand  —  the  host  of  minor  demigods,  saints, 
and  luminaries  revered  by  the  Zandir  Paradoxists.  In 
essence,  these  devices  function  as  luck  charms, 
conferring  a  +1  bonus  on  three  die  rolls  per  day. 
Mode:  Alter 
Spell  Level:  3 
Type:  Limited 
Timerequired:  6  weeks 
M  inimum  value:  244  g.l . 
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Distillations 

Distillations  are  thaumaturgically  concentrated 
essences  of  otherwise  elusive  substances,  such  as 
colors,  scents,  tastes,  and  even  sentiments.  Though 
disti  llations  werequite  popular  during  theArchaen  Age, 
only  the  Phantasians  remember  how  to  make  such 
products  anymore.  The  contents  of  a  single,  one-dram 
vial  are  sufficient  to  affect  an  area  equal  to  10  feet  in 
di  ameter.  The  effects  I  ast  f  or  one  hour  or  unti  I  neutral  i  zed . 
A  character  can  resist  being  affected  by  distilled 
sentiments  or  other  distillations  with  a  successful  W I L 
roll. 

L  evel :  5-20  (dependi  ng  on  the  specific  substance) 
Yield:  onedram 

Timerequired:  one  hour  per  level 
M  inimum  value:  2  g.l.  per  level 

Dream  Essence 

Dream  essenceis,  quiteliterally,  "thestuff  of  which 
dreams  are  made";  it  consists  of  dreams  distilled  into 
liquid  form.  The  color  of  the  essence  determines  the 
type  of  dream  that  an  individual  might  experience  upon 
drinking  it,  as  follows: 

Purple:  passion  and  romance. 

Blue:  poignant  memories. 

Red:  violent  emotions. 

Si  I  ver:  i  magi  nati  on,  f  I  i  ghts  of  fancy. 

Silver-blue:  dreams  of  flying. 

Gold:  prophetic  visions. 

Black:  nightmares  (illegal  in  many  lands) 

Rainbow:  unpredictable  properties. 

The  dreams  derived  from  these  essences  are 
reportedly  far  more  vivid  and  colorful  than  those 
experienced  during  normal  sleep,  and  the  effects  of  a 
one-dram  vial  last  from  two  to  eight  hours.  The 
experience  of  dreaming  for  such  an  extended  period  of 
time  is  said  to  be  most  extraordinary.  Only  the 
Phantasians  know  the  secret  of  creating  dream  essence. 

Level:  10 

Yield:  onedram 

Timerequired:  two  days 

M  inimum  value:  90  g.l . 

E  lemental  E  ssences 

These  essences  are  derived  from  elemental  forces 
or  substances,  which  are  collected  and  distilled  by  the 


CHAPTER  SEVEN:  EQUIPM  ENT 


) 

use  of  an  essence  accumulator.  The  substances  are  then 
placed  in  suspension  and  transmuted  into  solid,  liquid, 
or  gaseous  form  through  the  use  of  quintessence. 
Contained  in  spheres  or  capsules  of  pure  amberglass, 
the  captured  essence  can  be  fired  from  a  hurl  ant  (damage 
and  radius  of  effect  is  dependent  on  the  size  of  the 
hurlant  employed;  hand-held  hurlants  employ  one- 
ounce  capsules).  Only  the  Dracartans  of  Carantheum 
know  the  secret  of  creating  these  volatile  substances. 

Common  types  of  elemental  essences  include: 

Red  M  enace:  Liquefied,  essential  fire.  This  volatile 
substance  is  commonly  used  in  warfare.  Red  Menace 
ignites  all  flammable  substances  within  the  area  of  effect 
and  is  notoriously  difficultto  extinguish. 

BlueHavoc:  Essential  ice.  This  substance  is  used 
in  warfare  versus  troops  and  conveyances  and  as  a 
deterrent  against  land  dragons  and  other  species  that 
are  susceptible  to  cold.  When  contained  in  metal 
canisters,  blue  havoc  can  also  be  used  to  keep  foods 
f  rom  spoi  I  i  ng  i  n  the  desert  heat. 

Storm  Crystals:  Solidified,  essential  air.  These 
essences  are  used  in  wind  machines,  which  provide 
impetus  to  Dracartan  dune  ships.  A  single  crystal 
contains  enough  energy  to  propel  a  large  land  ark  for 
up  to  four  hours. 

Level:  10 

Y  ield:  one  pi  nt  (or  16  one-ounce  storm  crystals) 
Cost:  10  g.l.  worth  of  quintessence 
Time  required:  seven  days 
M  inimum  value:  400  g.l. 

Quintessence 

This  marvelous  crystalline  powder  can  be  used 
to  transmute  any  substance  to  solid,  liquid,  or  gaseous 
form,  depending  on  the  thaumaturge's  desires.  Only  a 
skilled  thaumaturge  using  a  caduceus  can  activate  the 
properties  of  quintessence.  A  single  dram  is  sufficient 
to  affect  up  to  a  10' x  10' x  10' area  of  matter.  The  powder 
and  its  by-products  must  be  contained  in  amberglass, 
or  they  will  lose  efficacy.  Only  theDracartans  know  the 
secret  of  creating  quintessence. 
Yield:  onedram 
Level:  10 

Time  required:  five  days 
M  inimum  value:  200  g.l. 
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The  creations  listed  below  are  examples  of  some 
of  the  more  well-known  products  of  alchemy.  Players 
and  GM  s  should  work  together  to  develop  additional 
creations,  using  the  examples  as  models  and  the  plant 
and  animal  ingredients  listed  later  in  this  chapter  as 
inspiration. 

M  easurements  for  Alchemical  Creations 

8  drams  =  1  ounce 

16  ounces  =  1  pi  nt  or  1  pound 

Adamant 

Adamant  is  a  magical  metal  of  superior  hardness, 
created  from  powered  blue  diamond,  silver,  and  black 
iron.  Weapons  made  of  adamant  cut  through  most 
materials  with  ease  (armor  affords  only  half  normal 
protection  rating  against  such  weapons),  and  are  capable 
of  damaging  all  manner  of  corporeal  extra-dimensional 
creatures  even  if  not  enchanted.  A  damant  armor  affords 
double  the  normal  protective  rating  against  all  but 
adamant  weapons.  A  forge  and  metal  worker' stools  are 
requi  red  to  undertake  the  operati  on,  w  hi  ch  yi  el  ds  a  one- 
pound  ingot. 

Level:  6 

Ingredients:  blue  diamond,  silver,  and  black  iron. 
Time  requi  red:  two  hours 
Cost  of  materials:  4  g.l. 
M  inimum  value:  8g. I. 

Adamant;  Black 

This  type  of  adamant  is  virtually  unknown  outside 
of  the  isle  of  Nefaratus.  It  is  said  to  be  very  costly  to 
produce  and  so  is  exceedingly  rare.  Only  the  Black 
Savants  of  Nefaratus  know  the  secret  of  forging  this 
magical  metal.  It  has  the  same  properties  as  M  irin 
adamant.  In  addition,  it  is  capable  of  damaging  even 
non-corporeal  creatures. 

M  inimumvalue:  40  g.l.  per  pound. 

A I  ch  a  nest 

Talislantan  alchahest  is  a  powerful  acid.  Each  one- 
ounce  dose  is  sufficient  to  dissolve  up  to  one  cubic 
foot  of  any  nonmagical  substance.  Alchahest  is  usually 
contained  in  vials  of  dense  amberglass.  A  direct  hit  with 
a  dose  of  alchahest  will  inflict  DR  35  to  any  living 
creature. 

Level:  10 
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Ingredients:  50  drams  vitriol,  onedram  powdered 
contrary  vine. 
Time  required:  four  days 
Cost  of  materials:  585  g. I. 
M  inimum  value:  681  g. I. 

Alchemical  Solvents 

These  caustic  liquids  are  specially  made  to 
dissolve  only  a  specific  type  of  inanimate  substance, 
such  as  wood,  iron,  stone,  or  crystal.  A  singleone-ounce 
dose  is  sufficient  to  dissolve  up  to  one  cubic  foot  of 
substance  in  approxi  mately  three  rounds.  N  ote  that  there 
is  no  alchemical  solvent  for  amberglass. 

Level:  8 

Ingredients:  30  drams  vitriol,  onedram  powdered 
contrary  vine,  tiny  sample  of  substance  to  be 
dissolved. 

Time  required:  two  days 
Cost  of  materials:  359  g. I. 
M  inimum  value:  391  g. I. 

Amberglass 

Amberglass  is  a  unique  material  that  can  be  used 
to  contain  alchemical  and  magical  mixtures,  essences, 
spell  energies,  and  even  certain  creatures  of  a  magical 
nature.  This  substance  radiates  a  faint  aura  of  magic. 
The  skill,  Alchemy,  can  be  used  to  create  five  ounces  of 
raw  amberglass;  shaping  the  amberglass  into  usable 
items  requi  res  extra  work,  usi  ng  a  ski  1 1  such  as  A  rtif  i  cer. 

Level:  5 

Ingredients:  Two  ounces  powered  amber,  six 
ounces  powered  glass. 
Time  required:  one  day 
Cost  of  materials:  57  g.  I. 
M  inimum  value:  73  g.l . 

Amber  glow 

Amberglow  isan  alchemical  liquid  used  asource 
of  illumination  in  many  of  Talislanta's  urban  centers. 
This  substance  can  be  created  to  radi ate  i  n  a  w i de  vari  ety 
of  hues  and  patterns.  Likescintilla,  amberglow  does  not 
radiate  heat.  Each  eight-ounce  batch  of  amberglow  is 
enough  to  illuminate  a  twenty-foot  radius  and  lastsfor 
3-5  months. 
Level:  5 

Ingredients:  Three  ounces  of  powered  amber,  six 
ounces  of  Clearwater,  onedram  of  powdered  black 
diamond.  One  dram  of  additional  powdered 
gemstones  can  be  added  to  affect  hue  and  pattern. 
Time  required:  one  day 
Cost  of  materials:  94  g.l. 
M  inimum  value:  110  g.l . 


Quicksilver 

This  animate  liquid  metal  is  used  i  n  the  maki  ng  of 
vials  for  holding  vitriol,  as  well  as  in  other  alchemical 
operations.  The  process  creates  one  ounce  of 
quicksilver. 

Level:  5 

Ingredients:  Eight  ounces  of  powered  silver,  seven 
drams  of  powdered  contrary  vine,  and  one  carat 
of  powdered  black  diamond. 
Time  required:  5  days 
Cost  of  materials:  151  g.l. 
Minimum  value:  231  g.  I. 

Vitriol 

This  powerful  adhesive  can  be  used  to  bond 
organic  or  inorganic  materials  of  any  sort  except  for 
quicksilver;  vitriol  can  only  be  contained  in  vials  lined 
with  this  alchemically  animate  metal.  It  hardens  in  one 
minute,  creating  a  nearly  unbreakable  bond.  Only 
alcahest  will  serve  to  dissolve  this  glassy  substance. 
The  process  creates  ten  drams  of  vitriol,  enough  to  cover 
two  square  feet. 

Level:  7 

Time  required:  7  days 

Cost  of  materials:  1  g.l.  (buyers  providetheir  own 

quicksilver  vial) 

M  inimum  value:  113  g.l . 

A  phrodesiac  Elixir 

Promotes  feelings  of  desire  unless  a  successful 
WIL  roll  is  made.  Each  dose  lasts  one  hour. 
Dose:  one  ounce 
Level:  3 

Ingredients:  Eight  drams  each  of  powdered 
tantalus  and  rainbow  lotus. 
Time  required:  one  day 
Cost  of  materials:  48  g.l. 
M  inimum  value:  51  g.l . 

Depilatory  Elixir 

Removes  hair  on  contact.  In  wide  use  among  the 
Orthodoxists  of  Aaman.  The  effects  last  for  seven 
weeks. 

Dose:  one  ounce 

Level:  1 

Ingredients:  Twelve  drams  of  powdered  bald  nettle. 
Time  required:  fourhours 
Cost  of  materials:  12  c. p. 
M  inimum  value:  4  g.l. 
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Healing  Elixir 

Heals  ten  points  of  damage  per  dose. 
Dose:  one  ounce 
Level:  5 

Ingredients:  Two  ounces  of  powdered  amber  and 
ten  drams  of  balmroot. 
Time  required:  two  days 
Cost  of  materials:  106  g. I. 
M  inimum  value:  HOg.l. 

Medicinal  Purge 

Rids  the  body  of  parasitic  organisms  within  an  hour. 
Dose:  one  ounce 
Level:  5 

I  ngredients:  0  ne  ounce  of  powdered  ogront  dung 
and  twelve  drams  of  cleric's  cowl. 
Time  required:  one  day 
Cost  of  materials:  24  g.  I. 
M  inimum  value:  26  g.l . 

Poison  Antidote 

Reverses  the  effects  of  any  poison  or  toxin, 
provided  the  antidote  is  delivered  in  time. 
Dose:  one  ounce 
Level:  5 

Ingredients:  Twenty-five  drams  of  powdered 
cleric' scow  I. 
Time  required:  two  days 
Cost  of  materials:  50  g.l. 
M  inimum  value:  54  g.l 

Soporific  E  lixir 

Causes  the  drinker  to  fall  into  a  deep  slumber 
lasting  from  two  to  twelve  hours,  unless  a  successful 
CON  roll  is  made  to  resist.  Even  a  success  on  the  CON 
roll  leaves  the  subject  groggy,  with  a  -1  on  all  actions. 
Unless  an  antidote  is  employed,  it  will  not  be  possible 
to  awaken  the  sleeper  while  the  soporific  remains  in 
effect. 

Dose:  one  ounce 
Level:  6 

Ingredients:  Eleven  drams  of  powdered  morphius 
blossom. 

Time  required:  two  days 
Cost  of  materials:  110  g.l 
M  inimum  value:  142  g.l 


Concoctions  in  this  category  include  tonics, 
serums,  balms,  ointments,  salves  and  various  other 
medicants.  Such  mixtures  are  generally  able  to  treat  only 
asingle,  specified  malady:  fever,  itch,  nausea,  insomnia, 


depression,  minor  wounds  (3  points),  burns,  and  so 
forth.  Unfortunately,  Talislantan  medicine  is  burdened 
by  superstition,  specious  theories,  ignorance,  and  more 
than  a  littlequackery.  Consequently,  medicinal  mixtures 
carry  a  -5  penalty  with  regard  to  effectiveness. 

Dose:  one  ounce 

Level:  1 

Ingredients:  Varies  according  to  locale,  customs, 

and  particular  malady. 

Time  required:  fourhours 

Cost  of  materials:  1  s.p.  on  average 

M  inimumvalue:  11  s.p. 

Euphorica 

This  narcotic  is  created  from  the  pollen  of  the 
mantrap  plant.  It  is  a  highly  popular  drug  in  Cymril, 
reportedly  affording  the  partaker  a  synthesis  of  pure 
pleasure.  A  one-dram  dose  lasts  two  hours. 

Level:4 

Ingredients:  one  dram  of  mantrap  pollen 
Time  required:  fourhours 
Cost  of  materials:  25  g.l. 
M  inimumvalue:  29  g.l. 

Lotus,  Black 

The  powder  of  the  black  lotus  possesses  powerful 
narcotic  and  mind-expanding  properties.  It  bestows 
upon  the  user  the  powers  of  clairvoyance  and 
clairaudience.  However,  characters  must  succeed  at  a 
WIL  roll  to  resist  addiction,  with  a  cumulative-1  penalty 
per  use.  A  one-dram  dose  lasts  one  hour. 

Level:4 

Ingredients:  one  dram  of  black  lotus  powder 
Time  required:  two  hours 
Cost  of  materials:  200  g.l. 
M  inimumvalue:  202  g.l. 

Kaj 

This  potent  narcotic  is  made  from  a  combination 
of  k'tallah  and  the  resinous  buds  of  an  hallucinogenic 
plant  know  as  rajoum,  and  is  popular  in  Rajanistan.  A 
one-dram  dose  hei  ghtens  the  user' s  percepti  on  ( P E  R  +1) 
and  produces  a  sense  of  euphoria  that  lasts  for  three 
hours;  it  also  reduces  reflexes  (1-  DEX)  and  can  impair 
the  user's  judgement  (-2 1  NT).  This  procedure  yields  10 
drams. 

Level:  3 

Ingredients:  onedram  of  k'tallah  and  lOdramsof 
rajoum. 

Time  required:  one  day 
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Cost  of  materials:  254  g.  I. 
M  inimum  value:  262  g.l . 

Kesh 

Kesh  is  a  bitter,  pungent  liquid  made  from  the 
crushed  and  boiled  roots  of  thejabutu  plant.  The  secret 
of  maki  ng  kesh  is  known  only  to  the  W  itchfol  k  of  C  hana. 
A  one-ounce  dose  allows  a  trained  character  to  see  and 
communicate  with  invisible  and  astral  presences;  some 
individuals  can  use  the  narcotic  to  enter  other  planes  of 
existence.  The  Chana  are  loath  to  share  this  valuable 
substance,  or  thejabutu  pi  ant  from  which  it  is  derived, 
with  outsiders. 

Level:  8 

Ingredients:  Roots  of  onefull-grown  jabutu  plant 
(six  drams),  six  drams  of  powdered  bone,  and  one 
dram  of  dust  from  a  tomb  or  gravesite. 
Time  required:  seven  days 

K'tallah 

This  insideous  drug  is  derived  from  an  unnatural 
hybrid  plant  of  the  same  name.  This  substance  is  an 
important  source  of  revenue  in  Faradun,  the  only  place 
in  Talislanta  where  k'tallah  is  legal.  The  leaves  of  the 
k'tallah  plant  contain  a  resinous  powder  that,  when 
smoked  or  ingested,  enables  the  user  to  "see"  visions 
of  the  near  future;  other  effects  of  the  drug  include 
delusions  of  grandeur,  dulled  reflexes  (-1  DEX),  and  a 
general  feeling  of  euphoria.  K'tallah  is  both  intensely 
pleasurable  and  extremely  addictive.  Individuals  who 
experiment  with  the  drug  even  once  may  become 
dependent  upon  it;  CON  roll  at -2  to  resist.  A  one-dram 
dose  lasts  a  full  day. 

Level:4 

Ingredients:  two  drams  of  k'tallah  leaves 
Time  required:  fourhours 
Cost  of  materials:  100  g.l. 
M  inimum  value:  104  g.l . 

poiyony 

Black  M  ushroom  Powder 

Causes  severe  hallucinations  (-5  to  all  actions) 
lasting  about  thirty  minutes.  If  resisted,  the 
hallucinations  last  one  minute. 

Dose:  one  ounce 

Level:  7 

Ingredients:  Twelve  drams  of  powdered  black 
mushroom. 

Time  required:  one  day 
Cost  of  materials:  24  g.l. 
M  inimum  value:  40  g.l . 


Draconid  Venom 

Causes  searing  pain  sufficient  to  incapacitate  a 
victi m  forf ive rounds (-10  on  all  actions).  If  successfully 
resisted,  the  venom's  effects  can  be  ignored. 

Dose:  one  ounce 

Level:  5 

Ingredients:  Nine  drams  of  draconid  venom. 
Time  required:  one  day 
Cost  of  materials:  90  g.l. 
M  inimum  value:  106  g.l. 

Paralytic  Poison 

Causes  paralysis  lasting  up  to  one  hour.  If  resisted, 
the  victim  is  rendered  somewhat  sluggish  (-3  on  all 
actions)  for  ten  rounds. 

Dose:  one  ounce 

Level:  2 

Ingredients:  Twelve  drams  of  crag  spider  venon 
or  raknid  venom. 
Time  required:  one  day 
Cost  of  materials:  120  g.l. 
M  inimum  value:  128  g.l . 

Venom  wood  Resin 

Y  i el  ds  suff  i  ci  ent  toxi  n  to  coat  one  edged  weapon 
(addsDR  25),  two  arrows  or  crossbow  bolts  (adds  DR 
16),  or  four  darts  (adds  DR  8).  Note  that  the  larger  the 
weapon,  the  more  venom  it  delivers  and  thus  the  more 
damage  it  inflicts.  The  poison  is  good  only  for  one 
successful  strike  and  causes  half  its  usual  damage  if 
resisted. 

Dose:  one  ounce 
Level:  7 

I  ngredients:  N  i  ne  drams  of  venomwood  tree  sap. 
Time  required:  two  days 
Cost  of  materials:  90  g.l. 
M  inimum  value:  1 22  g.  I. 

Viper'sBlood 

Y  i  el  ds  suff  i  ci  ent  toxi  n  to  coat  one  edged  weapon 
(addsDR  15),  two  arrows  or  crossbow  bolts  (adds  DR 
10,  or  four  darts  (addsDR  5).  The  poison  is  good  only 
for  one  successful  strike  and  causes  half  its  usual 
damage  if  resisted. 

Dose:  one  ounce 
Level:  5 

Ingredients:  Ten  drams  of  death's  head  viper's 
blood. 

Time  required:  one  day 
Cost  of  materials:  40  g.l. 
M  inimum  value:  56  g.l . 


) 

PQTiony 


Cold  Resistance 

Bestows  immunity  to  magical  or  non-magical  cold 
and  ice.  Lasts  six  hours. 
Dose:  one  ounce 
Level:  5 

Ingredients:  Ten  drams  of  powdered  snow  lily 
and  twelve  drams  of  cleric's  cowl. 
Time  required:  three  days 
Cost  of  materials:  224  g. I. 
Minimum  value:  272g.  I. 

Fire  Resistance 

Bestows  immunity  to  magical  ornon-magical  heat 
and  flame.  Lasts  six  hours. 
Dose:  four  drams 
Level:  5 

I  ngredients:  F  i ve  carats  of  powdered  f  i regem  and 
five  drams  of  fire  lily. 
Time  required:  three  days 
Cost  of  materials:  220  g. I. 
M  inimum  value:  268  g.l . 

Flying  Potion 

Bestows  upon  the  drinker  the  power  of  flight  at 
speeds  of  up  to  25  mph  (SPD  +6, 220  feet/round).  Lasts 
one  hour. 

Dose:  one  ounce 

Level:  9 

Ingredients:  Forty  drams  of  batranc  blood,  one 
ounce  of  powdered  batranc  wing,  and  twenty 
feathers  from  a  Stryx  orGryph. 
Time  required:  fourweeks 
Cost  of  materials:  218  g.l. 
M  inimum  value:  538  g.l . 

LovePotion 

Causes  thedrinker to  become  infatuated  with  the 
first  individual  whose  name  he  or  she  hears  spoken, 
unless  he  can  make  a  WIL  roll  to  resist.  Even  a  success 
on  the  roll  means  that  the  imbiber  is  distracted  by  the 
infatuation,  if  not  overcome  by  it.  Lasts  six  hours. 
Dose:  two  ounces 
Level:  8 

Ingredients:  Forty  drams  of  powdered  tantalus 
and  two  pints  of  Thaecian  nectar. 
Time  required:  six  days 
Cost  of  materials:  206  g.l. 
M  inimum  value:  302  g.l. 


Rejuvenating  Potion 

Restores  strength  and  vitality,  plus  all  lost  hit 
points. 

Dose:  one  ounce 
Level:  15 

Ingredients:  Forty-nine  drams  of  powdered 
balmroot,  seven  carat  of  powdered  diamond,  and 
seven  drams  of  gold  dust.  M  ay  substitute  seven 
drams  of  Araq  blood  for  the  balmroot. 
Time  required:  five  days 
Cost  of  materials:  281  g.l. 
M  inimum  value:  441  g.l . 

Shrinking  Potion 

Causes  the  drinker  to  be  reduced  to  one  inch  in 
height  (or  length).  He  may  resist  with  a  CON  roll,  if  he 
wishes.  Lasts  six  hours. 

Dose:  one  ounce 

Level:  10 

Ingredients:  Sixteen  drams  of  powdered  shrinking 
violet. 

Time  required:  four  days 
Cost  of  materials:  160  g.l. 
Minimum  value:  256  g.l. 

E  nhancement  Powder 

Enhancements  are  pigments  that  can  be  used  to 
change  the  color  of  an  individuals'sskin  or  hair.  These 
powders  are  sold  in  one-ounce  kits,  containing  enough 
powder  to  cover  an  average-sized  person  from  head  to 
foot.  Enhancements  come  in  a  variety  of  brilliant  (and 
sometimes  garish)  colors  and  are  considered  very 
fashionable  among  the  folk  of  Cymril.  The  effects  last 
for  24  hours,  or  until  removed  by  magic  or  altreed  by 
additional  enhancements. 

Dose:  one  ounce 

Level:  2 

I ngredi ents:  O ne  dram  of  exomorph  pi gment  and 
seven  drams  of  powdered  glass. 
Time  required:  one  day 
Cost  of  materials:  20  g.l. 
M  inimum  value:  28  g.l . 

Incendiary  Powder 

Ignites  on  contact  with  air,  creating  fire  (DR  10) 
and  dense  smoke  (10'  radius  for  smoke). 
Dose:  one  ounce 
Level:  6 

Ingredients:  Six  carats  of  powdered  firegem  and 
twenty-four  drams  dragon  fang. 
Time  required:  one  day 
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Cost  of  materials:  144  g. I. 
M  inimum  value:  160  g.l . 

Morphi  us  Powder 

Causes  victims  to  fall  into  a  stuporous  sleep 
lasting  up  to  one  hour  per  dose.  Unless  an  antidote  is 
employed,  itwill  not  be  possible  to  awaken  the  sleeper 
until  the  powder's  effects  wear  off.  Sindarans  use 
morphi  us  powder  to  sedate  hostile  beasts,  intruders, 
and  other  threats  .  If  successfully  resisted  with  a  CON 
roll,  the  powder  causes  drowsiness  (-1  penalty  on  all 
actions)  for  five  rounds. 

Dose:  one  ounce 

Level:  7 

Ingredients:  Twelve  drams  powdered  morphius 
root. 

Time  required:  two  days 
Cost  of  materials:  120  g.l. 
M  inimum  value:  142  g.l. 

Neutralizing  Powder 

Neutralizes  the  effects  of  any  type  of  poison, 
al  chemi  cal  waste,  or  toxi  n,  w  hether  i  ngested  or  di  spersed 
into  the  air  or  soil.  M  aximum  area  of  effect  per  single 
dose  i s  a  10-foot  di  ameter  ci  rcl  e. 

Dose:  one  ounce 

Level:  8 

Ingredients:  Two  ounces  of  powdered  amber  and 
two  drams  of  powdered  cleric'scowl  root. 
Time  required:  two  days 
Cost  of  materials:  60  g.l. 
M  inimum  value:  92  g.l. 

Scar  let  Leech  Powder 

Scarlet  leech  spores  treated  by  alchemical  means 
go  into  hibernation  until  they  are  exposed  to  the  air, 
whereupon  the  insidious  organisms  begin  to  feed  on 
any  organic  materials  that  they  contact  (DR  2  per  round 
for  ten  rounds).  Saleof  this  substance  is  illegal  in  most 
regions. 

Dose:  one  ounce 
Level:  12 

Ingredients:  Ten  drams  of  scarlet  sporozoid 
spores. 

Time  required:  four  days 
Cost  of  materials:  100  g.l. 
M  inimum  value:  196  g.l . 

Smoke  Powder 

When  exposed  to  air,  a  dose  of  this  powder  is 
sufficient  to  create  a  volume  of  dense  blue  smoke  five 
feet  in  radius.  The  smoke  is  non-toxic  and  disperses  in 
about  10  rounds,  or  less  if  used  outdoors  in  windy 


conditions. 

Dose:  four  drams 
Level:  3 

Ingredients:  10  drams  of  incense. 
Time  required:  one  day 
Cost  of  materials:  1  g.l . 
M  inimum  value:  9  g.l. 

Sparkle  Powder 

This  is  a  type  of  cosmetic  powder  that  is  popular 
i  n  Cy  mri  I ,  T  haeci  a,  and  H  adj .  Sol  d  i  n  smal  I  si  I  ver  pi  1 1  boxes 
and  applied  with  a  feather  duster,  this  powder  gives  the 
ski  n  or  hai  r  a  metal  I  i  c  sheen.  S parkl  e  powder  i  s  someti  mes 
used  by  trapmages  and  the  like  to  give  nonmetallic 
materials  a  false  metallic  look.  A  one-dram  dose  is 
sufficient  to  cover  an  area  of  about  ten  square  feet,  or 
about  enough  to  cover  an  average-sized  person  from 
head  to  foot.  The  coating  lasts  for  four  hours. 

Dose:  one  dram 

Level:  2 

Ingredients:  6  drams  of  gold  dust  and  6  drams  of 
powdered  black  iron. 
Time  required:  fourhours 
Cost  of  materials:  1  g.l . 
Minimum  value:  5  g.l. 

LI5T  Or  flLKrKlDrvflL 
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Plants  and  herbs  cultivated  or  found  in  the  wild 
will  on  averageyield  thefollowing  quantities  of  readily 
useable  ingredients: 

small  plant  =  1-3 drams 

medium-sized  plant =4-6  drams 

largeplant =7-12  drams 

very  large  plant/shrub  =  13-24  drams 

Animal  ingredients  vary  in  type  and  quantity. 
Unless  they  are  dried  or  preserved  with  salt,  magic,  or 
refrigeration,  many  types  of  animal  ingredientswill  spoil 
within  several  hours  in  any  relatively  warm  climate. 
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Ingredient 

Properties/Uses 

Cost  (Unit) 

Amber  wasp  venom 

Induce  pain 

75  g.l.  (dram) 

Araq  blood 

Rejuvenating  potions 

25  g.l.  (dram) 

Bald  nettle 

Depilatory  elixirs 

1  c.p.  (dram) 

Balmroot 

Healing 

5  g.l.  (dram) 

Bane's  blood 

M  ake  glossolalia 

10  g.l.  (dram) 

See  in  darkness 

100  g.l.  (each) 

Batranc  blood 

Flying 

5  g.l.  (dram) 

Batranc  wing 

Flying 

15  g.l.  (ounce) 

Beastman's  blood 

Improves  sense  of  smell 

5  g.l.  (dram) 

Black  mushroom 

Causes  hallucinations 

2  g.l.  (dram) 

Cave  bat's  horn 

Improves  hearing 

15  g.l.  (dram) 

H  eal  i  ng 

2  g.l.  (dram) 

Contrary  vine 

Reverses  normal  effects 

20  g.l.  (dram) 

Crag  spider  venom 

Paralytic 

10  g.l.  (dram) 

Darkling'seye 

Night  vision 

10  g.l.  (dram) 

D  eadman 

Lethal  contact  poison 

20  g.l.  (dram) 

Demon  dust 

Necromantic  mixtures 

100  g.l. (dram) 

Draconid'seye 

Detect  magic 

50  g.l.  (dram) 

Draconid  venom 

Painful  poison 

10  g.l.  (dram) 

D  ragon  fang 

Incendiary  powder 

5  g.l.  (dram) 

Everblue  starfire  petal 

Rapid  plant  growth 

10  g.l.  (petal) 

Exomorph  pigment 

Used  in  magical  inks 

20  g.l. (dram) 

Fire  lily 

Resistance  to  heat 

40  g.l.  (dram) 

75g.l.(dram) 

G  hast' s  eye 

See  invisible 

150  g.l. (each) 

Gryph  plumes 

Flight 

1  s.p.  each 

Ikshada  larvae 

Used  by  torturers 

75  g.l.  (sac) 

Jabutu 

Contact  spirit  plane 

5  g.l.  (dram) 

K'tallah  leaves 

Prophetic  visions 

50  g.l.  (dram) 

Lotus,  black 

Narcotic  clairvoyance 

200  a  1  (dram) 

Lotus,  green 

Communicate  w/pl  ants 

20  g.l.  (dram) 

Lotus,  rainbow 

Unpredictable  properties 

5  g.l.  (dram) 

Lotus,  scarlet 

Weakens  will 

50  g.l.  (dram) 

M  andragore  root 

Influence  over  plants 

50  g.l.  (ounce) 

M  ang  root 

Communicate  w/pl  ants 

50  g.l.  (ounce) 

M  antrap  pollen 

Narcotic 

25  g.l.  (dram) 

Ingredient 

Properties/U  ses 

Cost  (Unit) 

Monolith  fragment 

Elemental  properties 

100  g.l.(ounce) 

M  orphius 

Soporific 

10  g.l.  (dram) 

M  ung  berries 

Adhesives 

20  g.l.  (pound) 

Necrophage'shead 

Converse  with  dead 

15  g.l.  (ounce) 

Neurovore's  brain 

Amnesia 

200  g.l.  (dram) 

Nightstalker's  eye 

See  into  the  astral  plane 

100  g.l.  (each) 

Ogront  dung 

M  edicinal  purges 

lc.p.  (ounce) 

O grant's  spike/horn 

1  ncreases  strength 

2  g.l.  (ounce) 

Opteryx  eye 

200  g.l.  (each) 

Orange  fungus 

Growth 

5  s.p.  (dram) 

Rajoum 

Narcotic 

15  g.l.  (dram) 

Raknid  venom 

Paralytic  poison 

10  g.l.  (dram) 

Sardonicus'  horn 

Increases  intelligence 

200  g.l.  (dram) 

Sauran' shorn 

Poison  antidote 

5  g.l.  (ounce) 

Saw i  la's  plume 

Luck  charm 

10  g.l.  each 

Scarlet  sporozoid 

Consuming  spores 

10  g.l.  (dram) 

Shaitan'sclaw 

Protection  from  demons 

500g.l.  (ounce) 

Shrieker's  plumes 

Used  to  make  blue  iron 

250g.l.  (pound) 

Shrinking  violet 

Diminution 

10  g.l.  (dram) 

Skullcap 

Hallucinogen,  poison 

5  g.l.  (dram) 

Snipe'sshell 

M  agic  resistance 

200g.l.  (ounce) 

Snow  lily 

Resistance  to  cold 

20  g.l.  (dram) 

Stenchroot 

Nausea 

1  g.l.  (dram 

Stryx's  plumes 

Flight 

1  s.p.  each 

Tanglewood 

Animate  wood 

5  s.p.  (dram) 

Tantalus 

Aphrodisiac 

5  g.l.  (dram) 

Venomwood 

Lethal  poison 

10  g.l.  (dram) 

Viper's  blood 

Poison/antidote 

5  g.l.  (dram) 

Vorl's  essence 

Desiccation 

200g.l.  (ounce) 

Weirdling  fang 

1 ncreases luck 

lOOg.l.  (ounce) 

W  erebeast  tusk 

1  ncreases  strength 

25  g.l.  (dram) 

Whispbane 

Repels  creatures 

25  g.l.  (dram) 

Y  aksha  fang 

Resistance  to  influence 

75  g.l.  (dram) 

Yellow  stickler  juice 

Adhesives 

ls.p.  (dram) 

Zaratan's  shell 

Increases  constitution 

20  g.l.  (ounce) 

i  'h 
f 
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Prices  listed  are  based  on  a  one-carat  stone  of  good  quality,  well-cut  and  polished.  Poorly  cut  gems  sell  at  half  the  listed 
price,  and  uncut  or  powdered  gems  sell  at  one-tenth  the  listed  price.  Note:  140  carats  equals  approximately  one  ounce. 


Gemstone 

Description 

Qualities/U  ses 

Cost  (per  carat) 

Amber 

Fossil  resin,  usually  dark  brown 

Healing  elixirs,  neutralizing  potion 

2g.l. 

A  methyst 

Fine  purple  with  little  luster 

Governs  emotions 

10  g.l. 

Black  diamond 

Black  and  very  hard 

Black  adamant,  soulstones 

100  g.l. 

Black  opal 

Black  with  slight  opalescence 

Premonitions 

lg.l. 

Blue  quaga 

Blue  pearl 

Resist  cold 

20  g.l. 

Carnelian 

Clear  brownish  red. 

Resist  black  magic. 

5g.l. 

Coral 

Variety  of  colors 

Protection  from  drowning 

1  s.p. 

Diamond 

Clear  and  very  hard 

Radiance 

50  g.l. 

Emerald 

Green 

Spiritual  protection 

25  g.l. 

Firegem 

Brilliant  ruby  found  in  Volcanic  Hills 

Elemental  fire 

40  g.l. 

Jacinth 

Orange 

M  agic  resistance 

5g.l. 

Jade 

Green 

Longevity  and  health 

5g.l. 

M  alachite 

Green  mineral 

Calms  elementals 

5g.l. 

M  oonstone 

Translucent  and  pearly 

Mysteries,  deception 

10  g.l. 

Obsidian 

Black  and  glassy 

Elemental  earth 

lg.l. 

Onyx 

Layered  or  banded  quartz 

Darkness,  invisibility 

10  g.l. 

Pearl 

White,  non-crystalline 

Good  fortune  at  sea 

1  «  1 

2  g.l. 

Quaga 

Violet  pearl 

Influence 

20  g.l. 

Quartz 

Translucent 

Resistance  to  illusions 

1  s.p. 

Ruby 

Red 

Passions 

30  g.l. 

Sapphire 

Usually  transparent,  rich  blue 

Elemental  air 

25  g.l. 

Sard 

Deep  orange-red 

Intelligence,  wisdom 

5  g.l. 

Topaz 

Yellow  to  brownish  yellow 

Resistance  to  influence 

25  g.l. 

Zircon,  clear 

Diamond-like 

Protection  from  spirits 

15  g.l. 

Thefollowing  is  a  complete  list  of  equipment  and 
supplies  available  in  the  world  of  Talislanta,  including 
information  such  as  price,  weight,  Damage  Ratings  for 
weapons,  Protection  ratings  for  armor,  etc.  Descriptions 
of  unusual  good  and  items  can  be  found  at  the  beginning 
of  this  chapter.  Prices  listed  here  reflect  the  average 
price  for  goods  of  standard  quality,  as  found  in  regions 
where  such  goods  are  in  abundant  supply.  Prices  may 
be  adjusted  as  follows: 


Half  price  for  shoddy  or  used  goods 
Double  price  or  more  for  goods  of  superior  quality 
or  material,  such  as  red  iron. 
+50-200%  in  areas  where  such  goods  are  rare  or 
illegal. 


•  +10-40%  for  tarrifs  on  i  mported  goods 

•  Weights  listed  for  metal  weapons  and  gear  are  for 
black  iron;  use  half  weight  for  red  iron  or  adamant 
and  quarterweightforblueiron. 

Thefollowing  is  a  list  of  weapons  used  by  the  various 
peoples  of  Talislanta.  All  weapons  in  this  section  are 
rated  according  to  Damage  Rating  (DR),  weight  in 
pounds  (WT),  the  minimum  Strength  required  to  employ 
the  weapon  (STR),  average  cost,  and  Effective  Range, 
when  appropriate.  Characters  receive  a  -2  penalty  to 
combat  skill  rating  for  each  point  by  which  their  STR 
falls  short  of  the  weapon's  mini  mum  STR  requirement; 
characters  cannot  use  missile  weapons  at  all  without 
havi  ng  the  mi  ni  mum  requi  red  ST R . 
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Type 

DR 

WT 

STR 

Cost 

Range 

Battle  maul  # 

16 

90  + 

+6 

50  g.l. 

- 

Blade  bracer  [1] 

3 

2 

- 

15  g.l. 

10' 

Blade-staff  # 

8 

6 

-2 

25  g.l. 

thrown 

Blade-star 

3 

.25 

0 

2s.p. 

thrown 

Bow,  Ariane  # 

6 

5 

0 

5  g.l. 

150' 

Bow,  giant  sized  # 

10 

10 

+5 

15  g.l. 

400' 

Bow,  long  # 

8 

7 

+2 

7  g.l. 

300' 

Bow,  short  # 

6 

5 

0 

5  g.l. 

150' 

Broadsword 

8 

10 

+1 

10  g.l. 

- 

Broadsword,  adamant 

8 

10 

+1 

200  g.l. 

-- 

Broadsword,  Za 

8 

10 

+1 

20  g.l. 

-- 

Bwan  # 

8 

15 

+2 

2  c.p. 

-- 

Caltrops 

2 

.5 

-- 

ls.p. 

-- 

Capture- bow  #[2] 

6 

7 

+1 

25  g.l. 

100' 

Capture-pole  # 

1 

6 

+1 

10  g.l. 

-- 

Club* 

6 

6 

-1 

ls.p. 

-- 

Club,  Ice  Giant  # 

16 

100-1 

+6 

-- 

-- 

Club,  Ur# 

10 

40 

+3 

200  g.l. 

- 

Correg  #[2] 

10 

15 

+2 

40  g.l. 

100' 

Crescent  knife 

3 

.5 

-- 

2  g.l. 

thrown  +20' 

Crossbow,  heavy  #  [2] 

8 

5 

-1 

20  g.l. 

200' 

Crossbow,  light  # [1] 

6 

2 

-3 

10  g.l. 

150' 

Crystal  blade 

6 

3 

-2 

60  g.l. 

- 

Cutlass 

8 

10 

0 

15  g.l. 

- 

Dagger 

4 

1 

-- 

lg.l. 

thrown 

Da-khar 

3 

.5 

- 

20  g.l. 

- 

Dart-thrower 

3 

1 

- 

5  g.l. 

75' 

Dragon  hunter's  harpoon 

8 

8 

+2 

100  g.l. 

thrown 

Duar  # 

8 

5 

0 

2  g.l. 

thrown 

Falchion 

8 

16 

+3 

50  g.l. 

-- 

Flange-bow  #  [2] 

10 

2 

0 

20  g.l. 

100720' 

Garde 

4 

10 

+1 

10  g.l. 

- 

Garde,  Full 

4 

40 

+3 

40  g.l. 

-- 

Garotte  # 

6 

.5 

-2 

1  c.p. 

-- 

Greatsword  # 

10 

15 

+2 

60  g.l. 

- 

Gwanga 

8 

4 

+1 

20  g.l. 

thrown 

Halberd  # 

10 

10 

+1 

15  g.l. 

Hand  axe 

4 

5 

0 

5  s.p. 

thrown 

Hurlant  #[1] 

10 

12 

+1 

500  g.l. 

100' 

Iron  spear  # 

10 

20 

+2 

15  g.l. 

thrown 

Jang 

6 

3 

+2 

40  C.p. 

thrown 

J  avelin 

6 

2 

-1 

lg.l. 

thrown 

# This  weapon  requires  two  hands  to  use. 

@  For  mounted  charge,  add  mount's  STR  +SPD  to 

damage,  instead  of  wi elder's  STR. 


Type 

DR 

WT 

STR 

Cost 

Range 

Khu 

6 

2 

-1 

8  g.l. 

-- 

Krin  #[4] 

12 

10 

+1 

12  g.l. 

100' 

Lance 

8@ 

5 

+1 

5  g.l. 

- 

M  ace 

8 

10 

0 

4  g.l. 

-- 

M ace,  Ariane 

8 

10 

0 

5  g.l. 

- 

M  atsu  # 

10 

25 

+3 

40  S.p. 

-- 

Oc 

2 

2 

0 

5  g.l. 

thrown 

Pole-hook  # 

8 

8 

-1 

2  g.l. 

- 

Prod-hook 

4 

2 

-1 

6  s.p. 

- 

Rasp 

5 

2 

- 

15  g.l. 

- 

Rod  of  alchemy 

* 

3 

- 

75  g.l. 

15' 

R'ruh 

6 

3 

0 

6  g.l. 

thrown 

Scimitar 

8 

6 

+1 

15  g.l. 

thrown 

Slavers'  flail 

6 

6 

0 

2  g.l. 

- 

Sling 

4 

.25 

-- 

2  c.p. 

100' 

Spear  # 

8 

4 

-1 

lg.l. 

thrown 

Spiritblade 

8 

6 

0 

-- 

-- 

Spring-knife  [1] 

3 

.5 

- 

5  g.l. 

10' 

Staff  # 

6 

3 

-3 

5  s.p. 

- 

Staff,  iron-shod  # 

8 

6 

-2 

2  g.l. 

- 

Staff  of  the  Eye  # 

8 

7 

-2 

25  g.l. 

-- 

Star-thrower  #[1] 

7 

3 

-1 

25  g.l. 

100' 

Sword,  dueling 

6 

2 

-2 

25  g.l. 

- 

Sword,  giant-sized 

16 

40  + 

+7 

75  g.l. 

-- 

Sword,  long 

8 

6 

0 

12  g.l. 

-- 

Sword,  short 

6 

3 

-1 

5  g.l. 

-- 

Sword,  two-handed  # 

10 

20 

+3 

25  g.l. 

- 

Tarak  # 

10 

30 

+2 

15  g.l. 

-- 

Throwing  knife 

3 

1 

-- 

lg.l. 

thrown 

Throwing  stick 

4 

3 

-- 

ls.p. 

thrown 

Tri-bow  #[2] 

6 

5 

-1 

75  g.l. 

150' 

Trident  # 

8 

6 

-1 

5  g.l. 

- 

T'sai 

2 

1 

- 

2  g.l. 

thrown 

War  axe,  giant-sized  # 

16 

20 

+7 

50  g.l. 

- 

W  ar  axe  # 

8 

7 

0 

5  s.p. 

- 

War  axe,  Sauran 

10 

30 

+4 

5  g.l. 

War  flail 

10 

12 

+1 

12  g.l. 

War  hammer  # 

10 

30 

+2 

5  g.l. 

War-whip  # 

10 

10 

+3 

2  g.l. 

Whip 

2 

1 

lg.l. 

Whipsash,  Za 

5 

2 

+1 

3  g.l. 

Wristblade 

3 

1 

3  g.l. 

[x]  The  number  in  brackets  is  the  number  of  rounds 
required  to  reload  these  missile  weapons. 
*  Damage  varies  depending  on  the  alchemical  mixture 
dispensed 
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Weapons  Chart  Notes 

Unless  noted  otherwise  in  their  descriptions,  these 
weapons  are  not  made  of  superior  metals.  Weapons 
other  than  blades  are  rarely  made  from  superior 
metals. 

•  For  blades  of  red  iron:  divide  weight  by  2,  subtract  1 
from  STR,  and  double  price. 

•  For  blades  of  adamant:  multiply  price  by  20;  armor 
provides  only  half  normal  protection,  rounded  down. 

•  Blue  iron  is  not  generally  used  for  weapons  because 
its  lightness  reduces  the  weapon's  impact. 

•  For  brass  weapons:  increase  price  by  half;  certain 
devils  are  vulnerable  to  brass. 

•  For  silver  weapons:  multiply  price  by  5;  certain 
extraplanar  creatures  are  vulnerable  to  silver. 

fliDrounmon  &  flroyyoRO 
roR  IDi57ilx  (Lkflpony 

Type 

Case  (flange-bow)/60  quills 
Clip  (tri-bow)/3  bolts  or  quarrels 
Harpoon  bolt  (for  capture-bow) 
Harpoon  bolt  (for  correg) 
Pouch  w/12  shooting  stars 
Pouch  w/20  sling  stones 
Pouch  w/6  spring-knife  blades 
Quiver  (Ariane  bow)/20  arrows 
Quiver  (barbed  arrows)/20  arrows 
Quiver  (dart-thrower)/10  darts 
Quiver  (giant-sized  bow)/20  arrows 
Quiver  (heavy  crossbow)/20  quarrels  * 
Quiver  (hurlant)/6  bolts 
Quiver  (incendiary  bolts)/20  bolts 
Quiver  (krin)/10  bolts 
Quiver  (light  crossbow)/20  quarrels 
Quiver  (long  bow)/20  arrows 
Quiver  (short  bow)/20  arrows 

•  The  Gryph  sometimes  use  blunt  quarrels;  weight  and  cost  is 
the  same,  damage  is  to  stun. 

Aridor 

All  armor  is  rated  according  to  Protection  Rating 
(PR),  weightin  pounds (WT),  minimum  strength  required 
to  employ  the  armor  (STR),  and  average  cost.  Characters 
have  a  -1  penalty  to  all  actions  for  each  point  their 
Strength  R  ati  ng  f  al  I  s  short  of  the  armor'  sminimumSTR 
requirement. 


WT 

Cost 

5 

1  g.l./l  g.l. 

1 

1  g.l./5  s.p. 

.5 

2  s.p. 

2 

lg.l. 

6 

5  g.l. 

5 

ls.p. 

1.5 

lg.l. 

5 

1  g.l./2  g.l. 

4 

5  s.p./l  g.l. 

5 

2  s.p./l  g.l. 

10 

2  g.l./5  g.l. 

6 

5  s.p./2  g.l. 

6 

5  s.p./150  g.l 

4 

1  g.l./30  g.l. 

12 

5  s.p./5  g.l. 

4 

5  s.p./l  g.l. 

4 

5  s.p./l  g.l. 

4 

5  s.p./5  s.p. 

Type 

PR 

WT 

STR 

Cost 

Amysram,  M  andalan 

3 

4 

-2 

750  g.l. 

Battle  armor,  Kang  * 

7 

50 

+3 

1,000  g.l. 

Battle  harness,  Za 

3 

35 

+2 

100  g.l. 

Chain  mail  * 

5 

40 

+3 

250  g.l. 

Corselet  and  bracers* 

5 

35 

+1 

300  g.l. 

D  ragon  scale,  Sun-Ra-San 

4 

30 

+1 

200  g.l. 

Full  garde,  Thrall  * 

5 

40 

+3 

40  g.l. 

Garde,  Thrall  * 

2 

10 

+1 

10  g.l. 

Hide/fur 

2 

15 

-1 

2  g.l. 

Hide  armor,  Kharakhan 

4 

60 

+4 

20  g.l. 

L  eather 

2 

10 

5  g.l. 

Leather  &  plate,  M  ondre  Khan 

4 

40 

+2 

150  g.l. 

Light  body  plate,  Aeriad  ** 

4 

15 

-1 

1,000  g.l. 

Padded  cloth 

1 

5 

2g.l. 

Partial  chain  and  hide,  Rasmirin :: 

4 

30 

+1 

300  g.l. 

Partial  plate  (plate  and  mail)  * 

6 

50 

+3 

500  g.l. 

Scalearmor,  Gnomekin 

5 

35 

+1 

300  g.l. 

Silver  gauntlets.  Xambrian 

2 

10 

0 

1,000  g.l. 

Spangalor* 

3 

25 

400  g.l. 

Type 

WT 

Max.  DR 

STR 

Cost 

Shield,  adamant 

20 

60 

+1 

400  g.l. 

Shield,  black  iron 

20 

30 

+1 

20g.l. 

Shield,  blue  iron 

5 

30 

-1 

100  g.l. 

Shield,  hide/wood 

5 

15 

-1 

5  s.p. 

Shield,  red  iron 

10 

30 

0 

40  g.l. 

Shield,  zaratan  shell 

7 

20 

0 

2  g.l. 

Key 

*  indicates  that  the  armor  is  made  with  black  iron.  For 
red  iron,  divide  the  WT  by  2,  subtract  1  from  the  STR, 
and  double  the  Cost.  For  blueiron, divide  theWT  by  4, 
subtract  2  from  the  STR,  and  quadruple  the  cost.  For 
adamant  armor,  the  WT  and  STR  remain  unchanged, 
but  multiply  the  cost  by  10,  and  doublethePR. 

**  indicates  red  iron  armor.  For  blue  iron,  divide  WT  by 
2,  reduce  STR  by  1,  and  multiply  Cost  by  2. 

: :  i  ndi  cates  adamant  armor. 

Information  on  shields i ncludes  weight  i n  pounds 
(WT),  maximum  damage  the  shield  can  withstand  in  a 
singleattack  without  breaking  (M  ax.  DR),theminimum 
strength  required  to  employ  the  shield  (STR)  and  average 
cost. 
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DR 

Crew 

Range 

Reload  Cost 

30 

4+ 

500' 

8 

250  g.l. 

15 

2 

200' 

4 

120  g.l. 

25 

6+ 

1,000' 

10 

300  g.l. 

20 

4+ 

500' 

5 

175  g.l. 

15 

3 

100' 

3 

75  g.l. 

25** 

8+ 

500' 

8 

1,000  g.l. 

20* 

6 

600' 

6 

2,000  g.l. 

35* 

4 

1,200' 

9 

5,000  g.l. 

20 

40+ 

500  g.l. 

20 

3 

200' 

5 

185  g.l. 

These  heavy  military  weapons  are def i ned  by  thei r 
Damage  Rating  (DR),  effective  range,  minimum  crew 
required  to  run  them,  reloading  time  in  rounds,  and  cost. 

Type 

Ballista,  heavy 
Ballista,  light 
Catapult,  heavy 
Catapult,  light 
Demi-springal 
Fire- thrower 
Hurlant,  ship's 
Hurlant,  siege 
Scourge 
Springal 

Key 

*  Type  of  damage  determined  by  contents  of  missiles. 

**  Fire  burns  for  three  additional  rounds  at  half  DR; 
ignites  anything  flammable. 

fliDrounmoD  &  fl^yyoRO 
for  Jmz  GLkflPon? 

Type  WT  C  ost 

Ballista  bolt,  heavy  20  1  g.l . 

Ballista  bolt,  light  10  5  s.p. 

Demi-springal  darts  (one  volley)  10  5  g.l. 

Fire-bomb  (fire-thrower  missile)  20  10 g.l. 

Ship's  hurlant  missile  10  125  g.l. 

Siege  hurlant  missile  20  250  g.l. 

Springal  javelins  (one  volley)  40  20  g.l. 

Stones  (catapult)  25-50  - 


^ODI^YflD^y 
Type 

Barge  fort* 
Cargo  barge 
C  arrack* 
Carriage  (fancy) 
Cart,  small 
Coracle* 
Dragon  barque* 
Dray  (cargo  wagon) 
Duneship 
Galley 
Ice  schooner 


Cost 

15,000  g.l. 
5,000  g.l. 
20,000  g.l. 
200  g.l. 
5  g.l. 

10,000  g.l. 
35,000  g.l. 
200  g.l. 
25-50,000  g.l 
10,000  g.l. 
40,000+ g.l. 


Ice  skiff 
Land  ark 
Land  barge 
Palanquin,  aerial 
Palanquin  (curtained) 
Pleasure  barge 
Raft 

Reed  boat 
Ship,  merchant 
Skiff/punt 
Trireme 
Virida  barge 
Wagon  (enclosed) 
Wagon  (open) 
War  chariot,  Kang 
War  chariot,  Rajan 
War  dragon* 
War 
wagon  * 

Warship  (oceangoing) 
Windrigger 
Windskiff 
Windship 
Windship  of  war  * 

*  Rarely  sold 

Slavery  is  illegal  in  the  Seven  Kingdoms, 
C  arantheum  and  Tamaranth.  E I sewhere  on  the  conti nent, 
the  practice  of  selling  and  keeping  slaves  is  regrettably 
quitecommon. 


10,000  g.l. 
12,000  g.l. 
10,000  g.l. 
20,000  g.l. 
100  g.l. 
200,000+ g.l. 
1-2  g.l. 
5  g.l. 

15,000  g.l. 
10  g.l. 
30,000  g.l. 
3-5,000  g.l. 
100  g.l. 
50  g.l. 
5,000  g.l. 
2,000  g.l. 
30-35,000  g.l. 

3,000  g.l. 
20,000  g.l. 
15,000+ g.l. 
30,000  g.l. 
50,000+ g.l. 
150,000+ g.l. 


Type 

A  hazu 

Bane  (female,  fangs  filed) 

Batrean  concubine 

Batrean  eunuch 

Chana  witchdoctor 

Chana  witchman 

G  reen  M  an  gardener/servant 

J  hangaran 

M  andalan  servant/consort 
M  onad  laborer 
M  oorg-Wan  laborer 
Sawila  courtesan 
Sunra  mariner 
Vajra  engineer 


Cost 

800+ g.l. 
1,000+ g.l. 
5,000+ g.l. 
200  g.l. 
1,000  g.l. 
300  g.l. 
500+ g.l. 
50  g.l. 
1,000+ g.l. 
1,000  g.l. 
100  g.l. 
2,000+ g.l. 
700  g.l. 
600  g.l. 
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Type 

Cost 

Aht-ra  (any  type) 

200-800  g.l. 

A  vir 

50+g.l. 

Avir,  talking 

100+ g.l. 

Catdrac  (trained) 

400  g.l. 

Catdrac  (young) 

100  g.l. 

Chang 

25  g.l. 

Darkmane  * 

200  g.l. 

Drac  (trained) 

250  g.l. 

Drac  (untrained) 

50  g.l. 

Draconid 

600  g.l. 

Dractyl  * 

800  g.l. 

Duadir  (trained) 

600  g.l. 

Durge 

50  g.l. 

Erd 

500  g.l. 

Gold  beetle  (live) 

2,000  g.l. 

Graymane 

300+ g.l. 

Ironshrike  (trained) 

200  g.l. 

Kra  (to  tow  coracle)  * 

2,000  g.l. 

Land  dragon  (egg  or  larva) 

500+ g.l. 

Land  dragon  (trained)  * 

10,000  g.l. 

Land  lizard 

1,000  g.l. 

L'latha  (trained) 

400  g.l. 

L'latha  (untrained) 

100  g.l. 

Loper 

200  g.l. 

M  andragore 

500  g.l. 

Mangonel  lizard 

2,000  g.l. 

M  arsh  strider 

300+ g.l. 

M  onitor  imp 

2,000+ g.l. 

M  oonfish 

100+ g.l. 

Nighthawk  (trained) 

200+ g.l. 

Ogriphant 

800+ g.l. 

Quaal  (trained) 

50+g.l. 

Rock  urchin  (live) 

10  g.l. 

Sardonicus 

600-1,200  g.l. 

Silkwyrrm 

lg.l. 

Silkwyrrm  (trained)  * 

1,000  g.l. 

Silvermane 

500+ g.l. 

Snow  mane 

400+ g.l. 

Strider 

500+ g.l. 

Tarkus  * 

1,000  g.l. 

Wrist-viper  (trained) 

300  g.l. 

Zaratan  * 

1,000  g.l. 

*  Rarely  sold. 

TfKK  (To  HflRnoy 

Type 

Cost 

Barding 

* 

Battle  rig  (land  lizard) 

20  g.l. 

Battle  tower  (land  dragon) 

1,000  g.l. 

Harness  (any  steed) 

lg.l. 

Saddle  bag 

lg.l. 

Sedan  chair  (ogriphant) 

40  g.l. 

Yoke  (per  burden  beast) 

1  s.p. 

Key 

*  B  ase  price  is  the  cost  for  comparabl  e  armor  for 
humanoids.  For  aht-ra,  equs,  and  strider  mounts: 
multiply  cost  by  5.  Forland  lizard,  mangonel  lizard, 
and  ogriphant:  multiply  cost  by  10.  For  land  dragon: 
multiply  cost  by  50. 


Type 

Boots  (cloth/hide) 
Boots  (velvet/leather) 
Cap  (cloth/hide) 
Cap  (velvet,  satin) 
Cape  (cloth/hide) 
Cape  (silk,  sateen) 
Cloak  (cloth/hide) 
Cloak  (velvet/brocade) 
Gauntlets  (chain) 
Gauntlets  (thick  hide) 
Gloves  (hide/cloth) 
Harness  (leather) 
Headband  (cloth/hide) 
Headband  (silver) 
Hooded  cloak 
Loincloth  (cloth) 
Loincloth  (hide/fur) 
Ritual  vestments 
Robe  (elaborate) 
Robe  (simple) 
Sandals/slippers 
Slippers  (elaborate) 
Smock/dress  (simple) 
Smock/gown  (elaborate) 
Tunic/breeches  (cloth) 
Tunic/breeches  (velvet) 


Cost 

5  s.p. 
10+ g.l. 
5c.p. 
10  g.l. 
2  s.p. 
5+ g.l. 
5  s.p. 
10+ g.l. 
10  g.l. 
5  s.p. 

1  s.p. 

ig-i- 

lc.p. 

5g.l. 

5+ s.p. 

lc.p. 

2c.p. 

10+g.l. 

20+g.l. 

5  s.p. 

5  c. p. 

10+g.l. 

2  s.p. 
20+g.l. 

ig-i- 

10+g.l. 
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Type  C  ost 

Amulet/brooch  lg.l. 

Bracelet/armband  lg.l. 

Bracers,  pair  4 g.l. 

Earring  5  s.p. 

Medallion  4  s.p. 

Necklace  lg.l. 

Ring  lg.l. 

Tiara  3  g.l. 

Tore  2  g.l. 
Note 

Prices  listed  are  for  black  iron  or  other  common  material. 
Double  these  figures  for  articles  made  of  red  iron,  ivory,  or 
brass;  multiply  by  5  for  silver  and  by  50  for  gold.  Cost  of 
gemstones  is  additional. 

Trai^l^r?'  ^Quipn^nrr 


Tool?  adp  Fmv^yywmL  ^qgipid^dt 


Twnp 
i  ype 

R arL,narl,/1"ra\/ol or' c  calrhol 
DaLNpdLlvLldVclcl  b  baLUIcl 

1  n  1 

i  g.i. 

Ranrlnlior  holt1 

D  di  IUUM  CI    UCl  L 

in  n  1 

lu  y.i. 

Rprlrnll 

U  CU 1 U  1  1 

1  s  n 

fhp<;f  lamp  (1 0  000  rninO 

10  n  1 

fhp^f  ^mall  (1  000  rnins} 

5  g.l. 

Coin  nursp  (50  coins) 

1  s.p. 

Fan 

1-5  s.p. 

Flask,  iron  (1  pint) 

ls.p. 

Flask,  pottery  (1  pint) 

5  c.p. 

Gourd  (w/stopper;  1  quart) 

Ic.p. 

Lantern 

2  g.l. 

Lantern  oil  (pint;  one  hour) 

lg.l. 

M  irror,  crystal 

10  g.l. 

M  irror,  metal 

2  g.l. 

Pouch,  belt  (100  coins) 

2  s.p. 

Pouch,  shoulder  (500  coins) 

lg.l. 

Rope  (per  foot) 

Ic.p. 

Rope  ladder  (per  foot) 

2  c.p. 

Sack,  cloth  (1,000  coins) 

Ic.p. 

Sack,  hide  (1,500  coins) 

1  s.p. 

Strongbox,  large  (10,000  coins) 

25  g.l. 

Strongbox,  small  (1,000  coins) 

10  g.l. 

Tallow  (burns  one  hour) 

Ic.p. 

Tent 

lg.l. 

Tinder  box 

5  s.p. 

Torch  (burns  four  hours) 

Ic.p. 

Walking  stick 

1  s.p. 

Waterskin,  large  (2  gallons) 

5  s.p. 

Waterskin,  small  (2  quarts) 

2  s.p. 

Wineskin  (2  pints) 

ls.p. 

Item 

Abacus 

Astrolabe  (Sunra) 
Barrel,  large  (20  gallons) 
Barrel,  small  (1  gallon) 
Cage,  metal  (per  cubic  foot) 
Cage,  wood  (percu.  foot) 
Chain  (per  foot) 
Chart,  astromantic 
Costume  (fool/jester) 
Costume  (for  stage) 
Crowbar 

Durnean  cusps  (pair) 
Glass  worker'stools 
Grapnel 

Iron  maiden/rack 
Jeweler's  tools 
Juggler's  pins  (each) 
Key 
Keyring 

Levitational  engineer's  tools 

Lock,  Kasmir  (per  mechanism) 

Lock,  simple 

Locksmith's  tools 

Logbook/ledger 

Loom 

Mallet 

M  anacles 

M  etalworker's  tools 

Net,  dredging 

Net,  fishing/throwing 

Notebook/folio 

Oil  cloth  (per  square  foot) 

Performer's  make-up  kit 

Pick/shovel 

Salt  adze,  Danelek 

Saw 

Seal  (to  stamp  documents) 
Sharpening  stone 
Slave's  collar 
Spikes/pitons  (10) 
Spy-tube 

Stone  worker'stools 
Thespian's  mask 
Thief-catcher 
Thieves'  tools 
Veil,  silk  (dancer's) 
Vizard  (costume  masque) 
Winch 

Woodsman's  axe 
Woodworker'stools 
Y  assan  tool  kit 


Cost 

2  s.p. 
50  g.l. 
5  s.p. 
ls.p. 
lg.l. 
ls.p. 
5  s.p. 
100  g.l. 
10+ g.l. 
25+ g.l. 
2  s.p. 
2  g.l. 
25  g.l. 
2  s.p. 
100  g.l. 
25  g.l. 
ls.p. 

1  s.p. 
ls.p. 
200  g.l. 

5  g.l. 
ls.p. 
20  g.l. 

2  g.l. 
lg.l. 
ls.p. 
lg.l. 
50  g.l. 
2  g.l. 
ls.p. 
2  s.p. 
c.p. 

2  g.l. 
ls.p. 

6  s.p. 
2  s.p. 
25  g.l. 
5  c.p. 
1  s.p. 
1  s.p. 
25  g.l. 
10  g.l. 
5  s.p. 
5g.l. 
20  g.l. 
lg.l. 

1  s.p. 
5  s.p. 

2  s.p. 
10  g.l. 
150  g.l. 
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Item  Cost 

Alchemical  test  kit  5g.l. 

Alembic  lg.l. 

Apothecary  jars  (12)  lg.l. 

Bellows  5  s.p. 

Blowtube  (alloy)  2 g.l. 

Blowtube  (silver)  25 g.l. 

Brazier  2  s.p. 

Capsule  (Sindaran;  10)  lg.l. 

Censer  5  s.p. 

Crucible  lg.l. 

Crystal  ball  (unenchanted)  20  g.l. 

Furnace  200  g.l. 

Hourglass  5  g.l. 

Incense  ls.p. 

Ink,  sepia  (per  ounce)  ls.p. 

Inkwell  (crystal)  5  s.p. 

Inkwell  (pottery)  2  s.p. 

M  irror  (obsidian)  200  g.l. 

M  irror  (silver)  10  g.l. 

M  ortar  and  pestle  lg.l. 

Piping/tubing  (per  foot)  ls.p. 

Prism  2  g.l. 

Quill  pen  1  s.p. 

Retort  lg.l. 

Scroll  (hide)  5  s.p. 

Scroll  (parchment)  lg.l. 

Scroll  case  (bone)  lg.l. 

Scroll  case  (hide/wood)  5  s.p. 

Scroll  case  (silver)  10  g.l. 

Spell  book  (iron-bound)  50  g.l. 

Spell  book  (leather-bound)  20  g.l. 

Spell  book  (silver-bound)  100  g.l. 

Sphere  (per  inch  diameter)  1  g.l. 

Tongs  1  s.p. 

Vat  (per  cubit  foot)  5  g.l. 

Vial  (12)  2 g.l. 

Vial,amberglass(each)  20  g.l. 

Vial,  quicksilver  (each)  20  g.l. 

Wand  (unenchanted,  costly)  100  g.l. 

Wand  (unenchanted,  simple)  10  g.l. 

*  100  times  listed  price  for  amberglass  wares  in  place 
of  glass. 


Type 

Chime 
Clarion 
Cymbals 
Drum 

Four-man  bellows  horn 
Glass  bells 
Glass  flute 
Gong 

Gossamer  harp 
Intricate  spiral-horn 
Tambour 
Triole 

Water  chimes 
Item 

Cloth/wooden  ball 
Pentadrille 

Puzzle-lock,  Kasmiran 
Quatrillion  deck 
Ska-waedice 
Trivarian 
Zodardeck 

Foop/Lopqmq 

Type 

Amber  wine  * 
Aquavit  * 
Blossom  wine  * 
Brine  (Imrian  drink)  * 
Chakos* 

Giant  waterbug  (Aeriad  meal) 
Grog* 

M  andalan  tea  * 
Meal  (full) 
Meal  (simple) 
M  ochan  * 
M  ushroom  ale  * 
Night's  lodging  (good) 
Night's  lodging  (average) 
Quaga  (shellfish;  delicacy) 
Road  rations  (per  week) 
Rock  urchin  (steamed) 
Sea  slugs  (Imrian  meal) 
Seeds  (A  eriad  meal) 
Skoryx  * 
Stable  fee  (basic) 
Stable  (with  groom's  fee) 
Tazian  fire-ale  * 
Thaecian  nectar* 
Vinesap* 
Zandir  wine  * 

*Prices  listed  are  for  single  glass  or 
bottle  or  pitcher,  by  100  for  cask  or 


Cost 

ls.p. 
20  g.l. 
lg.l. 

ig-i- 

200+ g.l. 
5g.l. 
2  g.l. 
1-10  g.l. 
500+ g.l. 
50+ g.l. 
20+ g.l. 
10+ g.l. 
5  g.l. 


Cost 

lc.p. 
500+ g.l. 
10+g.l. 
2  g.l. 
ls.p. 
800+ g.l. 
20+g.l. 


Cost 

2  s.p. 
2  g.l. 

5  s.p. 
2c.p. 

6  s.p 

2  s.p. 
lc.p. 
ls.p. 
1+g.l. 
ls.p. 
lg.l. 
5c.p. 
2+g.l. 
5  s.p. 
lg.l. 

3  s.p. 
10  g.l. 
ls.p. 
ls.p. 
10  g.l. 
ls.p. 
2  s.p. 
lg.l. 
5g.l. 
lg.l. 
lg.l. 

cup.  M  ultiply  by  10  for 
keg. 
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These  prices  assume  that  the  buyer  is  purchasing 
in  bulk  from  dealers  rather  than  buying  small  amounts 
from  retailers.  A  standard  bolt  of  cloth  is  one  yard  wide 
and  five  yards  long. 


Type 

Adamant 
Adamant,  black 
Amber  wine 
Am  berg  I  ass 
Aquavit 
Balmroot 

Baobab,  gray  (bark) 
Baobab,  gray  (fruit) 
Barb- berries  (red) 
Barb- berries  (purple) 
Blossom  wine 
Chakos 
Cleric's  cowl 
Copper 

Crystal  dendron 
Crystal  moth 
Deodar,  silver 
Dung,  ogront 
Fernwood 
Gall  oak  ink 
Gauze 
Glass,  clear 
Glass,  green 
Gold 

Gossamer 
Grog 

Harpwood 
Hide/fur 
Iron,  black 
Iron,  blue 
I  ron,  red 
Ironwood 
Ivory 

Lantern  flowers 
Linen,  common 
Linen,  viridian 
M  andalan  tea 
M  ochan 
M  ushroom  ale 
M  uskront  musk 


Unit 

pound 

pound 

gallon 

pound 

gallon 

ounce 

square  foot 

pound 

pound 

pound 

gallon 

gallon 

ounce 

10  pounds 

20 

20 

board  foot 
ton 

board  foot 
ounce 
square  yard 
pound 
pound 
10  pounds 
bolt 
gallon 
board  foot 
20  pelts 
10  pounds 
10  pounds 
10  pounds 
board  foot 
pound 
20 
bolt 
bolt 
gallon 
gallon 
gallon 
20  drams 


Cost 

8g.l. 
40  g.l. 
lg.l. 
235  g.l. 
10-100g.l. 
30  g.l. 
2  g.l. 
lg.l. 
5  s.p. 

2  g.l. 
25  s.p. 

3  g.l. 
12  g.l. 
2  g.l. 
100  g.l. 
200  g.l. 

5  s.p. 
50  g.l. 

6  s.p. 
5  s.p. 
ls.p. 
2  g.l. 
5  g.l. 
200  g.l. 
5  g.l. 
5c.p. 

2  g.l. 

10-2,000+g.l 

4  g.l. 
20g.l. 
8  g.l. 

3  s.p. 
10  g.l. 
20g.l. 

5  s.p. 
25  s.p. 
5  s.p. 
10  g.l. 
25  s.p. 
500  g.l. 


Type 

Unit 

Orange  fungus 

ounce 

Pomegranate,  blue 

pound 

Produce/grain 

ton 

Provender  plant 

ton 

Sackcloth 

bolt 

Scintilla 

20 

Shag 

bolt 

Silver 

10  pounds 

Silkcloth 

bolt 

Skoryx 

gallon 

Spangalor 

bolt 

Span-oak 

board  foot 

Spices 

pound 

Spinifax 

bolt 

Stenchroot 

ounce 

Sulfur 

ounce 

Tazian  fire-ale 

gallon 

Thaecian  nectar 

gallon 

Timber,  common 

board  foot 

Timber,  hardwood 

board  foot 

Vinesap 

gallon 

Whispbane 

ounce 

Whitewood 

board  foot 

Willowood 

board  foot 

Zandir  wine 

gallon 

Cost 

3  g.l. 
lg.l. 
100+ g. 
20  g.l. 
5c.p. 
1,500  g 
lg.l. 
20  g.l. 

5  g.l. 
50  g.l. 
5  g.l. 

5  s.p. 
50+ g.l. 
lg.l. 

6  g.l. 

4  s.p. 

5  g.l. 
25  g.l. 
lc.p. 
ls.p. 
5  g.l. 
150  g.l. 
lg.l. 

3  s.p. 
5  g.l. 
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moLxy  in  BRi^r 

Specific  A  Iteration:  +1/-1  per  3  Spell  Levels 
Broad  Alteration:  +1/-1  per5  Spell  Levels 
Range:  Touch 

Subjects:  -1  to  casting  roll  for  each  extra  subject 
Duration:  1  minute  (-1  to  casting  roll  for  each  extra 
minute  of  duration) 

Attack 

Damage:  1  Hit  Point  of  damage  perSpell  Level 
R  ange:  50  f  eet  (- 1  to  casti  ng  rol  I  per  10  extra  feet  of  range) 
Duration:  Instant/ 1  round  per  level  (no  range) 
Area:  - 1  to  casti  ng  rol  I  per  foot  of  radi  us 

Maximum  Mass  10  pounds  per  Spell  Level 
Maximum  Area:  1  cubi  c  foot  per  S  pel  I  Level 
Range:  50  feet  (-1  to  casting  roll  per  10  extra  feet  of  range) 
Duration:  1  minute  (-1  to  casting  roll  per  extra  minute  of 
duration) 

Hit  Point  Rating:  +2  Hit  Points  per  Spell  Level 
Range:  Self /Touch / -1  to  roll  per  10 feet 
FlatBarrier  Size:  4  feet  squared  (4'x4').  (-1  to  casting 
roll  per  extra  foot  squared) 

Cylinder/Cone  Barrier  Area:  4feethigh,  2  ft.  radius.  (- 
1  to  casting  roll  per  extra  foot  of  height  or  radi  us) 
Dome/SphereBarrier  Area:  2  feet  high,  4  ft.  radius.  (-1 
to  casting  roll  per  extra  foot  of  height  or  radius) 
Barrier  Armor  Rating:  1/3  the  Spell  Level 
Duration:  5  rounds  (-1  to  casting  roll  for  each  extra 
round  of  duration) 

Effect:  1  hit  point  per  Spell  Level  / 1  disease  level  per 
Spell  Level 
Range:  Touch 
Duration:  Instant 

Basic  Illusion:  Level  1 

Features:  +3  Spell  levels  per  each  additional  feature 
Range:  50  feet  (-1  to  casting  roll  per  10  extra  feet  of 
range)  /  scrying 

Duration:  5  rounds  (-1  to  casting  roll  for  each  extra 
round  of  duration) 


Range:  5  feet 
Duration:  1  round 
of  duration) 
Resistance:  WIL  roll 


1  to  casti  ng  rol  I  for  each  extra  round 
1/2  Spell  Level 


D)0l^ 

ST  R :  +0  ( 100 1  bs. )  ( +1  ST R  per  3  Spel  I  L  evel s) 
Range:  50  feet  (-1  to  casting  roll  for  every  10  feet  of 
extra  range.) 

SPD:  -9  (10  feet  per  round)  (-3  to  casting  roll  for  each  +1 
SPD  rating.) 

Area:  0'  radi  us  (- 1  to  casti  ng  rol  I  per  foot  of  radi  us) 
Duration:  5  rounds  (-1  to  casting  roll  per  extra  round  of 
duration) 

Sense:  +1  PER  perSpell  Level 
R  ange:  50  f  eet  (- 1  to  casti  ng  rol  I  per  10  extra  feet  of  range) 
Scrying  Range:  1  mile  (-1  to  casting  roll  for  each  extra 
mile  of  range) 

Duration:  1  minute  (-1  to  casting  roll  for  each  extra 
minute  of  duration) 

AbilityLevel  of  Summoned  C  reature:  1  perSpell  Level 

CastingTime:  1  round  perSpell  Level 

Duration:  1  minute  (-1  to  casting  roll  for  each  extra 

minute  of  duration) 

Level  Required:  3-25+(seetablebelow) 
Range:  Touch 

Duration:  1  minute  (-1  to  casting  roll  for  each  extra 
minute  of  duration) 

Base  Level:  10 
Range:  Touch 

Area:  - 1  to  casti  ng  rol  I  per  foot  of  radi  us 

Duration:  1  minute  (-1  to  casting  roll  for  each  extra 

minute  of  duration) 


J 


Aamanian  Inquisitor  370 
Aamanian  M  onitor  370 
Aamanian  Warrior-Priest  369 
Aamanian  Witch  Hunter  369 
Ahazu  Honor-Slave  391 
Ahazu  Warrior  391 
Araq  Warrior  421 
Ariane  Mystic  410 
Ariane  Seeker  410 
Arimite  Knife- Fighter  371 
Arimite  Revenant  371 
Azir  Islander  373 
Batrean  M  ale  387 
Batrean  Paramour  387 
Beastman  Plains  Hunter  420 
Black  Savant  394 
Blue  Aeriad  Ranger  367 
Bodor  M  usician  416 
Callidian  Cryptomancer  423 
CastabulaneseAeromancer  372 
Chana  Witchdoctor  378 
Chana  Witchman  379 
Cymrilian  M  agician  361 
Cymrilian  Rogue  Magician  362 
Cymrilian  Swordsmage  363 
Danelek  Hunter  415 
Danuvian  Consort  418 
Danuvian  V irago  418 
Darkling  Infantry  413 
Dhuna  Witch  374 
Djaffir  Merchant/Bandit  399 


Dracartan  Desert  Scout  398 
Dracartan  Thaumaturge  398 
Drukh  Hillman/Shaman  372 
Farad  M  onopolist  401 
Farad  Procurer  400 
Farad  Wizard  401 
Ferran  Scavenger  423 
Gao  Ssea  Rogue  392 
Gnomekin  Crystalomancer  363 
Gnomekin  Protector  364 
Gnorl  Rhabdomancer  374 
Green  Aeriad  Botanomancer  368 
Green  Man  Symbiont  390 
Gryph  Hunter  409 
Hadj in  Aristocrat  402 
Hajan  Servitor  402 
Harakin  Warrior  378 
Imrian  Slaver  392 
Ispasian  M  ercantilist  382 
Jhangaran  Mercenary  393 
Jhangaran  Marsh  Dweller  393 
Jaka  Beastmaster/Trader  376 
J  aka  M  anhunter  375 
Kang  Tracker  380 
Kang  Warrior  381 
Kang  Warrior  Priest  381 
Kasmiran  Trapmage  364 
Kasmiran  Moneylender  365 
Kharakhan  Giant  421 
Mandalan  Mystic  Warrior  383 
M  andalan  Savant  383 


M  angar  Corsair  388 
Manra  Shapechanger  379 
Marukan  Dung  Merchant  419 
Marukan  Mercenary  419 
M  arukan  Talismancer  420 
M  irin  Alchemist  408 
M  irin  Priest/Priestess  407 
M  irin  Tundra  Scout  407 
M  ogroth  Wanderer  394 
Moorg-wan  Warrior  390 
M onad  Laborer  403 
Mondre  Khan  Raider  385 
M  use  Telempath  361 
Nagra  Spirit  tracker  380 
Na-ku  Cannibal  389 
Oceanian  Sea  Somad  395 
Orgovian  Trader  416 
Parthenian  Salvager  397 
Phantasian  Dream  Merchant  396 
Phantasian  Guardian  395 
Pharesian  Peddler  363 
Quan  Pariah  382 
Rahastran  Cartomancer  417 
Rajan  Assassin-mage  404 
Rajan  Desert  warrior  404 
Rajan  Necromancer-Priest  405 
Rasmirin  Anarchist  408 
Sarista  Gypsy  373 
Sauran  Dragon  Rider  386 
Sauran  Gladiator  403 
Sawila  Spell-Weaver  388 


Shadinn  Executioner  405 
Sindaran  Collector  365 
Sindaran  Effectuator  366 
Sindra  "Demented  One"  366 
Snipe  Sage  409 
Stryx  Necromancer  413 
Stryx  Warrior  412 
Sunra  Aquamancer  384 
Sunra  M  ariner  384 
Sun-Ra-San  Dragon  Hunter  389 
Tanasian  M  agician  368 
Thaecian  Enchanter  396 
Thiasian  Performer  397 
Thrall  Warrior  367 
Ur  Clansman  411 
Ur  Renegade  411 
Ur  Shaman  412 
Vajra  Engineer  385 
Verdir  Hedonist  415 
Vird  Infantry  406 
Xambrian  Wizard  Hunter  417 
X anadasian  Chronicler  414 
Yassan  Technomancer  399 
Yitek  Tomb  Robber  400 
Yrmanian  Wildman  375 
Za  Bandit  422 
Za  Smuggler  422 
Zandir  Charlatan  376 
Zandir  Duelist  377 
Zann  Guide  377 


myjm  ?w\ll?  lift 


Backgrounds 

Nomadic 

Rural 

Urban 

Wandering 

Common  Skills 

Barter 

Climbing 

Conveyance 

Cook 

Etiquette 

Fashion 

Haggle 

Ride 

Swim 

Language  Skills 

Low  Talislan 

High  Talislan 

A  rchaen 

Bodorian 

Chanan 

Elder  Tongue 

Nomadic 

Northron 

Phaedran 

Quan 

Racial  Tongues 
Rajanin 
Sarisa 
Sea  Nomad 


Sign 

Analysis 

Stealth 

Stealth 

Thaecian 

Antiquarian 

Streetwise 

Tracking 

X  ambrian 

Arcane  Lore 

Torture 

Traps 

Combat  Skills 

Astrology 

Traps 

Survival 

Aerial  Combat 

Astromancy 

Underworld 

M  agical  Skills 

Arimite  Knife-Fighting 

Cartography 

Trade  Skills 

A  Ichemy 

Artillerist 

Cultures 

Administrator 

Botanomancy 

Assassinate 

Cryptography 

Agriculture 

Talismancy 

B  raw  1  i  ng 

Doctrines 

Animal  Handler 

Technomancy 

Command 

Diplomacy 

Appraiser 

Thaumaturgy 

Evade 

Engineer 

A  rmorer 

Special  Abilities 

Guard 

Geography 

Artificer 

Beast  Lore 

Kanquan 

H  i  story 

Artisan 

Bodorian  Sound-Sight 

M  andaquan 

Linguistics 

Brewer/V  intner 

Dispel  M  agic 

M  ounted  Combat 

Litigator 

Caravan  M  aster 

Shield 

Naturalism 

Collector 

Swordsmanship 

Trivarian 

Dredging 

Tactics 

Thieving  Skills 

Healer 

Tazian  Combat 

Bribe 

Laborer 

Weapon 

Coerce 

M  erchant 

Performing  Skills 

Deception 

M  ining 

Acrobatics 

Espionage 

Money  Lender 

Acting 

Forgery 

Pilot 

Art 

Gambling 

Salvager 

Dance 

Interrogate 

Weaponer 

Legerdemain 

Legerdemain 

W  i  1  derness  Skills 

M  usic 

Lip-Reading 

Climbing 

Oratory 

Locks 

Guide 

Song 

Sabotage 

Herb  Lore 

Scholar  Skills 

Seduce 

Scout 
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marv^n  B^ynflRv  /  flora  &  raura  l\jt 


Abomination  257 
Alatus  235 
Amber  Wasp  250 
Aramatus  249 
Arborin  325 
Aqua  Demon  239 
Aquatic  Vasp  223 
Avir  181 
Bald  Nettle  147 
Bane  169 
Barge-tree  305 
Batranc  336 
Behemoth  340 
Caravan  Bug  163 
Catdrac  219 
Cave  Bat  290 
Chang  205 
Chasm  Viper  133 
Chig  208 
Crag  Spider  185 
Dractyl  185 
Deadwood  160 
Death's  Head  Viper  192 
Desert  Palm  129 
Disembodied  Spirit  281 
D'Oko  230 
Dryad  Bush  118 


Duadir  351 

Malathrope  359 

Raknid  214 

Storm  Demon  160 

Durge  147 

Malavrax  314 

Ravant  326 

Stranglevine  136 

Earth  Demon  359 

M  andragore  170 

R avenger  281 

Strider  196 

Erx  258 

M  angonel  L  izard  136 

Reincarnator  353 

Subterranoid  125 

Emm  337 

M  antrap  282 

Rock  Urchin  359 

Swamp  Lurker  232 

Equs  122 

M  arsh  Strider  245 

Root  Grub  141 

Tardisite  242 

Erd  163 

Megalodont  346 

Sand  Demon  272 

Tarkus  197 

Exomorph  153 

M  inor  E  lemental  311 

Sardonicus  302 

Tazian  Fly  136 

Fiend  300 

Mi  raj  an  290 

Satada  132 

Tundra  Loper  298 

Flit  246 

M  onitor  1  mp  122 

Scavenger  Slime  304 

Urthrax  315 

Frostwere  321 

Monolith  264 

Sea  Dragon  228 

Vasp  215 

Ghast  159 

Moonfish  205 

Sea  Scorpion  157 

\  /  i     -i  -i  r 

Venomwood  226 

Giant  M ollusk  219 

M  ung-Berry  Tree  249 

Serpentvine  246 

V  india  141 

Gold  Beetle  250 

Necrophage  159 

Scarlet  Sporozoid  125 

Vorl  216 

Guardian  Devil  252 

ru  1  ^,1  1  1  CT       1  in 

Needleleaf  170 

Shadowight  301 

Water  Raknid  246 

Hangman's  Tree  153 

Night  Demon  298 

Shadowizard  301 

Weirdlmg  168 

C  !  -..-,4-  nnc 

Ice  Giant  296 

M  !  nUl-U  ii.il.      1  ~1C 

Nighthawk  1/6 

Shathane  21U 

W  erebeast  169 

Ikshada  305 

Nightstalker  346 

Sickleweed  347 

Whisp  118 

Jabutu  193 

Ogriphant  314 

Silk  Wyrrm  203 

Winged  Aht-Ra  286 

Kra  242 

Ogront  343 

Skalanx  181 

Yaksha  175 

K' tall  ah  282,  477 

Omnivrax  352 

Skullcap  176 

Y  el  low  Aqueor  255 

Land  Dragon  351 

Opteryx  352 

Snipe  302 

Zaratan  254 

Land  Kra  129 

Plant  Demon  140 

Sniper- Bug  153 

Land  Lizard  337 

Purple  Narcissus  286 

Snow  Lily  299 

L'Latha  258 

Pyro-Demon  213 

Sorcerer  Tree  122 

Loper  338 

Quaal  265 

Span-Oak  308 

Lotus  Vine  236 

Rajan  Scorpion  291 

Sponge  Bristle  272 

^d^qcidt^k  urn 


The  Gamemaster 
can  consult  this  list 
when  devising 
planned  or  random 
encounters  for 
adventures. 

Aaman: 

Avir 
Batranc 
Caravan  Bug 
Durge 
Erd 

Exomorph 
Root  Grub 
R  avenger 
Omnivrax 
Ogriphant 
U  rthrax 

Arim: 

Avir 

Bald  Nettle 
Batranc 
Caravan  Bug 
Durge 
Erd 

Exomorph 
Greymane 
Hangman's  Tree 
R  avenger 
Omnivrax 
M  alathrope 
Sniper-Bug 
Sorcerer  Tree 
Yaksha 


Carantheum: 

Aht-ra 
Batranc 
Caravan  Bug 
Desert  Palm 
Durge 

Land  Dragon 
Land  Kra 
Land  Lizard 
Opteryx 
Rajan  Scorpion 
R  avenger 
Rock  U rchin 
Sand  Demon 
Satada 

C  hana: 

Aqua  Demon 
Aramatus 
Bog  Devil 
Caravan  Bug 
Death's- Head  Viper 
Emperor  Plant 
Flit 

Giant  Water- Bug 

Ikshada 

Lotus 

M  antrap 

Needleleaf 

R  avenger 

Scarlet  Sporozoid 

Sea  Scorpion 

Skalanx 

Stranglevine 

U  rthrax 


C  rescent  I  sles: 

Alatus 

Aqua  Demon 

Aramatus 

Avir 

Dryad  Bush 
Emperor  Plant 
Flit 

Giant  M  ollusk 
Ikshada 
Kra 
Lotus 

M  andragore 
M  antrap 
Needleleaf 
R  avenger 
Rock  U rchin 
Scavenger  Slime 
Sea  Scorpion 
Sorcerer  Tree 
Stranglevine 
Tardisite 
Venomwood 
U  rthrax 

Dark  Coast: 

Alatus 

Amber  Wasp 
Aqua  Demon 
Aramatus 
Avir 
Batranc 
Behemoth 
Caravan  Bug 
Chang 


Chasm  Viper 
Death's  Head  Viper 
Emperor  Plant 
Flit 

K'Tallah 
Lotus 

M  alathrope 
M  andragore 
M  antrap 
Plant  Demon 
R  avenger 
Satada 

Scarlet  Sporozoid 
Sea  Scorpion 
Shathane 
Skalanx 
Stranglevine 
Swamp  Demon 
U  rthrax 
Zaratan 

Djaffa: 

Aht-ra 
Batranc 
Caravan  Bug 
Desert  Palm 
Durge 
Erd 

Greymane 
Land  Lizard 
M angonel  Lizard 
Needleleaf 
Opteryx 
Rajan  Scorpion 
R  avenger 


Rock  U rchin 
Sand  Demon 

Faradun: 

Aqua  Demon 

Avir 

Alatus 

Aramatus 

Batranc 

Caravan  Bug 

Death's  Head  Viper 

Desert  Palm 

Disembodied  Spirit 

Durge 

Emperor  Plant 

Erd 

Flit 

Ghast 

K'Tallah 

Lotus 

M  alathrope 
Necrophage 
Needleleaf 
Opteryx 
Rajan  Scorpion 
R  avenger 
Rock  U rchin 
Sand  Demon 
Sea  Scorpion 
Shadowight 
Stranglevine 

Gao-Din: 

Alatus 

Aqua  Demon 
Aramatus 


Avir 
Batranc 
Death's  Head 
Viper 
Drac 
Flit 

Nar-Eel 

Ikshada 

Lotus 

M  antrap 

Needleleaf 

Quaal 

R  avenger 

Rock  U rchin 

Scavenger  Slime 

Stranglevine 

Harak: 

Batranc 
Caravan  Bug 
Dractyl 
Earth  Demon 
Frostwere 
Ice  Dragon 
Night  Demon 
R  avenger 
Rock  U rchin 
Scarlet  Sporozoid 
Storm  Demon 

Imria: 

Alatus 

Aqua  Demon 
Aramatus 
Avir 
Batranc 
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Crag  Spicier 
Death's  Head  Viper 
Emperor  Plant 
Exomorph 
Earth  Demon 
Flit 
Kra 
Lotus 

M  andragore 
M  antrap 
Needleleaf 
Pyro-D  emon 
R  avenger 
Rock  U rchin 
Scarlet  Sporozoid 
Scavenger  Slime 
Sorcerer  Tree 
Stranglevine 
Swamp  Lurker 
Tardisite 

J  hangara: 

A  latus 
A  ramatus 
A  vir 
Batranc 
Caravan  Bug 
Durge 

Emperor  Plant 
Flit 

M  andragore 
M  antrap 
M  arsh  Strider 
Needleleaf 
R  avenger 
Scarlet  Sporozoid 
Sorcerer  Tree 
Stranglevine 
Swamp  Lurker 
Tardisite 
U  rthrax 
Water  Raknid 

Kang  Empire: 

A  latus 
A  ramatus 
A  vir 
Batranc 
B  ehemoth 
Caravan  Bug 
Cave  Bat 
Chang 
Chig 

Crag  Spider 
Death's  Head  Viper 
Dractyl 
Durge 

Emperor  Plant 

Flit 

Erd 

Exomorph 
Frost  Demon 
Ikshada 
J  abutu 
Kra 

Land  Dragon 
Land  Kra 
Loper 


Lotus 
M  alathrope 
M  andragore 
M  antrap 
M  egalodont 
M  oonfish 
Nar-Eel 
Needleleaf 
Ogriphant 
Omnivrax 
R  avenger 
Rock  U rchin 
Satada 

Scavenger  Slime 
Sea  Dragon 
Sea  Scorpion 
Shathane 
Silk  Wyrrm 
Skalanx 
Stranglevine 
Strider 

Swamp  Lurker 
Tarkus 

Water  Raknid 
Y  aksha 

Khazad: 

Bane 

Batranc 

Caravan  Bug 

Deadwood 

Ghast 

Grue 

Necrophage 
Night  Demon 
Opteryx 
R  avenger 
Rock  U rchin 
Scarlet  Sporozoid 
Scavenger  Slime 
Sea  Dragon 
Shadow  ight 
Shadow  Wizard 
Storm  Demon 
Swamp  Lurker 
U  rthrax 
Y aksha 

L'Haan: 

Dractyl 
Erd 

Frost  Demon 
Frostwere 
Ice  Dragon 
Land  Kra 
M  inor  Elemental 
Ogriphant 
Snow  Lily 
Snowmane 
Tundra  Loper 

Mog: 

A  latus 

Amber  Wasp 
A  ramatus 
Avir 
Batranc 
Caravan  Bug 
Cave  Bat 


Chang 
Dryad  Bush 
Emperor  Plant 
Flit 

Gold  Beetle 
Lotus 

M  andragore 
M  antrap 

M  ung-Berry  Tree 
Needleleaf 
R  avenger 
Scarlet  Sporozoid 
Sorcerer  Tree 
Stranglevine 
Swamp  Lurker 
Tardisite 

Narandu: 

Frost  Demon 
Frostwere 
Ice  Dragon 
M  inor  Elemental 
Night  Demon 
Ogriphant 
Sea  Dragon 
Snow  Lily 
Tundra  Loper 

Nefaratus: 

Deadwood 
Guardian  Devil 
R  avenger 
Rock  U rchin 
Sea  Scorpion 

Oceanus: 

Aqua  Demon 
Avir 

Giant  M  ollusk 
Kra 

Ravenger 
Nar-Eel 
Sea  Dragon 
Zaratan 

Phantas: 

Abomination 
Avir 

Emperor  Plant 

E  rx 

Flit 

Giant  M  ollusk 

Kra 

L'latha 

M  andragore 

Nar-Eel 

Needleleaf 

Ravenger 

Stranglevine 

Swamp  Lurker 

Plains  of  Golarin: 

Avir 

Batranc 

Behemoth 

Caravan  Bug 

Darkmane 

Durge 

Erd 

Greymane 


Land  Lizard 
M  alathrope 
M angonel  Lizard 
M  egalodont 
Ogriphant 
Ogront 
Ravenger 
Rock  U rchin 
Sickleweed 

Rajanistan: 

Batranc 
Caravan  Bug 
Crested  Dragon 
D  esert  K  ra 
Desert  Palm 
Duadir 
Durge 

Earth  Demon 
Land  Dragon 
Land  Lizard 
Opteryx 
Rajan  Scorpion 
Ravenger 
Rock  U rchin 
Sand  Demon 
Satada 

Scarlet  Sporozoid 

Vasp 

Y aksha 

Seven  Kingdoms: 

Avir 
A  latus 
Batranc 
Behemoth 
Caravan  Bug 
Chasm  Viper 
Desert  Palm 
Dryad  Bush 
Durge 

Emperor  Plant 

E  rx 

Flit 

Erd 

Exomorph 
Greymane 
Land  Kra 
Land  Lizard 
M  alathrope 
M  andragore 
M angonel  Lizard 
Needleleaf 
Omnivrax 
Opteryx 
Plant  Demon 
Reincarnator 
Rock  U rchin 
Root  Grub 
Satada 

Scarlet  Sporozoid 
Skalanx 
Sorcerer  Tree 
Span-Oak 
Stranglevine 
Subterranoid 
Swamp  Lurker 
Tazian  Fly 


Vasp 
Waterwhisp 
W  erebeast 
Woodwhisp 

Shadow  Realm: 

Abomination 
Bat  M  anta 
Deadwood 
E  rx 
Fiend 
Ghast 

M  onitor  Imp 
Reincarnator 
Sardonicus 
Scarlet  Sporozoid 
Scavenger  Slime 
Shadowight 
Shadow  Wizard 

Silvanus: 

A  ramatus 

Batranc 

Bane 

Caravan  Bug 
Dryad  Bush 
Durge 
Erd 

Exomorph 
Ghast 

Harbinger  Imp 
M  alathrope 
Necrophage 
Needleleaf 
Ogriphant 
Ravenger 
Sea  Dragon 
Sniper-Bug 
Sorcerer  Tree 
Storm  Demon 
W  erebeast 
Whisp 

Sinking  Land: 

Avir 

A  ramatus 
Barge-Tree 
Batranc 
Flit 

Ikshada 
Necrophage 
Scarlet  Sporozoid 
Scavenger  Slime 
Shadowight 
Snipe 

Storm  Demon 

Tamaranth: 

Avir 

Batranc 

Behemoth 

Caravan  Bug 

Dryad  Bush 

Exomorph 

M  alathrope 

M  inor  Elemental 

Ravenger 

Shathane 

Silvermane 


Sorcerer  Tree 
Span-Oak 

Thaecian  Isles: 

A  ramatus 
Avir 
Batranc 
Drac 

Dryad  Bush 
Flit 
Lotus 
M  onolith 
Nar-Eel 
Ravenger 
Rock  U rchin 
Sea  Demon 
Sea  Dragon 
Sea  Scorpion 
Stranglevine 
Storm  Demon 
Swamp  Lurker 
Tardisite 
Water  Raknid 

Urag: 

Abomination 

A  ramatus 

Batranc 

Behemoth 

Caravan  Bug 

Durge 

Erd 

Lake  K  ra 

Land  Kra 

M  alathrope 

Ogront 

Opteryx 

Ravenger 

Satada 

Scarlet  Sporozoid 
Scavenger  Slime 
U  rthrax 
Ogriphant 
Y aksha 

Volcanic  Hills: 

Batranc 
Caravan  Bug 
Drac 

Draconid 
Duadir 

Earth  Demon 

Land  Dragon 

Opteryx 

Pyro-Demon 

Raknid 

Ravenger 

Strider 

Tarkus 

Vasp 

Vorl 

Werewood: 

Avir 

Bane 

Batranc 

Caravan  Bug 

Chang 

Exomorph 
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Ghast 
M  alathrope 
M  andragore 
Necrophage 
N  eedleleaf 
0  gri  phant 
Ravenger 
Scarlet  Sporozoid 
Scavenger  Slime 
Sea  Dragon 
Skalanx 
Sniper-Bug 
Sorcerer  Tree 
Storm  Demon 
Stranglevine 
Weirdling 
W  erebeast 
Yaksha 

Wilderlands: 

Aht-ra 
Avir 
Arborin 
Batranc 


Behemoth 
Caravan  Bug 
Cave  Bat 
Chasm  Viper 
Chig 

Crag  Spider 

Deadwood 

Desert  Palm 

Draconid 

Duadir 

Durge 

Earth  Demon 

Enim 

Erd 

Greymane 

Land  Dragon 

Land  Kra 

Land  Lizard 

Loper 

M  alathrope 

M angonel  Lizard 

N  ightstalker 

Ogront 

Omnivrax 

Opteryx 


Pyro-D  emon 
Rajan  Scorpion 
Raknid 

Ravant  (Aberrant 
Forest  only) 
Ravenger 
Reincarnator 
Rock  U rchin 
Sand  Demon 
Satada 

Scarlet  Sporozoid 

Scavenger  Slime 

Storm  Demon 

Strider 

Tarkus 

Vasp 

Xanadas: 

Dractyl 
Erd 

Frost  Demon 
Frostwere 
Snow  Lily 
Ice  Dragon 
Vorl 


Yrmania: 

Avir 
Batranc 
Behemoth 
Chasm  Viper 
Caravan  Bug 
Darkmane 
Erd 

Frostwere 

Ice  Dragon 

Loper 

M  alathrope 

M  andragore 

Night  Demon 

N  ighthawk 

Omnivrax 

Opteryx 

Ravenger 

Satada 

Scarlet  Sporozoid 
Sea  Dragon 
Skullcap 
Sniper-Bug 
Sorcerer  Tree 


Snowmane 
W  erebeast 
Yaksha 

Zandu: 

Avir 

Batranc 

Caravan  Bug 

Chang 

Chig 

Durge 

Dryad  Bush 
Erd 

Exomorph 
Hangman's  Tree 
M  andragore 
M  alathrope 
Root  Grub 
Sea  Scorpion 
Skalanx 
Sniper-Bug 
Sorcerer  Tree 
Stranglevine 
U  rthrax 


l<1 


Action  Table  M  odifiers: 

Action  Table  die  rolls  may  be  subject  to  bonuses  or  penalties 
for  any  of  the  following  modifiers: 

•  Attribute  rating* 

•  Skill  rating 

•  Intent 
Degree  of  Difficulty  (1-20) 
Opposing  Attributes  or  Skills 
M  ultiple  actions  (-5  for  each  extra  action) 
Non-proficiency  penalty  (dlO) 
E  nvironment 


flcrion  Tablx  Wky 

M  ishap:  not  only  does  the  attempted  action  fail,  but  it  fails 
miserably  and  may  have  additional  negative  consequences 
(accidental  damage  to  the  character  attempting  the  action, 
opposite  of  the  intended  effect,  etc.).  It's  the  GM 's  job  to 
determine  the  actual  results  of  any  M  ishap,  based  on  the 
circumstances  surrounding  the  attempted  action. 

Failure:  the  action  fails  to  achieve  the  intended  result. 

Partial  Success:  the  action  is  only  moderately  successful, 
achieving  part  but  not  all  of  the  intended  effect  (such  as  half- 
damage  from  an  attack  or  partial  effect  from  a  spell,  for 
example). 

Full  Success:  the  action  achieves  the  intended  result. 

C  ritical  Success:  the  action  is  even  more  successful  than 
intended,  achieving  the  player's  stated  intent  and  also 
yielding  additional  benefits  of  some  sort  (attack  causes  a 
Critical  Wound  that  disables  the  opponent,  increased  effect 
from  a  spell,  etc.).  It's  the  GM 's  job  to  determine  the  actual 
results  and  extent  of  any  Critical  Success,  based  on  prevailing 
circumstances. 

Pr<3rwr  or  Uwvkglty  Quipr 


*  If  the  G M  calls  for  an  Attribute-only  roll  (like  a  Strength  roll 
to  pry  open  a  stuck  door)  the  Attribute  rating  is  doubled  before 
adding  it  to  the  Action  Table  roll.  When  an  Attribute  is 
substituted  for  a  skill  the  character  does  not  have,  its  rating  is 
not  doubled. 


Difficulty 

No  chance  of  failure 
Any  fool  could  do  it 
Very  Easy 
Easy 
Simple 
Routine 
Tricky 
Difficult 
Very  Difficult 
Extreme 
Beyond  extreme 


Modifier 

No  need  to  roll 

+10 

+7 

+5 

+3 

+0 

-3 

-5 

-7 

-10 

-15  or  worse 
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quip*;  to  PRonurxiflTion 


Aabaal  (ah-BAHL) 
Aaman  (ah-MAHN) 
Ahazu  (ah-HAH-zoo) 
Ahrazahd  (ah-rah-ZOD) 
Akbar  (AK-bar) 
Akmir  (AK-meer) 
Al  Ashad  (ahl  ah-SHOD) 
Altan  (ALL -tan) 
Aamahd  (ah-M  OD) 
Aeriad  (AIR-ee-ad) 
Anasas  (ah-NA-sus) 
Andurin  (an-DUR-in) 
Araq  (AH-rak) 
Arat  (ah-ROT) 
Archaen  (ar-KAY-en) 
Archon  (AHR-kon) 
Ardan  (AHR-dan) 
A  rial  (AIR-ee-al) 
Ariane  (ahr-ee-AN) 
Arim  (Aa-rim) 
Ashann  (a-SHON) 
A  star  (AS-tar) 

Aurantium  (or-A N-tee-uhm) 
Avar  (AA-var) 
Bahahd  (bah-HOHD) 
Batre  (B A -tray) 
Bodor  (BO-dor) 
Borean  (BORE-ee-an) 
Boru  (BO-roo) 
Callidian  (Cal-I D-ee-an) 
Caprica  (CA  P-rih-ka) 
Castabulan  (cas-TA-byoo-lon) 
Castabulonese  (cas-TA-byoo- 
lon-eez) 
Cella  (SEL-ah) 
Chakos  (CHAH-kose) 
Chana  (CHA-nah) 
Cicz  (SIZ) 

Cinnabar  (SIN-a-bar) 
Cymril  (SIM-ril) 
Da-Khar  (da-KAR) 
Dalia  (DAH-lee-ah) 
Danuvia  (da-NOO-vee-ah) 
Dhuna  (duh-HOO-nah) 
Djaffa  (JAH-fah) 
Djaffir  (ja-FEER) 
D'Oko  (DO-ko) 
Domal  (Do-MAHL) 
Dracarta  (dra-K A H R-tah) 
Dractyl  (DRAK-til) 
Drome  (DROME) 
Druas  (DROO-us) 
Druhk  (DROOK) 
Duar  (doo-A R 
Durne  (DERN) 


El  Aran  (el  AH-rin) 
Equs  (EK-wuss) 
Erendor  (A I R-en-dor) 
Fahn  (FON) 
Farad  (FA-rud) 
Faradun  (FAH-rah-doon) 
Farique  (fah-REEK) 
Farnir  (fahr-NEER) 
Ferran  (FAIR-en) 
Gao-Din  (gow-DIN) 
Garganta  (gahr-GAN-tah) 
Gnomekin  (NOM  E-kin) 
Gnorl  (NORL) 
Golarin  (Go-LAR-in) 
Gryph  (GRIF) 
Gwanga  (GWON-jah) 
Hadj  (HOJ) 
Hadran  (ha-DRAHN) 
Harak  (HAR-ak) 
I karthis  (ih-CA  R-thiss) 
Imria  (IM-ree-ah) 
Irdan  (eer-DAN) 
Irridian  (eer-l D-ee-uhn) 
Isalis  (I  SS-ahl-is) 
Ispasia  (iss-PAY-see-uh) 
J abutu  (jah-BOO-too) 
Jacinth  (jah-SINTH) 
Jaka  (JAH-ka) 
Jalaad  (jah-LAHD) 
Jamba  (JOM-ba) 
Jezem  (jeh-ZEM ) 
Jhang  (JANG) 
Jhangara  (jan-GAH-rah) 
Kangir  (kang-GEER) 
Kang-Tu  (kang-TOO) 
Karang  (kah-RANG) 
Karansk  (kah-RANSK) 
Karfan  (car-FAN) 
Kasir  (ka-SEER) 
Kasmir  (kaz-M  EER) 
Kasmiran  (kaz-M  EER-en) 
Kasraan  (kas-RAHN) 
Kharakhan  (kahr-ah-CON) 
Khazad  (kah-ZOD) 
Khu  (KOO) 
Kiru  (KEE-roo) 
Kragan  (KRAY-gen) 
K'tallah  (keh-TA H-lah) 
Laeolis  (lay-O-liss) 
Lahsa  (LAH-sah) 
Lal-Lat  (lahl-LOT) 
L'Haan  (la-HAHN) 
Lir  (LEER) 
L'Lal  (eh-LAHL) 
M andalan  (man-DA-lan) 


M  andragore  (M  A N-dra-gore) 
Mandu  (man-DOO) 
Mangar  (MAN-gar) 
Manra  (MAN -rah) 
Maruk  (MAH-rook) 
M  ahrukan  (M  AH-roo-can) 
Matsu  (MOT-soo) 
Mazdak  (MOZ-dak) 
Mirin  (MEER-in) 
M  ogran  (M  OG-ran) 
Mogroth  (MOG-roth) 
Monad  (MO-nad) 
Mondre  Khan  (mon-dreh- 
KON) 

Moorg-wan  (moorg-WAHN) 
Morphius  (MORF-ee-us) 
Myr  (M  EER) 
Nadan  (nay-DAN) 
Nadir  (nay-DEER) 
Nagra  (NOG-ra) 
Na-Ku  (NAH-koo) 
Narandu  (nah-RA N-doo) 
Nauticus  (NAWT-ih-cuss) 
Nearwan  (neer-WAHN) 
Necron  (NEK-ron) 
Nefaratus  (neh-fahr-A  H-tus) 
Neurian  (NOOR-ee-en) 
Oceanus  (o-see-AN-us) 
Ogriphant  (OG-reh-font) 
Ogront  (OG-ront) 
Orgovian  (or-GO-vee-an) 
Pana-Ku  (pa-na-KOO) 
Parthenian  (pahr-THEE-nee- 
an) 

Peridia  (peh-RI D-ee-ah) 
Phandir  (FAN-deer) 
Phaedra  (FAYD-rah) 
Phantas  (FAN-tas) 
Phantasian  (fan-TAY -zee-an) 
Pharesian  (fahr-EE -zee-an) 
Quaga  (KWAH-gah) 
Quan  (KWAHN) 
Rahastran  (rah-HAAS-tran) 
Raknid  (RAK-nid) 
Rasmirin  (rass-M  EER-in) 
Rhin  (RIN) 
R'ruh  (AIR-roo) 
Sardonyx  (sahr-DON-ix) 
Sascasm  (SASS-ka-zem) 
Satada  (sa-TAH-dah) 
Sathir  (sa-THEER) 
Sathra  (SATH-rah) 
Sauran  (SORE-an) 
Sawila  (sah-WEE-la) 
Shadinn  (shah-DIN) 


Shalihan  (SHA L-ih-han) 
Shattra  (SHOT-rah) 
Shonan  (SHO-nan) 
Silvanus  (sil-VA  N-uhs) 
Sindar  (SIN-dahr) 
Ska-wae  (SKAH-way) 
Stryx  (STRIX) 
Sunra  (SUN -rah) 
Tabal  (ta-BAHL) 
Talisandre  (tal-is-A N D-dra) 
Talislanta  (tal-iss-LA N-tah) 
Tamar  (ta-M AR) 
Tamaranth  (TA  M -ar-anth) 
Tanasian  (tan-AY -zee-uhn) 
Tantalus  (TA N-tahl-us) 
Tarun  (tah-ROON) 
Thaecia  (TH AY -shah) 
Thalia  (THAH-lee-ah) 
Thaumaturge  (THOW-mah- 
turj) 

Thiasian  (thee-AY -zee-an) 

Thrall  (THRAWL) 

Tian  (tee-AHN) 

Torquaran  (tore-K WA H R-un) 

T'sai  (SI) 

Urag  (YOOR-ag) 

Urmaan  (UHR-mahn) 

Valanis  (va-LA N-is) 

Vashay  (V  A -shay) 

Vajra  (VAHJ-ra) 

Vardune  (vahr-DOON) 

Vird  (VERD) 

Viridia  (ver-l D-ee-ah) 

Vishana  (vih-SHA-na) 

Vodruk  (VO-druk) 

Vulge  (VULJ) 

Xambria  (ZA M -bree-ah) 

Xanadas  (ZAN-a-dus) 

Yaksha  (YAHK-shah) 

Yitek  (YIT-ehk) 

Yrmania  (eer-M  A-nee-ah) 

Yassan  (YAH-sahn) 

Zadian  (ZAY-dee-in) 

Zagir  (zah-GEER) 

Zar  (ZAHR) 

Zandre  (ZAN-drah) 

Zandu  (zan-DOO) 

Zantil  (zan-TEEL) 

Zantium  (ZAN-tee-um) 

Zaran  (ZAH-rehn) 

Zaratan  (ZA-ra-tan) 

Zir  (ZEER) 

Zodar  (ZO-dar) 

Zoriah  (zore-EY  E-ah) 
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Aabaal  146 
Aamahd  146 
Aaman  143 

Aamanian  All-Seeing  Eye 
Annulet  469 

Aamanian  Holy  Symbol  469 
Aamanian  Settlements  146 
Aamanians  143 
Aamaros  426 
Aberrant  forest  323 
Aberrant  weather  443 
Abilities  related  to  attributes  14 
Abomination  257 
Academy  of  Thaumaturgy  269 
Acid  Plains  313 
Acid  Rain  443 
Acquiring  New  Skills  17 
Acrobatics  96 
Acting  96 

Action  Table  Key  8,  493 
Action  Table  M  odifiers  9 
Adamant  Broadsword  452 
Adamant  474 
Adamant,  Black  474 
Administrator  100,  448 
Advance  29 
Adventure  Seeds  432 
Aeriad  Settlements  140 
Aeriad,  The  137 
Aerial  Combat  94 
Age  of  Confusion  110 
Agriculture  101 
Ahazu,  The  233 
Aht-Ra  277 
Aimed  Shots  30 
Akmir  329 

A I  A  shad  &  El  Aran  275 
Alatus  235 
Alchahest  474 
Alchemical    and  Magical 
Equipment  487 
Alchemical  Creations  474 
Alchemical  Solvents  475 
Alchemical  Test  Kit  464 
Alchemist  448 
Alchemy  103 
Aleana  426 
Aim  147 
Alter  34 
Amber  wasp  250 
Amberglass  475 
Amberglow  475 
Ammunition  483 
Amusements  467,  487 
Amysram  458 
Analysis  97 
Anasa  270 
Ancient  M  agic  438 
Andurin  147 
Animal  Handler  101 
Anniversary  of  the  Battle  of 
the  Sea  of  Sorrow  440 


Anniversary  of  the  Founding  of 
the  Seven  Kingdoms  440 
Anniversary  of  the  One  Day 
War  439 

Anniversary  of  the  Opening  of 

the  Great  Barrier  Wall  439 

Anniversary  of  the  Silent 
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Annual  Clash  of  Champions  439 

Anti-Magic  vs.  Enchantment  90 

Antiquarian  97 

Antique  Artifacts  438 

Aphrodesiac  Elixir  475 

Appraiser  101 

Aqua  demon  239 

Aquatic  vasp  223 

Aquavit  464 

Aramatus  249 

Araq  348 

A  rat  146 

Arborin  325 

Arcane  lore  98 

Archaen  93 
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Ariane,  The  308 

A  rim  148 

A  ri  mites  148 
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Arimite  Settlements  150 

Arkon's  Logbooks  438 

Armor  Chart  483 

Armor  458 

Armorer  101 

Art  97 

Artificer  101 
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Artillerist  95 

Artisan  101 

Assassinate  95 

Astrologer  448 

Astrology  98 

Astromancy  98 

Attack  24,  35 
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Attribute  Rolls  13 

Attributes  as  M  odifiers  14 

Attributes  9,  12 

Avir  181 

Azir  Islander  372 

Azir  155 

Azure  Ocean  154 

B 

Backgrounds  91 
Badlands  171 
Bald  nettle  147 
Balmroot  464 
Banditlands  353 
Bane  169 
Baobab,  Gray  464 
Barb- Berry  465 
Barbed  Arrows  452 


Barge  Fort  460 
Barge  tree  305 
Barrens,  the  327 
Barter  92 
Batmanta  300 
Batranc  336 
Batre  217 

Batrean  Settlements  219 

Batreans  217 

Battle  Armor,  Kang  458 

Battle  Harness,  Za  458 

Battle  Maul  452 

Beast  Handler  448 

Beast  Lore  106 

Beastmen  343 

Beasts  485 

Behemoth  340 

Black  Grimoire  438 

Black  Lightning  443 

Black  M ushroom  Powder  477 

Black  Pit  of  Narandu  297 

Black  Savants,  The  250 

Black  Wind  444 

Blade- Bracer  453 

Blade-Staff  453 

Blade-Star  453 

Boatsman  449 

Bodor  Musical  Charms  469 

Bodor  329 

Bodorian  Sound-Sight  106 
Bodorian  93 
Borderlands,  The  327 
Botanomancy  103 
Bounty  Hunters  449 
Bow,  Ariane  453 
Bracers  of  Levitation  469 
Brawling  95 
Brewer/Vintner  101 
Bribe  99 

Broadsword,  Za  453 
Brown  Hills  173 
Bwan  453 


Caduceus  468 

Calendar  of  Notable  Dates  439 
Caliph's  Feast  439 
Callidian  Cryptomancer  422 
Callidians  357 
Caltrop  453 
Capture- Bow  453 
Capture-Pole  453 
Carantheum  267 
Caravan  M  aster  101,  449 
Caravan-bug  163 
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Carrak  460 
Cartography  98 
Cartomancy  spel  I  book  45 
Cartomancy  44 
Castabulanese  154 
Casting  Spells  from  M  emory  20 
Casting  Spells  from  Written 
Works  21 
Catdrac  219 
Cave  bat  290 
Cella  264 
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Central  Swamplands 
Cerrulian  427 
Chakos  465 

Chana  Shrunken  Head  Fetishes 
469 

Chana  Witchmen  186 
Chanan  93 
Chang  205 
Character  Ability  429 
C  haracter  C  reati  on  &  the  G  M  426 
Character  Creation  11 
Charade  440 
Charisma  Rating  (CHA) 
Chasm  viper  133 
Chig  208 
Chroniclers  319 
Cibant  326 
Citadel  of  Akbar  150 
City  of  Cymril  121 
City  of  Kasmir  128 
City  of  the  Four  Winds 
Citystate  of  Ispasia  201 
Citystate  of  M  aruk  341 
Cleric's  Cowl  465 
Cliffs  of  Khazad  158 
Climate  &  Weather  441 
Climbing  92 
Close  Attacks  25 
Clothing  485 
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Coerce  99 
Cold  Resistance  478 
Collector  101 
Combat  Damage  15 
Combat  Rating  (CR)  13 
Combat  Rolls  19 
Combat  Rounds  and  Turns  18 
Combat  Skills  94 
Combat  Tactics  24 
Combat  18,  23 
Command  95 
Common  Skills  92 
Conjugal  Feast  439 
Conjunction  of  the  Twin  Suns 
440 

Conjure  35 

Constitution  Rating  (CON)  13 
Continuous  Enchantment  89 
Conveyance  92 
Conveyances  460,  484 
Cook  92 
Coracle  461 
Corpse  Rot  444 
Correg  454 

Corselet  and  Parrying  Bracers  458 
Counterspells  22 
Crag  spider  185 
Creating  Enchanted  Items 
Creating  Triggered  Enchanted 
Items 

Creature  Encounters  450 
Crescent  Isles  220 
Crescent  Knife  454 
Crimson  M  agister  438 
Critical  Wounds  30 
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Cryptomancy  48 
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V 
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Deadwood  160 
Death's  head  viper  192 
Deception  99 
Defend  36 
Defense  27 

Degree  of  Difficulty  Guide  493 
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Equinox  439 
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Erd  163 

Eros  isle  261 

Erx  258 

Espionage  99 

Essence  Accumulator  468 

Etiquette  92 

Euphorica  476 

Evade  95 

Eve  of  Prophecy  441 
Example  items  90 
Exomorph  153 
Expansible  items  470 
Experience  points  10,  429 
Exploring  the  Ruins  438 


Fahn  220 

Falal  of  theHouseof  Narud  427 

Falchion  455 

Farad  Settlements  280 

Farad  Slave  Collar  470 

Farad,  The  277 

Faradun  277 

Farique  265 

Fashion  92 

Feast  of  the  Red  God  439 


Fernwood  465 
Ferrans  355 
Festival  of  J  amba  441 
Festival  of  the  Bizarre  441 
Fetch  193 
Fetish  Island  228 
Fiend  300 
Fire  Resistance  478 
Fire-Thrower  459 
Flange- Bow  455 
Flee  28 
Flit  246 

Flying  Potion  478 
Food/Lodging  487 
Forbidden  City  of  Ahrazahd  150 
Forgery  99 
Forgotten  Age  109 
Fortress  of  Tor  136 
Frostwere  321 
Full  Garde  458 


Gall  Oak  Ink  465 
Gambling  99 

Gamemaster's  section  424 
Gange  444 
Gao  Liberation  Day  440 
Gao-Din  236 
Garde  455 
Garganta  264 
Gemstones  481 
Geography  98 
Ghast  159 
Ghost  Moon  440 
Ghost  wind  444 
Ghostlands  280 
Giant  mollusk  219 
Gnomekin  Settlements  124 
Gnomekin,  The  123 
Gnorls  166 
Gnorlwood  166 
Gold  beetle  250 
Gossamer  465 
Grappling  Attacks  26 
Great  Barrier  Wall  147 
Great  Disaster  110 
Greatsword  455 
Green  Men  229 
Grog  465 

Gryph  Settlements  308 
Gryphs  306 
Guard  95 

Guardian  devil  252 
Guide  to  pronunciation  494 
Guide  102,449 
Gwanga  455 


H 


Hadj  282 
Hadjin  Tombs 
Hadj  in  282 
Hadran  196 
Haggle  93 
Hangman's  tree 
Harak  183 
Harakin,  The  183 


284 


153 


Harpwood  465 
Harvest  of  the  Silver  Moon  440 
Heal  36 

Healer  101,  449 

Healing  Elixir  476 

Healing  15 

Herb  Lore  102 

Heroic    Fantasy   or  Grim 

Fantasy?  428 

HighTalislan  93 

Hirelings  448 

History  98 

Hit  Points  &  Gaming  Styles  428 
Hit  Points  (HP)  13 
Hurlant  455,  459 


Ice  Giant  296,  297 
Ice  Schooner  461 
Icicle  Rain  444 
Ikarthis  329 
Ikshada  305 
Illusion  37 
Imperial  Canal  199 
Improving  Skills  17 
Imria  239 

Imrian  Settlements  242 
Imrians  239 
Incendiary  Bolts  455 
Incendiary  Powder  478 
Influence  38 
Influence  Plants  106 
Intelligence  Rating  (INT)  12 
Intelligence    Ratings  for 
Creatures  451 
Intent  9 

Interpreting  Action  Table 
Results  424 

Interpreting  Spell  Casting  Die 

Rolls  426 

Interrogate  100 

Invocation  spellbook  61 

Invocation  60 

Irdan  290 

Iron  Spear  455 

Iron,  Black  465 

Iron,  Blue  465 

Iron,  Red  465 

Ironwood  465 

Isalis  205 

Island  of  Castabulan  154 
Isle  of  Lost  Souls  158 
Ispann  427 
Ispasia  199 

Ispasian  Settlements  201 
Ispasians,  The  199 


Jabutu  193 
Jacinth  203 
Jade  Mountains  188 
J aka  Luck  Talisman  470 
Jaka,  The  173 
Jang  455 
Javan  427 
Jewelry  486 
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J  ha  439 
Jhangara  243 
jhangaran  Settlements  245 
jhangarans  243 
Jhangkin  245 
J  udgement  Day  441 
Juju  193 

Jungles  of  Chana  186 

R 

K 'tall ah  282,  477 
Kaj  476 

Kang  Empire  194 
Kang  Settlements  196 
Kang,  The  194 
Kangir  196 
Kanquan  95 
Karang  207 
Karansk  245 
Karfan  329 
Kasir  128 

Kasmir  Trapsmith  Convention 
439 

Kasmiran  Settlements  128 
Kasmirans  126 
Kesh  477 
Kharakhan  347 
Kharakhan  Wastes  347 
Khazad  157 
Khu  455 

Kingdom  of  Astar,  The  115 
Kingdom  of  Cymril,  The  119 
Kingdom  Of  Durne,  The  123 
Kingdom  of  Kasmir  126 
Kingdom  of  Sindar  129 
Kingdom  of  Taz  133 
Kingdom  of  Vardune  137 
Koraq's  M  ountain  180 
Kra  242 

Krag,  Vodruk  and  Grod  313 
Kragan  242 
Krin  456 
Ku-Chang  210 


L'Haan  293 
L'Laja  427 
L 'Lai  295 
Hatha  258 
Laborer  102,  449 
Labyrinths  of  Sharna  355 
Lake  Zephyr  117 
Land  Ark  462 
Land  dragon  351 
Land  kra  129 
Land  lizard  337 
Language  Skills  93 
Lantern  Flowers  466 
Laslovian's  Compendium  of 
Dreams  438 
Leaper's  Ridge  235 
Legerdemain  97,  100 
Levitationals  468 
Library  at  Jalaad  357 
Life  and  Death  in  the  Game  15 
Lifespan  chart  446 


Light  Body  Plate  459 
Limitations  of  Talislantan 
Magic  32 

Limited  Enchantment  88 

Limits  on  Enchanted  Items  90 

Linguistics  98 

Lip-Reading  100 

List  of  Alchemical  Ingredients  479 

Litigator  99,  449 

Locks  100 

Loper  338 

Lost  Sea  175 

Lotus  vine  236 

Lotus,  black  476 

Love  potion  478 

Low  Talislan  93 


ID 


M  ace,  Ariane  456 
M  agic  Boxes  470 
Magic  Rating  (MR)  13 
Magic  20,  31 
Magical  Fair  440 
Magical  Mechanisms  468 
M  agical  M  ishaps  21 
Magical  Skills  103 
Magician  449 

Making  Talislanta  Your  Own  430 

Malathrope  359 

Malavrax  314 

Maledictus  280 

Mandalan  Rune  Stones  470 

M  andal an  Settlements  203 

Mandalans  201 

M  andaquan  95 

M  andragore  170 

M  angar  Corsairs,  The  222 

M  angar  isles  222 

M angonel  lizard  136 

Manra,  The  188 

Mantrap  282 

Marsh  strider  245 

M arukan  Luck  M edallion  471 

Marukans  341 

M  aster  archetype  list  490 

M  aster  bestiary  /  flora  &  fauna 

list  491 

Master  skills  list  490 
Matsu  456 

Maze-City  of  Altan  311 

M  edicinal  M  ixtures  476 

M  edicinal  Purge  476 

Meditation  99 

Megalodont  346 

M ercenary  Warrior  449 

Merchant  102,450 

Mining  102 

M  inor  elementals  311 

Mi  raj  an  290 

Miriad  427 

M  irin  Settlements  295 
Mirin  293 

Miscellaneous  Combat 
Modifiers  24 

M  i  seel  I  aneous  D  amage  R  ati  ngs  25 
Mochan  466 
M  odes  in  brief  489 


M  odes  of  Conveyance  113 
Modes  20,  32 
Mog  247 
Mogran  249 

Mogroth  Settlements  249 

Mogroth  247 

Monads  285 

Mondre  Khan  208 

M  oney  Lender  102 

M  onitor  imp  122 

Monolith  264 

Moonfish  205 

Moorg-Wan  231 

M orphius  Powder  479 

Moss  Mold  444 

Mounted  Combat  95 

Move  38 

M  ovement  14,  28 

M  ultiple  Actions  9 

Mung-Berry  249 

M  use  Enchanted  Instruments  471 

M  uses,  The  115 

M ushroom  Ale  466 

Music  97 

M usical  Instruments  487 
M  uskront  M  usk  466 
Myr  295 
Myrk  325 

Mysticism  spellbook  65 
Mysticism  64 

n 

Nadan  270 
Nadir  132 
Nagra  Spirit  J  ar  471 
Nagra  190 
Na-Ku  224 
Nankar  132 
Narandu  296 
Narcotics  476 
Natural  M  agic  spellbook  69 
Natural  M agic  68 
Natural  Telempathy  107 
Naturalism  99 
Navigator/Pilot  450 
Nearwan  265 
Necromancy  spellbook  73 
Necromancy  72 
Necrophage  159 
Needleleaf  170 
Nefaratus  250 
Neutralizing  Powder  479 
New  Age  110 
Night  Demon  298 
Night  of  Fools  439 
Night  Vision  107 
Nighthawk  176 
Nightstalker  346 
Nomadic  91,  93 
Noman's  Land  350 
Northern  Reaches  437 
Northron  93 


Oc  456 

Oceanian  Weattier  Talisman  471 
Oceanus  253 
Ogriphant  314 
Ogront  343 

Old  City  of  Ashann  358 
Omen  350 
Omnivrax  352 
Opposed  actions  9 
Opteryx  352 
Orange  Fungus  466 
Oratory  97 
Orb  Island  265 
Orders  20 

Orgovian  Trader  417 
Orgovians  331 
Orianos  427 
Outcast  Islands  296 


Pana-Ku  224 
Pandaemonium  441 
Paralytic  Poison  477 
Parry  28 
Parthene  262 
Parthenians  262 
Pentadrille  467 
Perception  Rating  (PER)  12 
Performing  Skills  96 
Peridia  263 
Phaedran  Tombs  168 
Phaedran  94 
Phantas  255 

Phantasian  Astromantic  Globe 
471 

Phantasians,  The  255 
Pilot  102 
Plaguelands  350 
Plains  of  Golarin  343 
Planning  your  Talislanta  series 
428 

Plant  demon  140 

Plants  &  animal  ingredients 

479 

Player  contacts  426 
Poison  antidote  476 
Poisons  477 
Pole-hook  456 
Pomegranate,  blue  466 
Potions  478 
Powders  478 
Prod-hook  456 
Protection  rating  24 
Provender  plant  466 
Purple  narcissus  286 
Pyro-demon  213 


Q 


Obsidian  M  irrors  471 
Obsidian  M  ountains  315 


Quaal  265 

Quan  Settlements  198 
Quan  Language  94 
Quan,  The  197 
Quatri  1 1  ion  467 
Quicksilver  475 
Quintessence  474 
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R'ruh  456 
Racial  Tongues  94 
Rahastrans  333 
Rajan  Death  M  asks  471 
Rajan  scorpion  291 
Rajan  settlements  290 
Rajanin  94 
Rajanistan  287 
Rajans  287 
Raknid  drone  215 
Raknid  queen  215 
Raknid  warrior  214 
Raknid  worker  215 
Raknid  214 
Ranged  Attacks  25 
Rasp  456 
Ravant  326 
R avenger  281 
Reaction  Rolls  14 
Recovery  30 
Red  Death  445 
Reincarnator  353 
Rejuvenating  Potion  478 
Retreat  28 
Reveal  39 
Revenant  450 
Rhabdomancy  107 
Rhin  295 
Ride  93 

Ritual  of  the  M  idnight  Suns  440 

River  City  of  Vashay  140 

River  of  Fire  213 

Roads  112 

Rock  urchin  359 

Rod  of  alchemy  456 

Root  grub  141 

Ruins  of  farnir  297 

Rules  tips  for  gamemasters  424 

Rune  island  228 

Rural  92 


Sabotage  100 
Sahar  132 
Salvager  102 
Sand  demon  272 
Sard  island  280 
Sardonicus  302 
Sarisa  94 

Sarista  Crystal  Ball  472 
Sarista  Love  Locket  472 
Sarista,  The  161 
Satada  132 
Sathas  427 
Sathra  213 

Sauran  Dragon  Icon  472 
Sauran  Settlements  213 
Saurans  211 

Sawila  Wind  Charms  472 
Sawila  220 

Scale  Armor,  Gnomekin  459 
Scarlet  leech  powder  479 
Scarlet  sporozoid  125 
Scavenger  slime  304 
Scholar  Skills  97 


Scholar  450 

Scimitar  Isles  226 

Scintilla  466 

Scourge  460 

Scout  102 

Sea  dragon  228 

Sea  nomad  language  94 

Sea  nomads  253 

Sea  rogues  of  gao-din  236 

Sea  scorpion  157 

Seas  and  waterways  112 

Seduce  100 

Seeing  stones  472 

Septenarial  Concordance  441 

Serpentvine  246 

Seven  Kingdoms  432 

Seven  Roads,  The  115 

Shadow  Realm  299 

Shadow  Wizard  301 

Shadowight  301 

Shag  466 

Shamanism  spellbook  77 

Shamanism  76 

Shan-ya  (Battle  Madness)  107 

Shapechange  107 

Shathane  210 

Shattra  150 

Shield  96 

Shields  24,483 

Shonan  196 

Shrieker  208 

Shrinking  potion  478 

Sickleweed  347 

Siege  weapons  459,  484 

Sign  94 

Silk  wyrrm  203 
Silkcloth  466 
Silvanus  161 

Silver  Gauntlets,  Xambrian  459 

Sindaran  Settlements  132 

Sindaran  Trivarian 

Competition  439 

Sindarans  129 

Sinking  Land  302 

Sixth  sense  107 

Skalanx  181 

Ska-Wae  467 

Skill  Benchmarks  91 

Skill  Ratings  for  Creatures  17 

Skill  Ratings  9 

Skill  Rolls  16 

Skill  Substitution  429 

Skills  16,  91 

Skoryx  466 

Skullcap  176 

Slave  market  484 

Slaver's  flail  457 

Smoke  powder  479 

Smoke  river  314 

Snipe  sage  408 

Sniper-bug  153 

Snipes  302 

Snow  Lily  299 

Song  97 

Soporific  Elixir  476 
Sorcerer  tree  122 
Southern  Rim  436 


Spangalor  459 
Span-oak  308 
Sparkle  powder  479 
Sparte  427 
Special  Abilities  106 
Specialized  Equipment  464 
Speed  Rating  (SPD)  13 
Spell  Penalty  22,  429 
Spell  casting  20 
Spell-Weaving  107 
Spice  Tree  466 
Spinifax  466 
Spinning  Sickness  445 
Spirit  Tracking  108 
Spiritblade  457 
Spiritforce  108 
Sponge  bristle  272 
Springal  460 
Spring-knife  457 
Spy  450 
Spy-tube  464 
Staff  of  A  a  457 
Star-thrower  457 
Stealth  100,  102 
Stenchroot  466 
Storm  demon  160 
Stranglevine  136 
Streetwise  100 
Strength  rating  (str)  13 
Strider  196 

Stryx  Obsidian  Orb  472 
Stryx  315 
Stunt  29 

Subdual  Attacks  27 
Subterranean  City  of  Durne  124 
Subterranoid  125 
Summon  40 
Sunra  203 

Sunra  Aquamantic  Globe  472 
Sunra  Settlements  205 
Sun-Ra-San  226 
Survival  103 
Swamp  fever  445 
Swamp  lurker  232 
Swim  93 

Swordsmanship  96 

T 

T'sai  457 
Tabal  245 

Tack  and  Harness  485 
Tactics  96 
Talisandre  155 
Talislan  script  489 
Talislantan  Calendar  113 
Talislantan  Cosmology  113 
Talislantan  M  ilieu  438 
Talislantan  Seasons  441 
Talismancy  104 
Tamaranth  306 
Tanasian  M  agician  368 
Tane  427 
Tarak  457 
Tardisite  242 
Tareau  427 
Targ  136 
Tarkus  197 


Tarun  280 
Tazian  Combat  96 
Tazian  Fire-Ale  467 
Tazian  fly  136 
Technomancy  104 
Technomantic  actuator  468 
Telempathic  defense  117 
Thaecia  259 
Thaecian  Isles  261 
Thaecian  Nectar  467 
Thaecian  Orb  472 
Thaecian  94 
Thaecians  259 
Thaumaturgic  Creations  473 
Thaumaturgy  105 
Thiasians  261 
Thief-Catcher  464 
Thieving  Skills  99 
Thrall  Settlements  136 
Thrall  Tattoo  Symbology  135 
Thralls  133 
Throwing  Stick  457 
Tian  Forest  199 
Tian  198 

Time  &  Enchanting  89 
Time  in  the  Game  10 
Tools    and  Professional 
Equipment  486 
Tor  428 
Torture  100 

Tournament  of  Challenges  440 
Toxic  Hills  314 
Tracking  102 

Trade    Goods    &  Natural 

Resources  464 

Trade  Goods  488 

Trade  Skills  100 

Trang  136 

Transform  41 

Traps  100,  103 

Travel  Rates  447 

Travelers'  Equipment  486 

Tri-Bow  457 

Trireme  462 

Trivarian  99,  467 

Tundra  Loper  298 

Twin  Islands  265 

Types  of  Encounters  451 


a 


Underground  Highway  124 
Underworld  100 
Ur  Clan  Icons  473 
Ur  Settlements  313 
Ur  311 
Urag  311 
Urban  92 
Urthrax  315 

Using  Enchanted  Items  89 
Using  M  agic  in  the  Game  31 
Using  Skills  that  Y  our  Character 
Doesn't  Have  16 


V 


Vajra  206 

Vajra  Settlements  207 


498 
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Vajran  Hills  207 
Valanis  140 
Valley  of  Mist  213 
Vasp  215 

Venomwood  Resin  477 
Venomwood  226 
Verdir  323 
Vial,  Amberglass  464 
Vial,  Quicksilver  464 
Vigil  of  Xanadas  440 
Vinesap  467 
Viper's  Blood  477 
Vird  Infantry  406 
Virds  290 
Viridia  Barge  462 
Viridia  141 
Vishana  205 
Vitriol  475 
Volcanic  Hills  211 
Vorl  216 
Vulge  205 

01 

Wandering  92 
War  Chariot,  Kang  462 
War  Chariot,  Raj  an  462 
War  Dragon  463 


War  Flail  458 
War  Wagon  463 
Ward  41 
War-Whip  458 
Watchstone,  The  345 
Water  Raknid  246 
Wealth  438 
Weaponer  102 
Weapons  Chart  482 
Weapons  452 
Weather  Table  442 
Weirdling  168 
Werebeast  169 
Werewood  164 
Western  Lands  434 
Western  Rain  Forests  229 
Whipsash,  Za  458 
Whisp  118 
Whispbane  467 
Whitewood  467 


W 

Id  Wood  325 

W 

Iderlands  433 

W 

Iderlands  Road 

323 

W 

Iderness  Skills 

102 

W 

Idmen  of  Y  rmania  171 

W 

II  Rating  (WIL 

12 

W 

llowood  467 

Wind  M  achine  468 
Windrigger  463 
Windship  of  War  464 
Windship  Regatta  440 
Windship  463 
Windskiff  463 
WingedAht-Ra  286 
Witch  Wind  444 
Witchcraft  spellbook  81 
Witchcraft  80 
Witchwood  164 
Wizardry  spellbook  85 
Wizardry  84 

Woods  of  Tamaranth  308 
Wristblade  458 

Xambrians  334 
Xanadas  319 

Xanadasian  Chronicler  414 
Xanadasian  Scrying  Crystal  473 


y 


Yaksha  175 

Y  akuk  445 

Y  assan  270 


Yassan  Tool  Kit  464 
Yellow  aqueor  255 

Y  el  low  tinge  445 
Yitek  275 

Y  rmania  171 


Za,  The  353 
Zadian  179 

Zandir  Paradoxist  Emblems  473 

Zandir  Settlements  179 

Zandir  177 

Zandre  180 

Zandu  177 

Zann  180 

Zanth  179 

Zantil  179 

Zantium  180 

Zaratan  254 

Zen-Jian  428 

Zir  180 

Zodar  468 
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ARCHETYPE 


PHYSICAL  DESCRIPTION 


PERSONALITY  &  BACKGROUND 


ATTRIBUTE 

OO  OO 

STR    DEX     PER  CHA 


OO  OO 

CON    SPD      WIL  INT 

OOL^ 

CR      MR     HIT  POINTS 


HIT  POINT  DAMAGE 


SUBDUAL  DAMAGE 


SPELL  PENALTY 


OTHER  MODIFIERS 


0  OR  LESS 

MISHAP 

1  -  5 

FAILURE 

6-10 

PARTIAL 

11-19 

SUCCESS 

20  + 

CRITICAL 

HAIR 


SKILL  NAME 

LEVEL 

ATTRIBUTE 

RATING 

LANGUAGE 

LVL 

RTG 

ABILITY 

LVL 

RTG 

ORDER 

ORDER 

ORDER 

ORDER 

PHYSICAL  COMPONENTS 

PHYSICAL  COMPONENTS 

PHYSICAL  COMPONENTS 

PHYSICAL  COMPONENTS 

ADVANTAGES 

ADVANTAGES 

ADVANTAGES 

ADVANTAGES 

LIMITATIONS 

LIMITATIONS 

LIMITATIONS 

LIMITATIONS 

MODES 

LVL 

MOD 

RTC 

MODES 

LVL 

MOD 

RTG 

MODES 

LVL 

MOD 

RTG 

MODES 

LVL 

MOD 

RTG 

ALTER 

ALTER 

ALTER 

ALTER 

ATTACK 

ATTACK 

ATTACK 

ATTACK 

CONJURE 

CONJURE 

CONJURE 

CONJURE 

DEFEND 

DEFEND 

DEFEND 

DEFEND 

HEAL 

HEAL 

HEAL 

HEAL 

ILLUSION 

ILLUSION 

ILLUSION 

ILLUSION 

INFLUENCE 

INFLUENCE 

INFLUENCE 

INFLUENCE 

MOVE 

MOVE 

MOVE 

MOVE 

REVEAL 

REVEAL 

REVEAL 

REVEAL 

SUMMON 

SUMMON 

SUMMON 

SUMMON 

TRANSFORM 

TRANSFORM 

TRANSFORM 

TRANSFORM 

WARD 

WARD 

WARD 

WARD 

ENCHANT 

ENCHANT 

ENCHANT 

ENCHANT 

TYPE 

RANGE 

DR 

WT 

flRIDOR 


TYPE 

PR 

WT 

TOTAL  POINTS  EARNED      UNSPENT  POINTS 


MARK  IF 
MAGIC  ITEM 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

IDOUDT 


TYPE 


CON 


SPD 


CHA 


INT 


HIT  POINTS 


SPECIAL  ABILITIES/NOTES 


ARMOR 


COLD 

QUAN 

LUMENS 

EMPERORS 

SILVER 

AAMANIAN 

PIECES 

COPPERS 

COPPER 

IMRIAN 

PIECES 

BRASS  RINGS 

CYMRILIAN 

OCEANIAN 

PENTACLES 

RADIANTS 

DRACARTAN 

L'HAAN 

PYRAMIDS 

ADAMANTS 

ZANDIR 

ANTIQUE 

CRESCENTS 

COINS 

PRECIOUS  GEMS 

TOTAL  IN 

LUMENS 

Talislanta  4th  Edition  Errata 


Non-proficiency  dlO  Rule  -  pages  24  and  493 
The  rule  these  references  mention  was 
Skills  That  Your  Character  Doesn't  Have"  section 


i  the  game, 
on  pages  16-17. 


:  "Using 


Enchanted  Armor  -  page  24 
The  book  states:  "chainmail  with  an  enhancement  ( 


a 


Grappling  Attacks  -  page  26 
The  book  states:  "or  body-slammed  (DR  4  +  STR)" 
3  + 


"or  body-slammed  (DR 


"Sword  of  Zoriah"  spell  -  page  61 
This  spell  refers  to  "Danuvian 
no  Danuvian  priestesses 
called  "Danu". 


Not  only  are  there 
of  Zoriah  is 


>"  spell  -  page  62 

This  spell  refers  to  "Gnomekin  priests".  Not  only  are  all  of  the  Gnomekin  priests  of  Terra 
female  (the  "Daughters  of  Terra",  making  them  priestesses),  but  they  also  do  not  use 
Invocation  (they  use  Crystalomancy  exclusively,  considering  it  Terra's  divine  magic). 


ic  Wand  -page  105 

It  refers  to  "(see  Chapter  XX,  Equipment)".  This  should  read  "(see  Chapter  7,  Equipment)" 


page  424 

'  is  refered  to.  This 

adventure  was  cut  due  to  space  constraints,  but  has  been  aded  to  the  end  of  this  PDF  where 
it  belongs. 


Note:  This  errata  has  already  been  incorporated  throughout  this  book.  Errata 
locations  are  marked  by  text  with  a  red  line  through  it.  Mouse  over  this  text  to 
see  the  errata  change.  Some  users  utilize  technology  that  does  not  use  a  traditional 
pointing  device  and  thus  cannot  access  my  errata  notes.  This  page  is  for  them. 


uzzir 


For  GMs  only:  Players  please  do  not  read! 


The  following  is  a  short  adventure  that  can  be  used 
as  an  introduction  to  roleplaying  in  Talislanta,  or 
incorporated  into  an  ongoing  Talislanta  campaign.  This 
scenario  includes  a  number  of  options  that  will  allow 
the  GM  to  customize  the  adventure  to  fit  almost  any 
locale  or  style  of  play.  The  GM  should  read  the 
adventure  first  before  playing,  in  order  to  decide  which 
of  these  options  will  best  fit  their  gaming  group. 

This  adventure  has  been  designed  for  beginning 
or  intermediate  PCs.  If  using  more  advanced  PCs,  the 
scenario  can  be  made  more  challenging  by  adjusting 
the  statistics  for  all  encounters  upwards  as  needed. 

Location:  A  tavern  or  inn  anywhere  in  Talislanta. 

Why  are  the  Player  Characters  There?:  The  PCs 

could  be  travelers  just  passing  through,  or  locals  to  the 
area.  They  could  be  meeting  a  friend  or  Contact,  or 
perhaps  they  served  as  an  escort  to  a  newly  arrived  trader 
(such  as  the  NPC,  Orzo,  described  further  on  in  the  text) 
and  are  now  busy  spending  their  hard  earned  cash. 

The  PCs  are  approached  in  the  tavern  by  a 
Pharesian  Peddler,  who  offers  to  sell  them  an  enchanted 


puzzle -box.  One  way  or  another,  the  PCs  will  end  up 
with  the  box  in  their  possession.  Trying  to  decipher  the 
secret  of  the  puzzle-box,  they  are  transported  to  a  dark 
and  mysterious  chamber.  Only  by  finding  a  way  out  can 
they  discover  who  or  what  was  responsible  for  their 
dilemma. 


Before  starting,  the  GM  should  give  the  players 
the  following  NPC  Contacts  to  add  to  their  Character 
Sheets.  The  GM  can  try  to  match  Contacts  to  PCs  based 
on  their  homeland  or  profession  or  just  distribute  the 
Contacts  at  random.  Be  sure  to  hand  out  all  of  the 
Contacts,  even  if  it  means  that  some  PCs  get  more  than 
one.  Some  of  these  NPCs  could  be  used  during  this 
adventure,  so  the  GM  may  want  to  make  a  few  notes  on 
the  Contacts  prior  to  play. 

Depending  on  the  location,  it  is  entirely  possible 
that  the  PCs  may  meet  one  or  two  of  the  Contacts  during 
play.  Perhaps  they  could  even  be  waiting  in  the  tavern 
to  meet  a  Contact,  or  staying  at  the  tavern  while  visiting 
one  who  lives  locally.  The  only  Contact  the  PCs  should 
not  meet  is  Aquilane. 

•  Orzo:  an  Orgovian  trader  whom  you  met  in  the 
Wilderlands.  You  gave  him  a  silver  armband  as  a 
gift  and  offered  fair  barter  for  his  wares.  This  earned 
you  Orzo's  trust  —  no  small  matter  to  an  Orgovian. 
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•  Jajuka:  a  Gao  sea  rogue  who  claimed  to  be  the 
daughter  of  a  Chana  witchman.  You  met  her  in  a 
port  tavern  in  Tarun,  where  she'd  come  to  sell  a 
quantity  of  stolen  k'tallah.  She  bought  you  a  drink; 
when  you  woke  up  she  was  gone,  and  so  were  most 
of  your  possessions.  You  haven't  forgotten. 

•  Macado:  a  hotheaded  Zandir  duelist  who  once 
challenged  you  to  fight  for  the  hand  of  the  lovely 
Shaliza.  The  duel  ended  in  a  draw,  and  you  and 
Macado  became  friends.  This  did  not  please  Shaliza. 

•  Aquilane:  a  rogue  magician  with  a  fondness  for  the 
color  purple  and  a  propensity  for  unkind  "practical 
jokes"  (hence  his  sobriquet,  "The  Prankster").  You 
crossed  him  once  in  Cymril;  he  vowed  to  even  the 
score  someday. 

•  Yato  Faj:  a  Yitek  tomb  robber  who  once  hired  you 
to  help  him  excavate  a  crypt.  He  was  an  expert  at 
reading  symbols,  and  taught  you  to  recognize  certain 
royal  seals  used  during  the  early  Phaedran  Age. 

•  Kirata:  a  Kang  warrior  who  lost  an  eye  while 
battling  Saurans  in  the  Volcanic  Hills.  You  met  her 
in  a  tavern  in  Hadran,  when  she  grabbed  your  hair 
and  kissed  you.  Not  your  type,  but  you  parted  on 
decent  terms. 

•  Rawk:  a  Gryph  injured  in  a  fight  with  a  band  of 
Stryx.  You  helped  bind  his  wounds  and  watched  over 
him  until  he  was  well  enough  to  fly.  In  return,  Rawk 
promised  his  help  if  you  were  ever  in  need. 

This  adventure  can  begin  in  a  tavern  or  inn 
anywhere  in  Talislanta;  we'll  call  this  place  The 
Wayfarer.  As  the  GM  you  can  decide  whether  the 
Wayfarer  is  a  quiet,  respectable  place,  a  den  of  iniquity, 
or  something  in  between.  The  Wayfarer's  clientele 
should  be  comprised  of  members  of  the  local  populace, 
and  perhaps  a  few  travelers  from  other  lands.  The  nature 
of  the  establishment  will  generally  determine  the  type 
of  clientele  it  attracts. 

The  proprietor  of  the  Wayfarer  can  be  one  of  the 
locals  or  a  foreign  expatriate.  The  style  of  architecture 
and  the  type  of  food  and  drink  available  should  be  based 
on  the  indigenous  culture  (consult  the  Society  entry  in 
the  region  you've  chosen  for  details).  If  this  is  your  first 
game,  decide  all  of  these  details  in  advance.  That  way, 
when  you  start  to  play  the  adventure,  you'll  be  prepared. 


Tell  the  PCs  that  they've  come  to  The  Wayfarer 
to  eat  and  relax.  Set  the  scene  by  briefly  describing  the 
surroundings.  Then  have  the  proprietor  come  over  to 
tell  them  about  the  local  fare  and  take  their  orders.  Once 
the  PCs  have  settled  in,  the  plot  begins. 

The  adventure  can  be  broken  down  into  3  main 
scenes: 

Scene  One  -  The  Peddler 

A  Pharesian  peddler  enters  the  inn  and  entertains 
the  patrons  with  performing  miniatures.  Afterwards,  he 
approaches  the  PCs  and  tries  to  sell  them  an  antique 
puzzle  box.  If  they  don't  purchase  it,  he  steals  one  of 
their  mounts  during  the  night  and  leaves  them  the  puzzle- 
box  as  'payment' . 

Scene  Two  -  Deciphering  the  Puzzle-Box 

Attempting  to  decipher  and  open  the  box,  the  PCs 
can  either  turn  to  the  help  of  one  of  their  Contacts,  or 
seek  out  the  Sindaran  antiquarian  Nasi  Darune.  Given 
the  answers  they  need,  they  finally  open  the  box, 
triggering  a  Witchgate  that  transports  them  to  a  dark 
and  mysterious  chamber. 

Scene  Three  -  Into  the  Dark 

Trapped  in  a  room  with  no  apparent  exit,  the  PCs 
discover  a  pair  of  skeletons,  and  clues  hinting  that  things 
are  far  more  than  they  seem.  If  they  can  find  a  way  out 
of  the  room  they  face  an  attack  by  a  Scavenger  Slime. 
Finally  entering  the  inner  chamber,  they  are  attacked 
by  a  Ghast  and  the  entire  plot  is  revealed  as  the  elaborate 
revenge  of  Aquilane  (one  of  their  Contacts).  To  escape 
to  freedom  the  PCs  must  find  a  way  to  defeat  the  Ghast. 

Through  the  doors  of  the  Wayfarer  comes  a  figure 
attired  in  a  multi-colored  cloak,  tunic,  and  breeches. 
His  head  is  shaved  except  for  a  single,  bright  blue  scalp- 
lock;  his  skin  is  a  whorl  of  many  hues.  A  patchwork 
satchel  is  draped  over  his  shoulder,  and  his  crimson 
boots  are  covered  with  the  dust  of  travel.  The  PCs  may 
recognize  him  as  a  Pharesian  peddler,  from  Cymril  of 
the  Seven  Kingdoms. 

The  peddler  takes  a  seat  at  a  table  near  the  PCs, 
nods  politely  in  their  direction,  and  orders  "a  bottle  of 
your  finest  aquavit"  from  the  proprietor  (if  aquavit  is 
not  available  in  this  locale,  he'll  happily  settle  for 
whatever  is).  Then  he  reaches  into  his  satchel  and  brings 
forth  a  number  of  miniature  crystal  figurines  carved  to 
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resemble  Thiasian  performers.  Arranging  them  on  the 
table  before  him,  he  speaks  a  single  word  and  the  figures 
suddenly  come  to  life:  singing  in  high  voices,  dancing 
the  caperetto,  and  performing  clever  acrobatic  feats. 

Some  of  the  patrons  notice  and  come  over  to  watch 
the  show,  which  ends  with  the  tiny  Thiasians  jumping 
onto  the  peddler's  hand,  taking  a  bow,  and  reverting  to 
inanimate  form.  The  peddler  then  produces  a  colorful 
hat  from  his  satchel  and  passes  it  around,  thanking  all 
who  make  a  donation.  If  any  of  the  PCs  chip  in,  the 
peddler  will  smile  and  thank  them  as  well. 

Whether  the  PCs  pay  or  not,  the  peddler  will  come 
over  to  their  table  a  moment  later,  bow  courteously,  and 
say: 

"I  noticed  that  you  seemed  to  enjoy  the  antics  of 
my  miniatures.  I  am  Savrille,  a  Pharesian  from 
Cymril  of  the  Seven  Kingdoms,  and  a  dealer  in  rare 
curios.  I  believe  I  have  something  that  will  be  of 
interest  to  you." 

Reaching  into  a  pocket,  Savrille  takes  out  an  ornate 
box,  intricately  carved  from  rich  hardwoods  and 
decorated  with  archaic  symbols  and  silver  inlay.  The 
GM  should  try  to  describe  this  item  in  such  a  way  that  it 
will  seem  fascinating  to  the  players,  for  instance: 

"The  item  appears  to  be  an  ornate  jewelry  box, 
intricately  carved  from  rich  hardwoods  and 
decorated  with  archaic  symbols  and  silver  filigree. 
The  polished  wood  has  a  deep  and  warm  luster, 
and  the  silver  inlay  shimmers  in  the  tavern  light. 
The  arcane  symbols  seem  to  radiate  an  aura  of 
magic  and  mystery.  It  is  obviously  an  item  of 
exceptional  craftsmanship. " 

Any  PC  with  artisan,  merchant,  collector,  or 
antiquarian  Skills  will  recognize  the  worth  and  superior 
craftsmanship  of  this  piece,  and  realize  that  it  is  both 
very  old  and  very  valuable.  PCs  with  magical  or  scholar 
Skills  can  tell  that  the  symbols  are  ancient  and  possibly 
magical  in  nature,  though  they  will  not  be  able  to 
decipher  them. 

Savrille  explains: 

"This  is  a  Phaedran  puzzle -box,  a  rare  and  costly 
item  that  magicians  once  used  to  store  their  most 
secret  treasures.  I  obtained  it  from  a  Gnorl,  who 
found  it  in  a  gravesite  on  the  banks  of  the  Sascasm 
River,  in  Werewood.  What  wonders  or  riches  it 
contains,  I  do  not  know.  To  date,  I  have  been  unable 


to  decipher  the  symbols  inscribed  on  the  box,  except 
this  one:" 

Savrille  touches  a  raised  sigil  at  the  box's  center 
and  it  begins  to  unfold  as  if  by  magic,  changing  in  shape 
from  a  cube  to  a  pyramid.  Visible  on  a  newly-revealed 
face  of  the  box  are  more  inscriptions  and  four  raised 
metal  squares,  each  engraved  with  a  different  symbol: 
the  twin  suns,  the  seven  moons,  a  rainbow,  and  what 
looks  like  seven  drops  of  water.  Savrille  shows  the 
symbols  to  the  PCs,  then  presses  another  sigil  and  the 
pyramid  folds  back  into  a  cube. 

Savrille  remarks: 

"Never  would  I  think  to  sell  this  device,  but  I  find 
that  I  have  no  choice.  My  faithful  steed  fell  ill  and 
died  this  morning,  and  I  must  procure  another.  So 
it  is  that  I  am  forced  to  sell  my  puzzle -box  for  the 
meager  sum  of  five  hundred  gold  lumens." 

This  is  Savrille's  asking  price,  but  by  no  means  is 
it  his  final  offer.  If  the  PCs  refuse  outright  he'll  come 
down  to  three  hundred.  If  any  of  the  PCs  have  haggling 
or  merchant  Skills,  encourage  them  to  roll  vs.  their  Skill 
Rating  on  the  Action  Table;  if  successful,  Savrille  drops 
his  price  to  two  hundred.  If  the  PCs  don't  have  such 
Skills  they  can  use  their  Charisma  Rating  (CHA),  or 
they  can  simply  make  counter  offers.  Savrille  will  go  as 
low  as  one  hundred  gold   lumens,    or  the 

equivalent       r^V^lrW^         ^n  g00ds  of  any 

sort. 


way 


another,  the  GM  needs  to  find  a  way  to  get  the  PCs  to 
buy  or  otherwise  acquire  the  puzzle-box,  which  plays 
an  important  part  in  the  adventure.  If  there  are  any 
thieves  in  the  party,  have  Savrille  spend  the  night  in  the 
inn  and  give  them  a  chance  to  rob  him.  Or  as  a  last 
resort,  have  Savrille  steal  something  from  the  PCs  (such 
as  a  steed)  and  leave  them  the  box  as  payment.  Once 
the  PCs  have  the  box,  go  to  the  next  part  of  the  adventure. 
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BOX 

The  symbols  on  the  puzzle-box  are  very  old, 
obscure,  and  complex.  Tell  the  PCs  this,  and  if  any  of 
them  tries  to  decipher  the  writings  apply  a  -18  penalty 
to  their  Action  Table  die  rolls.  The  very  best  result  any 
beginning-intermediate  level  PC  should  be  able  to 
achieve  is  to  identify  the  writings  as  an  unusual  variation 
of  the  old  Phaedran  tongue.  Attempting  to  break  or  force 
open  the  box  will  not  work;  the  device  is  enchanted, 
and  is  much  more  durable  than  it  appears.  In  short,  if 
the  PCs  want  to  open  the  box  they  will  need  help. 

Some  of  the  Contacts  mentioned  at  the  beginning 
of  this  adventure  could  be  of  assistance  in  this  regard,  if 
the  PCs  are  located  anywhere  near  them.  The  Yitek, 
Yato  Faj,  would  probably  be  the  best  bet,  though  Orzo 
or  even  Jajuka  might  be  able  to  recognize  some  of  the 
symbols.  If  no  Contact  is  available,  the  PCs  will  need 
to  hire  the  services  of  an  individual  with  linguistic  or 
antiquarian  Skills.  Attempting  to  locate  such  an 
individual  could  be  a  mini -adventure  in  and  of  itself,  if 
the  GM  wishes.  One  such  person  is  Nasi  Darune. 

Nasi  Darune  is  a  Sindaran  collector  and 
antiquarian  who  specializes  in  dead  languages 
(Linguistic  Skill  rating  of + 15).  She  normally  resides  in 
the  Seven  Kingdoms,  in  the  Sindaran  mesa-top 
settlement  of  Nankar.  However,  Nasi  also  travels  on 
occasion  in  order  to  acquire  ancient  stone  tablets  from 
the  Phaedran  era,  which  she  collects.  As  such,  she  may 
be  found  in  the  vicinity  of  the  PCs,  if  the  GM  desires. 

Like  all  Sindarans  Nasi  is  tall  and  emaciated 
looking,  with  sandy-hued  skin,  a  bony  chin  spur,  and  a 
row  of  horn-like  protrusions  running  along  the  crest  of 
her  skull.  Normally  prone  to  long-winded  dissertations, 
Nasi  has  another  appointment  soon  and  so  will  seem 
more  business-like  and  to-the-point.  To  simulate  the 
Sindaran  style  of  speech,  have  Nasi  use  plenty  of  multi- 
syllabic words. 

The  PCs  can  hire  Nasi  to  appraise  and  decipher 
the  symbols  on  the  puzzle-box  for  40  gold  lumens  (GL.), 
or  half  this  if  one  of  the  PCs  is  a  Sindaran.  She  will  not 
haggle,  and  is  far  too  intelligent  to  outwit.  If  the  PCs 
take  too  much  time  arguing  over  price,  she  will  politely 
tell  them  that  she  is  very  busy,  and  only  has  a  short 
amount  of  time  available.  If  the  PCs  agree  to  obtain  her 


services,  Nasi  will  examine  the  puzzle-box  and  provide 
them  with  the  following  information: 

•  The  puzzle-box  is  an  authentic  antique  worth  a 
minimum  of  six  hundred  GL.  It  appears  to  be  of 
Phaedran  make  and  is  at  least  six  centuries  old, 
though  Nasi  believes  the  box  may  be  even  older  than 
this. 

•  The  writing  on  the  box  is  in  Phadrosian,  an  obscure 
dialect  of  the  old  Phaedran  and  Elder  tongues  in  use 
during  the  early  days  of  the  Phaedran  Empire.  The 
symbols  on  the  cube's  surface  say:  "Property  of  the 
Wizard,  Nastrovian."  The  name,  Nastrovian,  is 
familiar  to  Nasi,  who  believes  he  may  have  been  a 
member  of  one  of  the  first  royal  families  of  Phaedra. 

•  One  of  the  symbols  on  the  box  is  a  rune  of  command 
meaning  "Open".  This  is  the  symbol  that  Savrille 
pressed,  which  caused  the  box  to  fold  into  a  pyramid. 

•  If  the  PCs  have  Nasi  examine  the  pyramid  she  says 
that  the  raised  symbols  are  buttons  that,  when  pressed 
in  a  certain  order,  will  cause  the  pyramid  to  open. 
The  inscription  is  a  riddle,  which  Nasi  translates  as 
follows: 

"Always  the  morning  follows  the  night,  the  rainbow  after 
the  rain. 

Two  days  shall  pass,  the  first  one  clear,  for  so  it  is 
ordained 

Start  out  at  night  and  follow  the  way,  to  undo  all  the 
locks 

Press  seven  squares  and  you  will  see,  what's  hid  inside 
the  box." 

At  this  point  Nasi  will  excuse  herself,  saying  that 
the  translation  is  complete  and  she  must  tend  to  another 
appointment.  The  players  will  have  to  solve  the  riddle 
without  her. 

Th<;  Ripple  or  tm^  Puzzlx-Box 

Only  by  finding  the  correct  solution  can  the  PCs 
open  the  puzzle -box.  Pressing  the  squares  in  order,  the 
solution  is:  night,  day,  night,  day,  rain,  rainbow,  night. 
This  causes  the  box  to  open,  emitting  a  blinding  light 
and  revealing  the  secret  kept  within:  the  puzzle -box  is 
actually  an  ancient  Witchgate  that  will  draw  everyone 
within  ten  feet  of  it  through  an  enchanted  portal.  If  any 
PCs  are  not  within  range  when  the  box  opens,  they  will 
see  their  comrades  vanish  before  their  eyes.  If  they  want 
to  follow  they'll  have  to  open  the  box  again. 
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IDTO  ThK  V(Ws 

Characters  drawn  through  the  Witchgate  will  find 
themselves  in  complete  and  total  darkness.  The  air 
around  them  smells  stale,  dank,  and  heavy  with  dust 
and  mold.  All  is  silent.  If  any  of  the  PCs  have  night 
vision,  they  will  be  able  to  see  in  the  dark.  Others  will 
be  virtually  blind  unless  they  have  access  to  some  source 
of  illumination. 

The  GM  should  try  and  make  the  crypt  experience 
suspenseful  and  eerie.  Set  the  scene,  describing  a  place 
as  dark  and  silent  as  a  tomb,  the  only  noise  the  sound  of 
the  characters'  breathing.  If  they  have  a  torch  or  lantern 
give  them  the  feeling  that  if  their  light  source  were  to 
vanish,  the  darkness  would  rush  in  and  consume  them. 
Mention  that  'things'  seem  to  scuttle  away,  into  the 
darkness.  Even  characters  with  night  vision  should  feel 
uneasy,  although  they  will  be  able  to  see  quite  clearly. 

Using  night  vision,  illumination,  or  their  sense  of 
touch,  the  PCs  will  find  that  they  are  in  a  windowless 
chamber  approximately  ten  feet  square.  The  walls, 
ceiling,  and  floor  are  made  of  stone,  and  are  cold  and 
damp  to  the  touch.  There  is  no  door  or  exit  visible  on 
any  of  the  walls.  In  one  corner  of  the  room  are  two 
skeletons,  lying  side  by  side. 

If  the  PCs  search  carefully,  this  is  what  they  will 

find: 

The  Skeletons 

Both  are  humanoids,  5-6  feet  in  height,  one 
somewhat  larger  than  the  other.  No  sign  of  traumatic 
injuries,  though  there  is  not  a  speck  of  flesh  on  the  bones. 
The  larger  skeleton  has  a  heavy  gold  and  onyx  ring  on 
its  finger  (worth  300  GL)  but  no  clothing  or  other 
possessions.  Clutched  in  its  right  hand  is  what  looks 
like  a  silver  comb  inlaid  with  six  small  rubies  ( 1 80  GL); 
one  edge  of  the  comb  is  badly  scratched  and  worn.  The 
smaller  skeleton  has  a  necklace  of  green  pearls  around 
its  neck  (worth  1200  GL).  Any  PC  with  naturalist,  healer, 
or  scholar  Skill  can  confirm  that  one  skeleton  is  male 
and  one  is  female.  Any  PC  with  naturalist  or  tracking 
Skill  will  note  that  the  remains  are  not  ancient,  but  are 
as  recent  as  4-5  months  -  unusual,  given  the  complete 
decomposition  of  the  bodies  (a  clue  foreshadowing  the 
presence  of  the  Scavenger  Slime,  which  is  nearby). 

The  Floor 

Solid  stone,  covered  with  a  heavy  layer  of  dust. 
PCs  with  tracking  Skill  can  spot  the  faded  remnants  of 
numerous  tracks  (barefoot,  male  and  female,  partially 
covered  over  with  dust).  In  the  corner  opposite  the 


skeletons  is  an  old  torch;  if  the  PCs  have  a  way  to  light 
this  it  will  burn  for  about  an  hour  before  going  out.  Close 
and  careful  inspection  will  reveal  the  presence  of 
something  scratched  into  the  floor  near  the  larger 
skeleton:  the  word,  BETRAYED,  inHighTalislan  script 
(a  clue  indicating  that  these  are  not  ancient  remains  but 
recent  victims). 

The  Walls 

The  walls  are  made  from  two-foot  square  blocks 
of  stone,  held  together  with  mortar;  aside  from  a  few 
small  cracks  and  crevices,  the  stones  appear  to  be  very 
solid.  There  is  an  archaic  iron  sconce  or  one  wall,  but  it 
is  rusted  and  has  no  torch  in  it.  Close  inspection  reveals 
that  the  mortar  on  all  four  walls  has  been  scratched  in 
many  places,  up  to  a  height  of  about  seven  and  a  half 
feet.  The  scratch-marks  appear  to  have  been  made  with 
a  sharp  object  of  some  sort  (the  silver  comb). 

This  is  an  important  clue,  showing  that  the  victims 
checked  every  inch  of  the  chamber  looking  for  secret 
doors  —  except  the  last  and  highest  row  of  stones,  which 
were  too  high  for  either  of  them  to  reach.  Even  if  PCs 
with  the  Traps  Skill  check  the  lower  walls  or  wall  sconce 
for  secret  doors  they  too  will  find  nothing.  However,  if 
one  taps  on  any  of  the  highest  row  of  stones  (with  a 
staff,  sword,  etc.),  a  section  of  the  wall  near  the  skeletons 
will  open,  reveling  the  chamber's  hidden  exit. 

1\K  yTfllROlflV 

The  door  opens  into  a  stairway  that  spirals 
downwards  into  the  earth.  The  air  is  cold  and  damp, 
and  the  stone  steps  are  slick  with  moss  and  mold.  Any 
Jaka  characters  will  feel  distinctly  uneasy,  sensing  the 
presence  of  danger  lurking  ahead.  Choose  a  PC  at 
random  and  tell  him  that  something  just  dripped  down 
on  his  shoulder  from  above.  If  the  PCs  have  a  light 
source  and  look  up  they'll  see  a  dripping  mass  of 
translucent  slime  and  writhing  tendrils,  clinging  to  the 
ceiling  above  them.  Whether  they  look  up  or  not,  the 
awful-looking  thing  drops  on  the  PCs  from  above. 

This  a  Scavenger  Slime,  a  large  single-celled 
organism  that  feeds  on  organic  materials  of  all  sorts. 
Roll  on  the  Action  Table  for  its  attack,  giving  the  creature 
a  bonus  of  +5  for  degree  of  difficulty  (attacking  from 
above  in  a  narrow  stairway).  On  a  full  Success  the  slime 
engulfs  one  of  the  PCs  in  its  soft,  viscous  body  and 
begins  to  dissolve  the  unlucky  victim  with  its  corrosive 
bodily  fluids  (DR  6,  meaning  6  points  of  damage  per 
round).  On  a  Partial  Success,  the  slime  lands  amidst  the 
PCs  and  has  grabbed  one  of  them  with  a  tendril. 
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Scavenger  Slime  Statistics 

Size:  8'  in  height,  up  to  10'  in  diameter,  500+  lbs. 
Attributes: 

INT -14   PER -5  WIL-5 
STR-2    DEX-5*  CON +5  SPD -1 
*  When  attacking;  otherwise,  -15 
Ability  Level:  1-4 

Attacks/Damage:  Whip-like  Flagella:  DR  4;  Acidic 

Internal  Fluids:  DR  6  per  round 

Special  Abilities:  Bodily  fluids  dissolve  all  types  of 

organic  materials,  unaffected  by  poisons,  acids,  or 

illusions 

Armor:  None 

Hit  Points:  25 

At  the  bottom  of  the  stairway  is  an  iron  portal,  at 
the  center  of  which  has  been  affixed  something  that  looks 
like  an  ancient  and  ornate  silver  amulet.  The  PC  who 
knew  the  Yitek  Contact,  Yato  Fej,  will  note  that  this 
device  resembles  the  royal  seals  used  in  ancient  times 
on  the  tombs  of  princes  (PCs  with  certain  scholar  or 
antiquarian  Skill  might  also  be  able  to  recognize  this). 
Scholars  or  antiquarians  will  recognize  that  it  is  4-5 
centuries  old,  appears  to  be  of  Phaedran  make,  and  could 
be  worth  as  much  as  100  gold  lumens.  It  can  be  removed 
from  the  door  if  anyone  wants  to  inspect  or  take  it. 
Attempts  to  detect  magic  will  reveal  that  the  device  is 
enchanted,  though  it  will  appear  to  have  no  apparent 
powers  or  properties  (the  back  of  the  device  is  inscribed 
with  a  Ward  against  Ghasts,  but  the  symbol  is  hidden 
by  a  24th  level  spell  of  Concealment;  both  of  the  magical 
Order,  Wizardry). 

The  door  is  locked.  PCs  with  lock-picking  Skill 
can  attempt  to  open  it,  at  a  penalty  of  -7  (Degree  of 
Difficulty,  due  to  the  complexity  of  the  lock).  The  door 
can  also  be  forced  open,  using  a  roll  vs.  one  or  more  of 
the  PCs'  Strength  Rating,  at  a  penalty  of  -12.  If  a  Jaka 
character  enters  this  room  he  or  she  will  immediately 
sense  the  presence  of  danger,  but  will  be  unable  to  locate 
where  it  is  coming  from. 

Inside  is  an  unlit  chamber  approximately  thirty 
feet  square,  lavishly  decorated  in  the  manner  of  an 
archaic  sitting  room.  At  the  center  of  the  room  is  a 
sarcophagus  of  blue  crystal,  the  lid  of  which  is  carved 
with  the  image  of  a  princely  figure  dressed  in  rich 
raiment.  Placed  upon  the  figure's  chest  is  a  silver  seal 
similar  to  the  one  on  the  door.  Otherwise,  there  is  nothing 
else  in  the  chamber,  and  nothing  behind  the  curtains 
except  stone  walls. 


The  silver  seal  is  not  attached  to  the  sarcophagus, 
and  can  easily  be  removed  if  desired.  If  the  lid  of  the 
sarcophagus  is  lifted,  it  will  fall  off.  The  minute  it  is 
removed  the  lid  of  the  sarcophagus  will  fly  open,  to 
reveal  a  gaunt  and  horrid  creature  known  as  a  Ghast. 
"Greetings  from  Aquilane,"  it  hisses,  then  springs  to 
the  attack  (the  second  seal  is  the  same  as  the  one  on  the 
door;  it  is  also  inscribed  with  a  hidden  Ward  against 
Ghasts,  and  once  it  is  removed  the  Ghast  can  escape  the 
sarcophagus). 

At  this  point  at  least  one  of  the  PCs  will  realize 
that  this  entire  scenario  has  been  an  elaborate  and 
potentially  deadly  prank  played  on  them  by  Aquilane, 
one  of  the  NPC  Contacts  provided  at  the  beginning  of 
this  adventure.  The  PCs  can  think  about  that  later;  right 
now,  they'll  have  their  hands  full  just  trying  to  stay  alive. 

When  describing  this  attack,  the  GM  should  try 
to  make  the  transition  from  suspense  to  frantic  combat 
as  sudden  as  possible.  Don't  give  any  player  more  than 
a  few  seconds  to  react;  if  they  hesitate,  so  do  their 
characters.  Ghasts  tend  to  scream  and  shriek,  and  are 
prone  to  cruel  and  sadistic  behavior.  While  you  don't 
have  to  act  like  a  Ghast,  your  portrayal  of  the  creature 
should  reflect  its  unnerving  nature.  The  players  (and 
PCs)  should  have  little  chance  to  catch  their  breath 
before  the  Ghast  is  out  of  the  sarcophagus  and  upon 
them. 

That  having  been  said,  the  GM  should  be  advised 
that  a  Ghast  is  a  very  dangerous  antagonist  that  could 
pose  a  serious  threat  to  beginning  or  even  intermediate- 
level  PCs.  If  you  have  a  fairly  large  and  powerful  group 
of  PCs,  this  shouldn't  be  a  problem.  If  not,  you  may 
want  to  tone-down  the  Ghast's  abilities  by  having  it 
alternate  between  lethal  and  non-lethal  attacks.  For 
example,  on  one  round  you  might  have  the  Ghast  slash 
one  of  the  PCs  with  its  claws,  as  per  its  usual  form  of 
attack.  On  the  next  round,  have  the  Ghast  grab  a  PC  by 
the  throat,  stare  into  his  eyes,  then  shriek  loudly  and 
toss  the  PC  across  the  room  like  a  rag  doll.  The  second 
attack  might  not  even  cause  one  Hit  Point  of  damage, 
but  it  is  no  less  scary  than  the  first. 

The  Ghast  can  only  be  harmed  by  spells  and  silver 
or  magical  weapons.  However,  it  will  not  attack  or  even 
touch  any  PC  that  is  holding  one  or  both  of  the  silver 
seals.  These  devices  were  placed  on  the  door  and 
sarcophagus  by  Aquilane  when  he  set-up  his  "practical 
joke".  Each  is  enchanted  with  a  Ward  that  will  cause 
the  Ghast  extreme  pain  should  it  try  to  pass  or  approach 
the  seal  (the  seal  is  what's  kept  the  Ghast  imprisoned  in 
the  sarcophagus  all  this  time). 
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The  seals  can  be  used  to  keep  the  Ghast  away,  or 
even  force  it  back  into  the  sarcophagus  or  out  of  the 
chamber.  As  they  are  silver,  the  devices  can  even  be 
used  as  makeshift  weapons  (DR:  2  +  STR).  Using  one 
or  both  of  the  seals  is  the  easiest  way  to  defeat  the  Ghast. 

Statistics  for  the  Ghast 

Size:  7'6"-8',  160-200  lbs. 
Attributes: 

INT +5    PER +8    WIL+8  CHA-7 

STR +7    DEX-5  CON+10SPD+2 

Power  Level:  16 

Attacks/Damage:  Claws:  DR  13 

Special  Abilities:  Necromancy  with  five  Modes  at  Power 

Level,  night  vision,  detect  invisible/astral  presences 

(range:  100  feet  per  level),  harmed  only  by  silver  or 

magical  weapons  and  spells 

Armor:  None 

Hit  Points:  42 


enchantment  placed  upon  them  will  turn  out  to  be  a  Ward 
invoked  against  that  particular  Ghast  by  name,  and  is 
so  specific  as  to  be  of  no  practical  use  to  anyone. 

The  crystal  sarcophagus  is  a  genuine  antique  of 
the  latter  Phaedran  era,  and  is  worth  over  1000  GL. 
Getting  it  out  of  the  burial  chamber  may  not  be  the 
easiest  thing  to  do,  as  it  weighs  over  600  pounds. 

The  victims  in  the  first  chamber  were  two  Zandir 
lovers.  Both  were  acquaintances  of  Aquilane,  and  one 
was  once  his  lover.  On  their  wedding  night  they  received 
a  beautiful  puzzle-box  as  a  present  from  a  "secret 
friend".  Neither  was  ever  seen  again. 


R^olcjtiod 

Once  the  Ghast  has  been  dealt  with  the  PCs  are 
out  of  danger.  However,  they'll  still  have  to  find  the 
way  out  of  this  place  (a  trap  door  under  the  rug  in  this 
chamber  leads  to  a  secret  passage  and  exit).  Where  is 
the  crypt  located,  what  awaits  them  when  they  get  out, 
and  how  will  they  get  home?  Will  they  try  to  get  revenge 
on  Aquilane,  and  if  so,  how?  What  part  did  the  peddler, 
Savrille,  play  in  this  plot?  Who  were  the  man  and  woman 
whose  skeletons  were  found  in  the  first  chamber,  and 
how  did  they  get  there? 

The  answers  may  be  found  in  their  next  adventure, 
or  not.  As  the  GM,  it's  up  to  you  to  decide. 

AnTRlDflTH 

Every  PC  who  survived  this  adventure  earns  at 
least  10  Experience  Points  (the  GM  can  adjust  this  figure 
upwards  or  downwards  for  a  Heroic  or  Grim  Fantasy 
campaign).  The  GM  can  also  award  an  additional  point 
of  XP  to  any  PC  who  showed  exceptionally  good 
roleplaying  and/or  problem  solving  during  the  course 
of  the  adventure. 


The  jewelry  found  in  the  first  chamber  can  be  sold 
for  at  least  75%  of  its  appraised  value.  However,  if  the 
signet  ring  is  recognized,  the  PCs  may  have  some 
explaining  to  do. 


The  two  silver  seals  are  very  good  imitations  of 
antiques,  worth  no  more  than  5-10  GL  apiece.  The 
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